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INTRODUCTION

Champions Presents is the first Champions adventure
anthology. In it you will find three separate, complete adven-
tures that can be placed within your campaign, or played
together as a mini-campaign. These three adventures are
very different from each other in approach, in flavor and in
tone. No matter what sort of Champions campaign you play,
atleast one of these adventures will work for you. More than
likely, however, you can use all of them, because most
Champions campaigns, like the comics they are meant to
portray, change in tone and type of plot from adventure to
adventure.

The first adventure, Spectrum, is about a group of
supervillains by that name who kidnap a Congressman. Its
story and tone is much like the comics of today, at times
having a gritty, hard-edge, and at other times not. This can
easily fit in either a standard, “four-color” superhero cam-
paign, or a harder-edged, “graphic novel” sort of game.

No News of a Thaw is the second adventure. It deals with
Eskimo mythology and the immortal beings which dwell on
achilling spirit plane apart from our world. Itis a mysterious,
almost horrific adventure with a definitive mood. It will fit well
into almost any campaign as a change of pace.

The last, and longest, adventure is Menace Out of Time.
Itis abouta masteroftime and his attempts to use his powers
of time manipulation againstthe playercharacters. Itisa very
traditionat, “four-color”" romp through time, filled with dino-
saurs, cyborgs from the future and much more. It will fit into
any traditional comic book campaign.

USING THESE
ADVENTURES TOGETHER

Note: Players should NOT read the following section if
they wish to play in these adventures.

One of the best things about comic books is the way that
varied, divergentcharacters can join together to have varied,
divergent adventures. Itis not uncommon to see a mutant, a
god, and a man in high-tech powered armor battle a sorcerer
from the far future one minute, and a starship from an alien
planet the next. Throw in a few local superpowered crooks
and some ninja terrorists and you have about a year's worth
of normal comic book issues’ plots.

Another great thing about these comic book plots is that
they all intertwine. The sorcerer's schemes often begin to
become evident while the heroes are still trying to deal with
all those darn ninjas. Sometimes, one plot will interrupt
another, and the first story won't be resolved until many
issues later (much to the aggravation of many comic fans).
Champions plots can, and probably should (if the GM is
trying to imitate the comics) be like this too — at least some
of the time.

Champions Presents offers the GM a unique opportunity
to attempt to do this “plot intertwining” in his campaign.
Herein you will find three completely unrelated, divergent
stories, all of which can be fit into most campaigns. If the GM
chooses to use all of them, he can start with one (it really
doesn’t matter which), and then begin to foreshadow one or
both of the others. About midway through the first adventure,
he can introduce the beginning of the second (or even the
third) adventure. Continuing along this path, the GM will
have created a very complex plot — much like the comics.
The players won't see it as one adventure or another, but as
a continuing, flowing series of events that may seem more
realistic to them.

Though there are many ways to entwine these adven-
tures, presented here is one possible way that a GM can
accomplish this:

Start with the first encounter in Menace Out of Time (up to,
but not including the trip to Dr. Temple's lab). Ice Shadow
shows up during the battle with the displaced time beings to
help protect the people in the crowd. Because of their
excellent work in protecting innocents (assuming this is
true), they meet Senator Mansfield from the adventure
Spectrum who is present at the ceremony and congratulates
the heroes on a job well done.
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Next, use the Frostbite encounter from No News of a
Thaw, followed shortly thereafter by another attack from
another time. This should prompt the characters along to Dr.
Temple'slab. If they go there, they will be hurled back in time,
and will play out the rest of that adventure. While in the past,
however, Masque can cryptically tell the players that they
have to return to their own time, as he knows that they will be
the only hope that the entire dimension has of surviving
against the threat that they will soon (in their own time)
encounter.

When the PCs return, and have rested up, play the first
encounterin Spectrum. Again, Ice Shadow shows up to help
the heroes protectinnocents. When this is done, play out the
remaining trip to the spirit plane from No News. Once they
have returned (hopefully triumphant!), finish the trilogy of
adventures by playing out the rest of Spectrum.

Another option would be to have the opening sequence of
Menace be the presentation of awards to the heroes for their
good job in stopping Spectrum. Or perhaps the first encoun-
ters from Spectrumand Menace could be combined into one
encounter. Thevarious options for putting these adventures,
and any other adventures together is endless.
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Spectrum is a multi-part adventure best suited for charac-
ters of 250-350 active points with 50-65 active point offen-
sive powers and 20-30 points in defenses. This adventure
requires the characters to deal with difficult situations, use
good investigative work and to function as a team.

This adventure can be used with any type of “superhero”
campaign, as heroes are the target of the villain. Even if the
heroes are wanted by the authorities and considered crimi-
nals by the public, the involvement of a very pro-superhero
Senator should be enough to draw them in.

The GM should feel free to decide how he wants to run this
adventure. It can be run as a one play session, but much of
the sub-plotting and villain’s characterization would be lost.
It is recommended that this adventure be spread out over
several sessions of play.

If the GM has a lot of time to work the adventure into his
campaign, he could even use the information provided in the
background as an active event in which the characters
replace the Champions used in the description. The adven-
ture will run more smoothly if the PCs meet or at least hear
of the Senator long before the adventure starts, and if they
encounter Spectrum (or at least Prism) in an earlier adven-
ture. This will make the events that happen mean much more
to the players.

If you are planning on playing in this adventure, stop
reading here.

( PLOT OVERVIEW )

The main villain in this adventure, Prism, has a deep
hatred for all superheroes. Itis hisintention to aid the passing
of a bill which will make superhero groups a thing of the past
and paranormal crime-fighting, without the sanction of offi-
cial sources, highly against the law. If the bill is passed, such
actions as vigilantism will no longer be tolerated, and the
offenders will be brought to justice.

Prism intends to kidnap Congressman Clayton H.
Mansfield. Mansfield is the premier superhero supporter in
government today, and his opposition of the bill would make
its passage highly unlikely, while his support of the bill might
allow it to sneak through. Using his holography and imper-
sonation skills, Prism plans to masquerade as the Congress-
man, and throw his support in favor of the bill.

The beginning of the adventure takes place before the
heroes are involved, as Prism makes Mansfield a prisoner in
his own home. After Prism takes Mansfield's place in the
day-to-day activities of the popular Congressman, he will
draw the player-characters into the plot.

The first encounter takes place during a speech. Prism,
posing as the Congressman, will convince the heroes he
needs their protection or their appearance for political sup-
port. During the speech, Spectrum, Prism's group, will attack
and attempt to make off with the “Congressman,” leaving the
heroes bruised and confused in the wake of a highly coordi-
nated lightning strike.

The second encounter will take place shortly after the first,
as Prismis hoping to strike before the characters can recover
from the initial onslaught. He provides a clear trail to
Spectrum’s hidingplace, knowingthe characters willrush to
rescue the Congressman. In this battle, the characters will
probably win handily, but Spectrum will escape via a well-
prepared rout. This may arouse the character's suspicions,
but they have already fallen into the trap. The whole set-up
was a sham to give the public an excuse for ‘Mansfield's’
sudden change in opinion. The whole event will be caught on
TV, allowing Prism to announce Mansfield’s support for the
bill.

Part three will see the characters trying desperately to
figure out what is going on before the Bill comes to a vote in
a joint session of Congress. In a mad scramble across the
city, the characters will track down individual members of
Spectrum and hopefully discover the plot.

By this time Congress is wrapping up discussion and
quickly coming to a vote. The heroes will have no choice but
to attack Prism and his remaining villains on the floor of
Congress itself! Failure means not only the death of the real
Congressman, but the outlawing of superheroes all across
the country and the dawn of a new dark age for paranormals.
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An Act

To encourage the enforcement of illegal vigilante action
and to cut funding to State and Federally sponsored law-
enforcement supergroups.

Section 1. Short Title

This Act may be cited as the “Paranormal Restriction Act
of 1991.”

Section 2. Vigilante Paranormals

Vigilante activity by means of the use of paranormal
powers will no longer be tolerated. It is now a crime in
violation of Act 134, section 14 of the U.S. Criminal Code
and punishable by up to ten years imprisonment.

All Vigilante activity shall be punished with the corre-
sponding assault and battery charges stated by the law.

Section 3. Governmental Employmentof Paranormals

The federal government will only allow two paranormal
agents to be assigned to each agency that desires them.
Sub-agencies are not allowed to have any paranormals,
unless they are assigned out of the allotted two from the
parent agency.

Military is not restricted by these limitations and can
employ as many paranormals as they wish, with the
restriction they can not be used for law enforcement
except in times of marshal law.

Section 4. Creation of New Agencies

New agencies may not be created for the purpose of
employing more paranormals. Any agency in violation of
this section will be punishable by section 12 of the
Governmental Fraud Act of 1972,

i HOW TO USE THIS 1

9 ADVENTURE

The GM should try to imagine how the characters will react
to the course of events: first with disbelief, then with betrayal.
The clues will start piling up, and the characters should
eventually realize what is going on.

The villains have been provided with distinct personalities
to help the GM bring them to life in the minds of the players.
The better versed you are with the villains, the quicker and
easier you will be able to run them, giving you more time for
their role-playing. Become thoroughly familiar with the pow-
ers of the villains, for they are varied and numerous.

J

Feel free to adjust this adventure to the campaign. The
villains in Spectrum were created to be powerful enough to
trounce the heroes on a one-to-one basis, but they do not
work well as a group. If the heroes work passably well
together, they should be able to overcome the villains. If
Spectrum is too weak for your campaign, make the villains
more powerful or have Prism recruit more colors (charac-
ters) to the team based upon black, white, etc.

Adding characters will give the GM extra power he needs,
but there are already eight villains you have to deal with. This
many characters may interfere with the smooth running of
combat and tie you up in bookkeeping when you could be
bringing the villains to life.

Representative Mansfield can be tailored to fit any type of
campaign. If the heroes are funded by the government, itis
likely that he was responsible for cutting through the red tape
and getting the support for such funding (behind the scenes,
of course. Who knows how voters would react?). If they are
popular vigilantes, he will publicly help them in any way he
can and support their activities in general. Even if the
characters are part of an unpopular, underground group, he
will covertly meet with them and give them whatever help and
information he can. Mansfield is so adamant about helping
superheroes, because he was one himself once (see
Blackbird’s character write-up).

Mansfield knows that it is only his position that allows him
to help heroes, and the longer he stays in office the more
good he can do. He will not jeopardize his position to get the
characters restricted equipment or trivial information. Nor-
mally, he will do nothing against the law. He will, however, do
anything necessary if lives are at stake.

Spectrum is a very nasty group of viflains. They are
extremely tough and powerful, but the fact that they just do
not get along should give the players an edge. Many of
Spectrum’s members are more than capable killers. Do not
hesitate to let the characters know that their lives are in
danger every time they fight the villains.

HOW TO USE THIS
ADVENTURE IN A
SUPER-AGENT CAMPAIGN

This adventure can be adapted to a Super-Agents (100-
150 pts., low-powered supers or high-powered agents)
campaign with little difficulty. Scale down the powers and
defenses of the villains so that they are on an egual basis with
the PCs. Keep the feel of their powers so that they still
represent their color, Make Prism a non-super,; just give him
disguise on 21-, mimicry, and all of the sciences he has now.

The plot is that Prism is trying to cut the funding to the
character's agency, which has been keeping him in check for
the past few years. With the agency out of the way, Prism will
have a relatively free reign. If funding is cut, the characters
will not only be out of a job, but there will be no one to stop
Spectrum.
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( BACKGROUND )

Superheroes have become one of the maost interesting
aspects of modern-day society. Heroes currently enjoy a
great deal of popularity in the world, their amazing powers
and diverse personalities a beacon for drawing attention.
And yet, itis commonly known that superheroes are far from
popular with everyone.

Many areas of our culture have taken a stand against
paranormals; civil liberties, anti-mutant factions, ultra-con-
servative politicians, some religious sects, and, of course,
the insurance associations, to name but a few. These groups
have been ignored by some, feared by others, but they have
made their voices heard.

Mounting pressures from these groups and their active
anti-paranormal lobby finally resulted in the unpopular
“Paranormal Restriction Act” which is currently worming its
way through Congress. The controversial bill was sponsored
by Representative James Mattheson (D., CA), whose son
was killed in a battle between Ogre and the Protectors
several years ago..

The Bill is typically thought of as a joke by the general
populace, and few law enforcement organizations will sup-
port it. These factors would seem to spell certain death for
any measure, but there is one more important reason that the
Bill seems doomed to failure. That reason is Congressman
Clayton H. Mansfield.

Representative Mansfield is the chairman of the Congres-
sional Subcommittee on Paranormal Activities. He is a
staunch supporter of most paranormal activities and vigi-
lante groups that work for the public’s interest. Mansfield is
a dynamic personality, considered a man of impeccable
integrity, and maintains an immense amount of popularity in
the public eye and with his peers, both Democrats and
Republicans.

The Bill is one of those gems that piques the public
interest, and it has become a media banquet. All of those
involved with the Bill have been splashed across the nation's
televisions and newspapers for the past few weeks. Al-
though it has little public support in the media polls, the
populace thirsts for news about the measure that could
possibly throw its favorite defenders into jail.

There are, obviously, those who would like to see the Bill
pass with flying colors. Unfortunately for Mansfield, one of
those people is a master villain named Prism. He intends to
seetheBill pass by removingits opposition, namely Mansfield.

Prism's attitudes towards heroes are the polar opposite to
those of Mansfield's. He hates heroes with a passion, and
blames them for everything that is wrong in his life (see
Prism's origin). Prism has strived for years to find a way to
make heroes pay for what they have done to him, and now
he has his chance.

Prism is a master of light manipulation, and among his
many powers is the ability to disguise himself as anyone he
wants. His plan is not just to remove Mansfield from the
picture, but to replace him personally and then throw support
behind the Paranormal Restriction Act. With Mansfield sup-
porting the Bill, rather than opposing it, it will have a chance
of passing.

Prism knows that a sudden turnaround of attitude will look
more than alittle suspicious to the public, so he has arranged
for circumstances that will make the change seem only
natural. His gang of supervillains, known as Spectrum, are
going to secretly kidnap Mansfield two days before an
important speech in his home state. Prism, flawlessly dis-
guised as Mansfield, will take his place. In this disguise, he
willask the characters toattend the speech because he fears
for his safety. Spectrum will attack during the speech and
'kidnap’ Prism, beating up on the characters as much as
possible in the process.

The resulting rescue of Mansfield, again orchestrated by
Prism, will be televised (thanks to an ‘anonymous' tip to the
television station). Playing the brave-in-the-face-of-danger-
politician, Prism will make an ‘impromptu’ speech in front of
the cameras. He will cite the dangers of paranormals, which
he only now fully understands, as his reasoning for throwing
his support behind the Paranormal Registration Act.

Prism has grown accustomed to his role as a master
villain. He realizes just how much power he wields, both
through his capacity for sheer destruction and his ability to
stay one step ahead of the competition.

The Paranormal Restriction Act is a godsend to Prism, a
device that will punish the heroes longer and more deeply
than anything he created with his vengetul imagination. The
heroes will be ostracized by the very society they are trying
to protect, and the very act of paranormal crime-fighting will
be against the law! This is a fate for the heroes that Prism
finds full of delicious irony.

Prism has thrown all of his resources into achieving the
goal of seeing the Billpassed. He has amassed a greatdeal
of money during his criminal capers, most of which is funding
the current endeavor. He also has Spectrum, his very
dangerous villain group which has enough power to achieve
all of Prism’s goals.

Spectrum’s current, temporary headquarters are under
the Senator's house! The Senator is, in effect, being kept
right under everyone’s noses. A hastily built, but efficient
tunnel system has been put in under the house. The tunnel
system houses the members of Spectrum while their boss
gallivants around the city in his masquerade. The entire
group will travel there after the rescue scenario. Slime and
Rage, besides Prism, are the only ones who knew of the
temporary base before that time.

The fact that Prism can't keep an eye on his lackeys is
posing a problem. They tend to bicker amongst themselves
and some (Blue Streak, Rage, Lightshow) often leave the
temporary HQ to goabout their personal business. Although
Prism has threatened them not locontinue this practice, their
respective needs and desires drive them out into the city of
Washington, D.C. =

Prism himself resides in the Senator's home to ke€p up
appearances, butis seldom there. He spends most of his day
campaigning furiously (after the kidnapping and rescue
scenarios, thatis) for the Paranormal Restriction Act. He will
be making appearances all over Washington D.C., as well as
afew in other major cities, most noticeably those in his home
state. The beginning of the adventure has been meticulously
planned by Prism, and there is little chance of the characters
staying out of his manipulations. After the rescue, however,
his many campaign appearances could give the characters
chances to ferret out the plot and put a stop to Prism's plan.
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( INVOLVING THE HEROES )

There are several ways to involve the characters in this
web of trickery. Congressman Mansfield could represent the
state the characters are based in, although this is not vital to
the plot, as most of the action will take place in Washington
D.C.

It is important to Prism's plan that the heroes try to stop
Spectrum, although it will not matter if the characters suc-
ceed in doing so. No matter what the heroes do, Prism will
turn up missing. This scenario works well, as the heroes
should feel it was their fault the '‘Congressman’ was kid-
napped.

1) An invitation. The disguised Prism will ask the characters
to attend the speech. He tells the heroes that he feels he
is in danger because of his pro-hero stance and thinks
there may be an attempt on his life. There are, after all,
many groups who would like to see the Bill pass, and
many of them don't operate inside the law. One such
group that he is quite afraid of is Genocide, the anti-
mutant organization.

2) Street Talk. There will be word on the street that there is
going to be an assassination attempt on the Congress-
man during his speech. These rumors have been care-
fully placed by Prism and are spreading like wildfire
through the streets the day of the speech. Any Streetwise
character should hear about it. Even the most callous
characters would see the need to keep Mansfield alive,
and should show up to stop the hit.

3) Personal Relationships. It is likely that the Congress-
man is friends with one or more of the characters. The
rumors and the fact that Manstield (Prism) himself will ask
the heroes for protection should be more than enough
incentive for the hero to contact his associates.

4) Tracking down Spectrum members. Prism allowed his
lackeysto have alittle fun in the city and told them to brag
alittle. They will be seen here and there before the speech
scenario, but will be careful notto get caught. Two or three
incidences (probably with Rage, possibly Blue Streak) of
Spectrum members causing trouble will occur, but they
will be careful not to get caught and there are probably no
encounter options here (unless the GM wants to insure
the villain can escape).

A character investigating the presence of Spectrum in
town should stumble onto their kidnaping plot by talking to
witnesses. The villain was spouting something about
attacking the Congressman. To the hero, it should appear
as though the members of Spectrum have been careless
and talked too much.

5. Miscellaneous. If the characters aren't familiar with
Mansfield, they will discover that he is well liked by any
NPC hero they talk to. He has always supported crime
fighting and has earned much respect from the superhero
community. More than anything else, Mansfield seems to
know what the life of a hero is like. He understands the
dangers, the stress, and the joys thatare involved forwhat
is often a thankless job.

The heroes defend the public and the American way,
but Mansfield protects the heroes trom forces against
which their powers are useless: political forces. The
heroes should rally together and rush to protect him from
danger, for he is a true believer and supporter of their
cause. Unfortunately for the characters, that is exactly
what Prism wants and expects.
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PART ONE: THE SPEECH

A rare, quiet night at home. Clayton Mansfield had
finished up his speech revisions and said goodnight to his
staff. After seeing them out, he sighed with relief and
headed for the bedroom where his wife was already fast
asleep.

The floor erupted under him and he tumbled to the
ground. Dazed, he tried to scramble to his feet. Huge
hands grabbed him with a grip that threatened to break
every bone in his body with ease. Clayton was lifted
effortlessly off the floor and found himself looking into the
twisted face of the terrifying Rage.

“At the risk of sounding quite cliche," a voice with a
slight oriental accent called out from behind him, “Resis-
tance really is useless.” Rage turned him roughly in the
direction of the voice. Mansfield watched as the man with
the shimmering armor gracefully climbed out of the hole
in his floor. He was followed by a disgusting, green,
snake-like woman. Clayton recognized the first as Prism,
who stood haughtily before him, clearly in charge of the
situation.

“Get the woman," Prism said to the man in blue, who
was a btur of speed as he raced upstairs.

“Hello Congressman," Prism said as his features be-
gan to melt and shimmer. They quickly reformed and
Mansfield found himself staring at, himself! The
doppleganger spoke up in a disturbingly familiar voice,
“Let's talk politics.”

( THE PLAN )

The speech in the park is a highly publicized part of
Mansfield's campaign against the Bill outside of Congress.
His strategy is to continue to drum up public ridicule of the
measure, and he refuses to let up on his pressure for a
second. As the speech takes ptace in his home state, and his
speeches are known to draw public appearances from well
known heroes, there should be a crowd of 500-1,000 (GM's
discretion). Fans, onlookers, political supporters, TV and
news people will be packed in the park to see the dynamic
Congressman work his oratory magic.

The speech will begin at 2:00 pm.

SPECTRUM’'S GOAL

Spectrum’s main goal is to defeat the characters with a
fast, organized attack, then blatantly walk out with the
Congressman on national TV. If that proves impossible, the
secondary goal is to distract the heroes long enough for
Prism to turn invisible and slip away in the confusion.
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SPECTRUM’S STRATEGY

Spectrum will attack about one-quarter of the way through
the speech. Slime will tunnel up into the middle of the crowd,
giving her some temporary cover, and use her ranged drains
on the heroes. Rage, Heatseeker, Blue Streak and Purple
Haze will attack from the south, coming from a van that is
parked a block away. During the speech, Hotshot and
Lightshow will work their way up to the podium as normals,
and wait until the heroes on the stage act before they shoot.
They hope to catch those on the stage by surprise when the
player-characters move to attack the rest of Spectrum. If the
heroes are known to have high force-fields, Hotshot and
Lightshow will attempt to shoot by total surprise (x2 stun).

Hotshot will land on the podium and fly away with Prism.
If he is stopped, Blue Streak will make an attempt to grab him
and speed away. If both of them fail, Hotshot will set the
podium on fire, which should provide Prism with enough
cover to slip away. If this happens, the characters may not
know thatthe Congressman is missing untilthe fire is put out.

The villains are not interested in killing the heroes, al-
though they are not actively avoiding it, either. They will leave
as soon as it is apparent they will not be pursued signifi-
cantly. They will also leave if they are being drubbed by the
heroes and will escape post haste.

IF SPECTRUM IS BEATEN...

Spectrum is very confident this time out, and they haven't
prepared a plan of escape. If things go awry, they could be
in trouble. If they have to retreatin a hurry and are followed,
they will lash out with their most powerful attacks to discour-
age their pursuers (and their most powerful attacks are very
discouraging indeed). Spectrum members will spend about
two or three phases trying to rescue fallen comrades, as long
as there is no danger to themselves.

The hope is that if they have to run, the heroes will be too
busy with their wounded, the panicking normals, the dying
normals and the burning areas of the park to pursue. Several
areas should be on fire (Hotshot, Lightshow), normals will be
trapped under debris (Rage), and the general panic of the
crowd should give the heroes plenty to do other than chase
down Spectrum.

With the heroes preoccupied, Spectrum can gather up its
wounded and escape scot free. The members will not
sacrifice themselves for each other, so it is possible that the
players can capture a villain at this time.

There are twenty policemen there for crowd control and
security, and five more are being used for traffic controlin the
immediate vicinity. The Police will be occupied with the
panicking normals, but one or two may get a shot off at a
Spectrum member. If this happens, the officer will undoubt-
edly be in a lot of trouble from a retaliatory attack.

To cut down on civilian deaths and injuries, the GM may
opt to have NPC heroes at the speech as well. If this is the
case, have them concentrate on saving lives while the
characters focus on stopping Spectrum. Use the NPCs to
ease the character's minds, but don't let the NPCs fight the
character’s battles for them.

( AFTERMATH )

WHAT HAPPENED

The characters will probably fail in protecting the Con-
gressman. With the prepared ambush and the advantage of
the crowd for cover, Spectrum should easily defeat the
heroes. Even if Spectrum is defeated, Prism will simply turn
invisible and slip away the first time no one is looking.

Whatever the case, Prism will probably get away. If the
villains run, the Congressman will still turn up missing, and
it will be presumed that he was kidnapped. Some unseen
member of Spectrum must have snuck in and spirited the
hapless Mansfield away. If the villains do lose, Prism will
cause “Mansfield” to change his views on superheroes
because of something that happened during this first sce-
nario (like civilians getting hurt, etc.). If this happens move
the adventure right away to the last scenario.

Spectrum will run away to a pre-arranged rendezvous 10
blocks East of the park where Slime has fashioned a large
tunnel leading to the temporary hideout. As soon as they are
sure there is no more pursuit, they will head down the tunnel
to their headquarters. They will have disappeared without a
trace, and Slime will close up the tunnel behind her. About six
hexes past the main entrance, there are hundreds of side
tunnels she has placed, also filled in, to insure that they will
no be followed.

The police will want statements from the characters (if
possible) and the local news will be there as well. Journalists
will be in the character’s faces, asking who attacked, why,
and why did the heroes fail in protecting the Congressman?
This can be a time for some great role-playing, as characters
will have to show restraint against the obnoxious reporters.

“WHAT HAPPENED?”

The heroes should be left taking care of the injured
civilians, as well as caring for their own wounded. There will
be many questions on their mind. Was he kidnapped for
ransom or revenge? Was this a terrorist attack? Why is
Spectrum involved? The players should see to the safety of
the normals before taking any action.

After the characters have recovered from the incident,
they will have to figure out what they want to do next. The
nextpart of Spectrum'’s plan will kick into high gear that same
night, so if the heroes decide to lick their wounds and figure
out their next move, their next move will be decided for them.
If they want to start looking for clues right away, there are
plenty to be found.

The GM will have to decide if he wants to let the heroes
start looking right away or not. If they do, they may be
separated when Prism makes his next move, and it will be
harder to get them together. They have a good four or five
hours to search, however, before Prism acts again. If they
are intent on looking right away, and you want them to stay
together, have the police chief show up on the scene and ask
them to stay and answer a few questions.
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If the GM decides that Spectrum is visiting from another
city, the heroes will be forced to contact an NPC (The
Champions, The Protectors) or the local police chief for
background information, such as appearance, tactics, his-
tory, etc (see the Rap Sheet). If the GM wants to introduce
Spectrum, as a group or as individuals, before the adventure
or weave them into the history of his campaign, the charac-
ters will know some of that background info.

IN CASE OF CAPTURE...

There is a definite possibility that a villain could be cap-
tured in the speech scenario. Although much useful informa-
tion can be gleaned from a captured villain, all that Spectrum
members are aware of is the next part in the plan, and they
do not know Prism's grand scheme.

They know roughly what time the heroes are supposed to
attack the Hotel Morris, which is where the set-up is sup-
posed to take place, although most of them don't know that
its a set-up. That is about all they know, besides the location
of the hotel. The villains do not even know they are going to
throw the fight, as Prism will tell them that when they get to
the Hotel. Members of Spectrum will be happy to tell where
the Congressman is being held but will wait until 8:45 pm so
the heroes can only get there by 9:00. As far as the captured
villain knows, his/her comrades will arrive at the hotel at
about 8:30.

Someone with telepathy or mind control can force the
information out of the villain but won't get much else. Prism
is perfectly aware of the consequences of running into a
mentalist, and his lackeys know nothing of his overall plot.
They simply do what they are told. The only ones that even
know that Prism was posing as the Congressman are Rage
and Slime. A mentalist is not going to have any luck with
Slime, and Rage’s capture seems unlikely.

If a mentalist burrows his way into the captured villain, he
will find out that Spectrum is arriving at the apartment
building at 8:30 to set up atrap for the heroes, and Mansfield
will be there as bait.

In truth, however, Spectrum will go to the hotel directly
after the speech scenario and wait. The plan is supposed to
be for 9:00 p.m., but Prism will be ready if the heroes arrive
earlier, especially if one of his own has been captured and
the heroes have a known mentalist. If one of his people have
been captured, he will move up the schedule by an hour and
be prepared at 7:30.

HOW SPECTRUM WOULD REACT
TO BEING CAPTURED

Rage: It's unlikely Rage would be captured. If he is, he will
be abusive and lash out at every possible opportunity. He
can not be threatened with physical violence and can
laugh at any form of interrogation the characters can dish
out. Rage has no true loyalty to Prism, and will tellwhat he
knows to anyone who offers him a deal (but he will wait
until 8:00 pm, just to let the characters know he could wait
indefinitely if he wanted to).
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If his mind is read, the characters will discover that
Prism was actually disguised as Mansfield and they can
discover the location of the temporary hideout (under the
Congressman's house). This will give them the plot very
early in the adventure, but it will still be very difficult for the
characters to prove anything. If Rage is captured and his
mind is read it should not upset the remainder of the
adventure, but the GM should be selective with this as it
will take the fun out of the ensuing investigation.

Blue Streak: Danny's speed makes it improbable he would
be captured. If he is, he will be calm and generally co-
operative in hopes of making a sudden dash to safety. If
this possibility is taken away, he will be resigned to the fact
that he is captured.

Danny is in the dark as to Prism’s plan. He does know
about the set-up at the hotel, but he thinks the real
Mansfield will be there. He will only give the information if
gets a guarantee that he will be set free. He isn't stupid
and won't settle for anything less than a full pardon.
Interrogation techniques are basically useless on the
incredibly stubborn and disciplined Blue Streak, as he
would be beaten unconscious before giving up the infor-
mation voluntarily.

Hotshot: Hideko will constantly shout about how great
Prism is and how the heroes are destined to fail. They will
all die miserably when Prism gets hold of them, their souls
will burnin hell etc., etc. Hideko knows the same informa-
tion as Blue Streak (above).

Hideko is not used to being at a disadvantage, and will
crumble under intensive interrogation. He will hold out for
afew hours, butit should be obvious to the characters that
he will soon spill his guts.

Lightshow: Robin is a crack addict, and a very unstable
woman in any situation, let alone an interrogation. She
knows the same info as Blue Streak (above), and will tell
this if the characters promise or supply her with a fix.

Slime: Roberta is difficult, if not impossible, to catch. She
knows the most information (as she built all the tunnels),
but any mentalist who tries to pick her brain is in for a
surprise, and a very painful surprise at that. At any rate,
she will go desolid and flee as soon as she regains
consciousness.

Purple Haze: Purple Haze is the biggest enigma of the
group. There is no way he could be interrogated mentally
and he really has no concept of physical pain. Regardless
of this, he is the easiest of all the Spectrum members to
glean information from. If the characters are nice to him
and make him laugh, he will tell the characters what he
knows, which is what Blue Streak knows (see above),

Heatseeker: Heatseeker's multiple personalities will pose a
problem. He will be psychotic and destructive until he
realizes that he can't escape, at which time he will revert
to the personality of Timmy, a four-year old boy, who will
have no information. Mentalists should be extremely
careful when messing with a multiple personality, be-
cause whatever is keeping Heatseeker from escaping
might not stop Nimbus, his other super-powered persona.
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CLUES AND SIGHTINGS

The members of Spectrum have very distinctive appear-
ances, and sightings of most of them would be reported to
the police. Ifthe characters ask, have the police provide them
with descriptions and related incidences. They can have the
information right away (computer cross-referencing is vary
handy). That is, of course, if the characters are on good
terms with the police. Atany rate, the information listed below
and in the Rap Sheet section is in the computers to be had,
so those hackers in your campaign will have to dig it out.

The information can also be had on the streets, in back
newspapers, etc. It is there for the heroes to find, if they follow
up on leads. These clues may not be needed right after the
first scenario, but they will be very handy after the second.

1) On three occasions in the past two months, bars have
been trashed in the South side of town. Witnesses de-
scribe a huge man with a bad sunburn who was quick to
anger and possessed immense strength. Several people
have beenkilled, but the police have notbeen able to track
the suspect down.

2) Three drug dealers have been incinerated in the past
month on the South side. They have been found with
remnants of money and some drugs, but never any crack,
which was their stock and trade. Police think it may be a
gang war of some kind as these are ritualized killings, but
they have not been able to find any connections with the
murdered dealers. Forensics has been unable to ascer-
tain what was used to burn the dealers only that intense
heat was used and the combustion was very sudden.

3) A flaming man has been sighted several times in the past
month streaking across the sky. No pattern can be de-
tected as to when and where, but the sightings have only
been at night and are highly visible.
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4) Various odds-makers have laid 5-8 odds that Blue Streak
is actually former college football star sensation Daniel
Lee Baker, who was last seen coming home from a drug
rehab center on the day of the NFL draft. [t was suspected
that the mafia got to him, for Baker was a compulsive
gambler and very much in debt.

5) A ghost has been reported in movie theaters on the South
side of town. It has been described as a slimy, green
visage that sits and watches movies and then passes
through the floor. The sightings have become somewhat
of a media joke, and it is currently the city’s “Loch Ness
Monster.”

If the characters follow up on any of the clues, they can
probably get a very general idea of Spectrum’s location. Itis
obvious they are on the South side of D.C., and although this
narrows it down, it is still a vast area.

If they set outto look for clues right away, they may be able
to narrow the location down to a few blocks in the South side
of town (as narrowed down as this is, it is still far too large an
area to search effectively).

in the next scenario, they will be receiving a call from
Christy McNamarra, an overzealous anchor woman on the
local news. She has received direct information about the
location of the Congressman, and will give it to the charac-
ters, should their efforts to find him turn up in vain.

If the characters capture a member of Spectrum that will
talk, the call from Christy will only confirm the information
about the hotel.

Itis possible that the characters can find the hideout before
Christy gives them the location, but it will take excellent
deduction on the players’ part.
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PART TWO: RESCUE THE

CONGRESSMAN

“10 minutes to air, Christy.”

“Thank you Tim." Christy called back as they finished
up her make-up. What a news cast she had for tonightl
Congressman Mansfield had been kidnapped, and the
Champions had been trounced in the process. She had
managed to get some interview footage with Solitaire but
had failed to getany from Mrs. Mansfield. As it turned out,
she was nowheretobe found either, and it looked asif she
had been kidnaped as well. They had channel 7 scooped
silly, and she loved it. She smiled at herself in the mirror,
once again realizing just how good she was.

The door flew open and her assistant rushed in. His
clothes were singed and smoldering in spots, he was
gasping for air, trying to catch his breath to speak.

“John, what's the matter?” Christy asked.

“| have," he panted, “amessage from Mansfield! Itsays
to get help, and | know where they are holding him!"
Christy quickly read the note.

“How do you know this is real?" she asked incredu-
lously.

"I saw him! He waved at me, for crying out loud! Then
those Spectrum guys tried to fry me. It's real all right!"
Christy grabbed the phone and furiously punched the
buttons.

“Tim?" she said excitedly. “Christy here. Get me a
replacement for tonight and get me a truck. Yes | know we
go on in seven, just do it! Get me three mini-cams with
sound men, get me the police, and before you do any of
that, get me the Champions on the line!"

Prism chose the site for this part of his plan very carefully.
The hotel that Spectrum is in is right across the street from
a T.V. news reporter's apartment. The reporter works for

Christy McNamarra, an anchor woman with a knack for

covering paranoramals and a flair for the dramatic. Prism
knows that the reporter will take the note directly to her, and
he knows what Christy’s reactions will be: she will bring her
cameras and bring the characters.

Christy will tell the characters she knows where Mansfield
is being kept. All they have to dois follow her news van to the
scene of the crime. That is the only way she will tell them, as
she wants to catch every bit of the action. Christy will time her
arrival to be a few minutes ahead of the police, whom she has
also contacted, so she can have her cameras rolling when
they arrive.

The reporter saw the note crash through his window, tied
to aglass ashtray. He read it quickly, and then saw Hotshot
and Purple Haze pull Mansfield out of the window, fly out of
the hotel window and head straight for him. After a hair-
raisingchase inwhich the reporter narrowly dodged Hotshot's
blasts (missed on purpose, of course), he escaped and
headed straight for the news building to tell Christy. The
chase is all Christy needs to confirm the validity of the note.

The note reads:

Help me. | am trapped in the Hotel Morris, and am
being held by the group known as Spectrum. Get
help, | think they are going to kill me!

Clayton Mansfield.
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SPECTRUM’S GOALS

Spectrum wants to put up a losing battle, but make it
appear as if they are trying to win. The idea is to make the
characters fight their way into the hotel, siowly allowing them
inside. Once the characters are closing in, Spectrum will flee
the building via a well-prepared escape route, leaving the
disguised Prism as their reward for such heroic behavior.

SPECTRUM’S STRATEGY

Spectrum is on the third floor of the old hotel. When the
police arrive, Lightshow, Hotshot and Purple Haze will use
the windows for three-quarters cover and blast away at any
target that presents itself. Since Prism told them the battle
-~ will be on TV, they will go for the dramatic targets first, such
as cars or other objects that will explode nicely. They wiil be
careful not to hit the news people, for Prism will need them
later (a particularly observant player may notice this).

Spectrum is lying in wait for the characters and intends to
pound them into the ground for the first couple of segments.
After that, they will begin to miss shots and deliberately throw
the fight. Although they will try to make it look real, some
observant characters may notice the fact that their accuracy
is dropping.

Their first target will be any character that flies towards the
apartment, and they will concentrate fire to take the hero out
of the air as quickly as possible.

As soon as a character makes it into the room, Spectrum
will begin their retreat. If Nimbus spots a character in the
basement, this will trigger the retreat as well. Slime will phase

through the floors to the basement. Hotshot, Purple Haze,
Lightshow will head down the hole, in that order. Rage and
then Blue Streak will protect their back, being the last ones
to go.

SPECTRUM POSITIONS

Lightshow and Purple Haze are using the north windows,
Hotshot is at the west window. Slime is in the middle of the
room waiting to tunnel through the floors to the prepared
escape route in the basement. Rage and Blue Streak are in
the middle of the room, waiting for any player-character who
enters. Heatseeker is guarding the basement tunnel. If
anyone comes near it, he will alert Purple Haze via their
mindlink and attack the intruder.

HOW THE BATTLE SHOULD
PROGRESS

Spectrum should easily have the upper hand. They are
well prepared for this fight, and the GM should play it
accordingly. Even if the heroes make spectacular rolls and
overpower Spectrum, the villainswhole strategy is based on
escapingin the first place. ltwill take an excellentstrategy or
a great deal of luck to capture any of Spectrum at this time.
Spectrum members are now aware that Prism is posing as
the Congressman, so try to keep the villains out of the hands
of the characters.
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Any shots that miss the villains will take chunks out of the
walls around the windows, as will the numerous police
bullets. The whole effect will resemble a high-powered
Western shootout with the bandits stuck in the apartment. If
the battle is prolonged, the front section of the building may
be in danger of collapse. Spectrum is prepared for this, and
atthe first sign of the ceiling giving way they will dive through
the hole Slime will make. Even though it would only be a
small part of the building, it would still be dramatic. Spectrum
will use the same strategy if a brick tries to bring the building
down (the hotel is in use, however, and there are plenty of
normals inside, so bringing the whole building down would
be a rather unheroic move).

After a turn of fire-exchange, Spectrum will start to throw
the battle. Lightshow and Hotshot will power up their force
fields and expose themselves to take a blast. Once they are
hit, they will stay out of sight away from the windows. Don't
make it obvious, just have them stand up to take a shot ata
hard-to-hittarget, like a concealed character. Their DCV will
be at half value (by choice), but it would take a perception roll
(asked for by the player) to notice thatthey are taking the hits
on purpose.

After the energy blasters are out of the way, the heroes will
probably try to rush the building. As soon as her companions
areaway from the windows, Slime will start tunneling through
the floors. Three phases alter she starts, there will be a
straight drop to the basement. Lightshow, who will act very
wounded, will be carried down by Hotshot though the hole,
and Purple Haze will follow after mind-blasting the first
character jn the building. Rage and Blue Streak are fresh,
and they are waiting to engage the heroes and cover their
companions’ escape.

If the characters come in through the window, they will be
attacked by Rage and Blue Streak. The characters will see
the rest of Spectrum fleeing while fighting the brick and the
speedster.

If they come in through the basement at any time, they will
run into Heatseeker He should keep the heroes distracted
long enough for Slime and the others to drop through the the
floors to the basement.

Rage and Blue Streak will take advantage of the close
quarters, which will keep all characters within their range,
and fight for a few phases until the odds start to become too
great for them. Blue Streak will have all of his levels on DCV
and throw mostly defensive strikes. Rage will fight the only
way he knows how, viciously and full powered. Their job at
this point is to fight convincingly for as long as they are not
in serious danger, then get out.

Heatseeker will go for the kill. Once he has a character at
a disadvantage he will have fun by phasing through a wall,
hiding from his victim. He will then pop out of various places
in the walls to attack his foe, as long as time permits, If he is
facing multiple opponents, he will lash out at one, then the
other. His large amounts of stunshould lethimfightforalong
time. If heis cut off from escape, he will go desolid and phase
through the floor. If the characters gang up on himand knock
him out. he will return much sooner than the heroes expect.
As soon as he goes unconscious, his other personality will
come to the front, and the characters will face a fresh
Nimbus.

Prism, disguised as Mansfield, will be tied up in the back
corner of the living room. Blue Streak will make an attempt
toget him, but only after there is a hero there to stop him. Blue
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Streak will pick him up and start to run, but the close quarters
will not allow him to get any speed. As soon as a character
gets in the way, Streak will drop the congressman and head
down the hole. As he is the fastest character for Spectrum,
he will be the last one to use the escape route. If itis blocked
off for him by a hero (or by Slime, who will close the tunnel
as soon as the heroes try to enter) ho should be able to use
his speed and martial dodge to avoid fighting and get away.

Have the villains rub it in a little whenever they have the
upper hand. This will probably be the second time Spectrum
escaped the characters, even though the heroes “won" this
round. Use soliloquy to personalize each villain, and have
eachvillain try to antagonize a certain hero. While Spectrum
is shooting from the windows, it!s a perfect time for solilo-
quies. Get into their character and think of what each
member would shout between energy blasts. This will bring
Spectrum alive in the minds of your players and give them an
immense amecunt of satisfaction when they pound Spectrum
in the last scenario.

AFTERMATH: THE SPEECH

Now we getto the heart of the plot. After the rescueis over,
Prism, as Mansfield will give a statement to the news people
covering lhe event. In this statement he will give his new
policy towards paranormals. Prism will preach up a storm,
saying that he finally realizes that he was wrong for his past
support of vigilante heroes and now it is time to rectify the
situation. He will announce his support of the Paranormal
Registration Act.
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The characters should be shocked by this behavior. Prism
will refuse to talk to them or be anywhere near them after he
is rescued. He will even ask the police to keep the heroes
away from him. He will put the heroes on the spot with
accusations of incompetence or perhaps even collaboration
with known villains. Prism will be careful not to do this with
popular heroes, but only those who are already questionable
in the public's eyes.

If the heroes have any known Berserks, Enrageds, or
sensitive spots caused by verbal barbs, Prism will be certain
to use them now. As he has had time to plan this speech he
will work the insults into it as unobtrusively as possible. If it
is not possible to say such items without looking purely
vindictive, he will say them when he is off camera (after all,
one little insult is nothing, news-wise, compare to an assault
on a Congressman by a so-called hero). If he is attacked, he
will dodge as best as he can while trying to look like a normal.
and wait for the rest of the characters to pull the attacker off.
Remember, there are very few ways (one of which is dis-
criminatory smell, and Prism will make every effort to stay
away from a character with this power), at this point, that the
characters could know that the man is not Mansfield (unless
Rage was captured).

If Prism knows or suspects that there is a way he could be
identified, he will cover it up. If, for example, there is a
character with discriminatory smell, he will make sure that
the villains spilled something on him that is very odoriferous
(an entire bottle of cologne, perhaps).

Thisis a very dramatic moment in the adventure. Prism will
be on television with the trashed building as a backdrop. Use
the speech given and work in points relevant to your cam-
paign, or come up with your own speech if you wish. At any
rate, practice the speech to be given. Get emotion into it and
be able to read it fluently and dramatically. This should be a
shocking point in the story for your players, and you want to
make it as dramatic as possible. The better you give the
speech, the more your players will be sucked into the intrigue
of it all.

Prism will be prepared with comments for any characters
who have killed villains in the past or whose reputation is cast
in shadow.

The Speech

“In the past few hours, | have been held captive by a
terrorist group of paranormails. In that time, |came very close
to being killed, and the experience has caused me to realize
a few things | was blind to before. | realize that | was wrong
in many of my views towards paranormals.

These people are above today's laws. They are so power-
ful, that they are a standing threat to the country and to world
peace. The only ones who can seem to stop these terrorists
are the so-called heroes, but are those heroes any better?

Most of them are vigilantes, operating outside of the law.
They claim to be helping us, but why are they hiding their
identities ? These heroes are hiding behind masks. What do
they have to hide? By undermining the laws of this country
with their activities, they prove themselves to be no better
that the criminals they fight while tearing our cities apart!

We cannot even use the current criminal system for these
people. Most of them were arrested by a vigilante, which
technically frees them right off the bat. If they go through a
normal trial, they can easily escape the court room. Even if
we can make them stand trail, and convict them, there s only
one prison in America that can hold them. It is clear that the
whole criminal system needs to be revised when dealing with
paranormals, and the first step is to be rid of these vigilantes
who endanger themselves and civilians whenever they fight.

These people are power incarnate. Can the system of
checks and balances survive with so many of these people
involved in our government? It is too much power in too few
hands, and that power must be limited. Only the military can
make effective use of these killing and destructive powers,
and the military is where the majority of paranormals belong.

It is at this time that | would like to announce my support
for the Paranormal Restriction Act. This measure is a neces-
sary means to controlling the growing threat of paranormals
in America, and its passage is vital if our way of life is to be
protected.

I'm ... afraid | won't be able to answer any questions at this
time. My press secretary will have a written statement for you
in the morning. Thank you.”

Prism will then walk towards the waiting policemen, ignor-
ing the questions of the reporters as he stares off into space.

Allow your players plenty of time to talk about what is going
on, as they will have plenty todiscuss. They may suspect that
something is fishy, but they will not know what — at least not
right away.
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'PART THREE:

THE LEGISLATION

“Paranormals are too dangerous to exist in society. Now
some of these people are what the press likes to dub
heroes.’ They say that these heroes are benefitting soci-
ety. The fact of the matter is that very few of these ‘heroes’
are employed by law enforcement agencies. By the letter
of the law, these people are vigilantes, operating with no
jurisdiction. By their example, these heroes areencourag-
ing unlawful vigilante enforcement in this country! This
behavior must not be tolerated any longer!”
— Congressman Daniel Baker on the house floor during
Paranormal Restriction Act debates.

Prism will campaign hard for the Bill. Public polls on the Bill
will show a steady increase of support. During the course of
the investigation, the characters will see popular poll-sup-
port for the Bill rise from about ten percent to about forty
percent. While that will be enough to tip some of Congress'
votes towards passage of the Bill, the real danger will be in
political favors. Prism will call in every one of Mansfield’s
markers on this one, and it will almost guarantee passage of
the Bill. If the characters talk to any Congressmen or Sena-
tors besides Mansfield, this fact will become obvious.

The characters will actively be trying out figure out what is
wrong. The basis for the rest of the adventure is finding out
why the Congressman has changed his mind so suddenly.
Players guesses and routes of investigation will be varied,
but there are several solid clues that can help them find out
what is going on.

CLUES

There are many clues to use in discovering the charade.
Most of them are covered here, but these ideas are not set
in stone. Itis crucial to the adventure that the heroes do find
out itis an imposter who is berating them, and not their friend
and ally. If the players come up with an innovative way to
discover this fact, by all means let them have it.

1) His scent is wrong. For a hero to get close enough to
smell him will take stealth and guile, for Prism is notabout
toletany hero, let alone one with discriminatory smell, get
near him. A discriminatory scent roll will confirm that it is
not the real Congressman(if the character has met the
Senator before), but unless the character has fought
Prism before it will not tell who it is. Remember, few will
believe the character should he go public with this infor-
mation, and fewer still will go out on limb based on a
character's nose. After all, someone’s scentis not exactly
admissible in court.

2) Mental Imprint is wrong. If anyone has been inside

Mansfield’s head before, they will know that he has no ego
defense. Telepathy on Prism should prove impossible,
because it would take a great roll just to get his surface
thoughts! You might give your mentalist bits and pieces if
the roll is close enough. Give just enough to make your
players think that this is not the real Mansfield, but not
enough so that they know what is going on.

3) Telepathy. If they can roll the required total with this

power, the game is up. They will know who the imposter
is, but not where the real Congressman is being kept.
They will find out, however, that Mansfield is still alive. If
the campaign has a mentalist that can achieve a roll of 65
or 75 (animmensely overly powerful capability), then they
will know the plot inside and out. But then, if the PC
mentalist is that powerful, the GM and the players are
probably used to that.

4) Inside knowledge. Depending on how long the GM wants

to take to set up this adventure, the characters may know
something that only Mansfield would know: something
private that Prism couldn't have had access to. The
biggest clue would be Mansfield's paranormal powers as
Blackbird. If they know about this, the biggest question is
why didn't he use his powers to escape? There are many
littlethings aplayer could know that Prismdoes not. If the
character comes up with a plan to test this inside knowl-
edge, let him have success with it.

This is a very vague category, so use your discretion. It
is up to you as the GM to decide how much of this
knowledge they might have, and up to you to decide what
it is, only you know your campaign that well. This type of
clue will let them know that they are not dealing with the
real Congressman, but it will be nothing they could take to
the authorities or the press.

5) His Wife is missing. If the heroes follow up on this clue

theywillfind that Prismreported themissing Mrs. Mansfield
to the FBI. They have had no luck in tracking her down,
and believe she disappeared during a shopping trip atone
of the local malls. After all, the “Congressman” was home
all night, and she didn't come back to the house. The main
part of the clue is that the Congressman doesn’t seem to
be too concerned. Someone who knows Mansfield well
will know that he is crazy about his wife, and would be
crippled with fear for her safety, should she turn up
missing.



Champions Presents

21

HUNTING DOWN SPECTRUM MEMBERS

A good way to find out where the real Mansfield is being
keptis to find the individual members of Spectrum. Using the
above clues provided by the police, the characters can stake
out an area and nab at least one of them.

There should be enough time to capture a member a short
while before the Bill is about to be put up to a vote, creating
a dramatic interrogation scene.

Use the guidelines listed in How Spectrum Will React To
Being Captured listed above to play any member’s capture.
By now they all know Mansfield is being held under his own
house, and they know Prism is posing as Mansfield.

Rage — He can be found in bars on the south side of town.
He will be hard to distinguish unless the characters want to
question every huge man they find (which could result in
some interesting situations if they begin to harass some
other brick ... ). If he is captured and contained, he will spill
his guts to anyone who offers him a solid deal.
Hotshot— She will be harder to find. Robin is a crack addict,
so the characters could use this to catch her. Anyone with
Streetwise skill or streetconnections mightbe able to find her
through “channels.”

Slime — Roberta is difficult, if not impossible, to catch. She
frequents movie theaters on the south side of town, as she
longs for the life she used to know. With a little detective
work, the characters will find out that all of the sightings have
been at Roberta Dedesus films. If they want to pursue this
lead, letthemfind her. Any time she faces heroeswithoutthe
rest of Spectrum, she will go desolid and flee.

Purple Haze — Kurtis is a music fanatic. Classical, Jazz,
Fusion. Metal, Rock, Pop, Rap, Country, New Age, Kurtis
loves it all. Whenever he sneaks out, it will be to listen to a
concert or be at a club with live music. He will usually sit in
the back of a club where the lights are low and just absorb the
tunes. Atalarger concert, he will get close enough to see the
band, giving himself room to enjoy the show with a mild force
field.

It there is any funk-metal, heavy blues or any other
Hendrix-influenced shows, it is a sure bet he will be there.
Kurtis doesn’t want trouble, he just wants to enjoy the show.
Any character that disrupts his enjoyment (a terrible lack of
class, man, you're distracting the people from the show) will
feel his full wrath. Kurtis will try to get the character outside
so the band can continue with the set and then he will fight.

if captured, he will refuse to talk to the character who

disturbed his musical enjoyment. That character will forever
be on Kurtis' hit-list, and the character had better watch his
back until Haze is put in jail.
Blue Streak — Danny Lee makes no effort to hide his
identity, although few people really care who he is. He was
reasonably famous at one time, any big football fan should
know him and the characters should be able to track him
down. Danny’s gambling record is famous, and showing his
picture around the local booking establishments will reveal
that he has placed a $10,000 bet on today’s game (fill in
appropriate teams and season).

If the characters stake out that game, they will find him.
Danny will wear his old football jersey, waiting for people to
recognize him and lavish him with praise. If the characters
walk around the stadium during the course of the game,
Danny shouldn't be hard to spot.

If he is captured, which may prove difficult with so many

potential hostages around {characters must be very careful
if they decide to fight in a crowded arena/stadium), he will talk
only iftanironclad dealis cut. Danny Lee won't be fooled, and
he will not settle for anything more than six months in jail. He
will taunt the players that they had better cut him a deal,
because they are running out of time. “|f yaw'll don’ hurry, yer
precious little Congressman’ll dah!". Danny Lee is also too
proud and stubbern to let the truth be beaten out of him. if this
is your PCs preferred interrogation technique. they can beat
him into the ground and he will not talk.
Hotshot — Hideko rarely ventures out of the hide-outs, and
the heroes will not be able to find him anywhere else. If he is
captured in one of the scenarios, he will be difficult to get
information out of. He is very haughty and conceited in his
mannerisms and believes Prism to be his protector and
greatest friend.

PRISM’S PERSONAL PROTECTION

Whenever Prism makes a public appearance, it will al-
ways be in a crowded place. He will have between ten and
twelve policemen guarding him at any time, and there will be
a PRIMUS squad on hand as well.

ATTACKING THE CONGRESSMAN

Police

The policemen wouldn't be able to stop the characters
should they attack the Congressman. They will, however,
provide a tough obstacle in the sense that they will protect
the Congressman as best they can. This means that the
heroes will have to go through the police to get to Prism.
Prism knows that any hero would be reluctant to injure a
fellow law enforcer, and he is confident that the weak
protection will be more that enough.

PRIMUS

A highly trained PRIMUS squad will be present atall times,
providing asecond line of defensebehind the Police. PRIMUS
will be quick to come to the Policemen's aid, but there will
always be four-to-five agents at the Congressman’s side at
all times.

Inthe event of an attack by the characters, PRIMUS’ main
goal is to get the Congressman to safety. They will call for
reinforcements and round up the characters later, but their
primary concern is getting the Congressman away from the
danger.

For characterinformation on PRIMUS agents, see PRIMUS
and DEMON or Classic Organizations, or use the marine
write-up provided with a laser rifle (6d6 AP EB, 15 charges)
and a light armor suit (8 rPD/8 rED Armor, OIF). The
PRIMUS Iron Guard are a unit of powered-armor troops (+15
PD, +15 ED, OIF Battle Armor) with energy weapons (9d6
EB, Double Knockback, 16 charges, Burnout 14-, OIF —
Gauntlets) that are used to counter superpowered threats.
They will probably be present as well.
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PRISM’S TACTICS

If the heroes are really determined and callous, fight past
the Police and defeat the PRIMUS squad, odds are that there
will be no Congressman there. In any concentrated attack,
Prism will take he first chance that presents itself and turn
invisible, slipping away in the confusion. He will turn up atthe
Police station or at a PRIMUS hase, if there is one in town,
and call for the immediate arrest of the player-characters.

If any of the heroes have psych limitations, Prism will be
trying to set them off, hoping that the character will kill a few
Policemen or PRIMUS agents during his rage. Such actions
on the part of the characters is practically a guarantee that
the Bill will pass. Make sure that your characters understand
the ramifications of what such an attack will be like; let them
know it's just playing into Prism's hands.

As long as Prism is posing as the Congressman, he is in
the cathird seat, and he knows il. If a hero successfully
attacks him, he will take the damage and not fight back until
his very life depends on it. If the characters have no way of
knowing this is not a normal they are dealing with, they
therefore have no way of knowing that the fake can take the
damage. Actions such as this are far out of the realm of
heroic activity, and any results they have will not be positive.
This type of behavior may even cripple their efforts.

If the heroes persist in an attack and Prism can take the
damage without revealing himself, he will play possum until
he is rushed to the hospital. Aithough it would be spur of the
moment, he may try to have his lackeys kill Mansfield and
sneak him into the hospital. The headlines would scream of
Mansfield's death at the hands of the heroes.

RESULTS OF AN ATTACK ON PRISM

Any attack on Prism before the climax will only serve as
ammunition for his campaigning, especially if the attack
comes from well-known and popular heroes. Even if no one
is killed or seriously injured, the publicity from such an attack
is very beneficial to Prism.

“The so-called heroes have shown their true tendencies,

trying to assassinate a member of the U.S. Government,”

efc.

As camera crews will be following him everywhere, an
attack of this caliber will make the characters look terrible. By
doing this, they are becoming an example of the type of
behavior Prism is talking about, practically insuring the
passage of the Act. If they do attack and fail, Prism will be
guarded far to well for a second try. NPC heroes employed
by the government (depending on the campaign) will be
included in his guards. If you do not have a character that can
apply, use some of the characters out of Champions or use
the Champions themselves (except for Jaguar).

( THE FINAL ASSAULT )

If the player characters use any of the methods listed
above or come up with some of their own, they are probably
going to discover that the Congressman is a prisoner in his
own home in Washington, D.C. Prism and his people put in
a crude underground facility beneath the house right after
they captured Mansfield. This facility is a mini-headquarters,
complete with rooms for all of the Spectrum members,

PLANS FOR THE CONGRESSMAN

Mansfield is alive and in surprisingly good shape. Prism is
keeping him alive so he can kill two birds with one stone. After
the passage of the bill, Prism, still disguised as Mansfield,
intends to drive home by himself. Members of Prism are to
meet him there with Mansfield. The Congressman is then to
be put in the car which will be driven off the road and riddled
with energy blasts.

The ensuing autopsy will show that Mansfield did indeed
die on the night of the passage of the bill, and that his death
came at the hands of paranormals. An outraged public will
more than likely blame his death on vengeful heroes (not
necessarily the player-characters). In death, Mansfield will
become a martyr for the very cause he stood directly against
in life.

With Mansfield dead, Prism's plan will become complete.
Heroes will be persecuted by authorities, and the odds of the
bill ever being overturned are practically nil. Prism will enjoy
the delicious irony of the situation as he begins to rebuild his
fortune, finally free of the pests known as superheroes.

If the player characters do not stop Prism, the Congress-
man will surely die.

WHAT IF THE BILL PASSES?

The Bill stands to pass with a relatively high margin of
victory. The GMshouldmake surethatthe characters realize
what passage of the Bill means. Even if the characters
uncover Prism'’s fraud and expose his charade to the world,
passage of the Bill may stand and not be repealed.

It may stand because there are few Senators and Con-
gressmen who will admit that they have been duped. Imag-
ine how it would look to their voters if they admitted to being
conned into voting for the Bill. Most of them will claim that
they stand by their vote, that that is the way they would have
voted regardless of who was campaigning for or against the
Bill.

Therefore, it is vital to the player-characters that they stop
Prism beforethe Bill comes to a vote. That is the only way the
characters can be sure that Prism's plan will be stopped.

FINAL OPTIONS

There are several options for the GM in the final scenario,

depending on the choice of the player-characters.

1) A direct assault on Prism while he is discussing the Bill on
the floor of Congress.

2) Anassaulton Prism's headquarters underneath Mansfield's
house, rescue Mansfield, then assault Prismat Congress.

3) Split the player characters, sending half of them to the
headquarters and half of them to Congress. The position-
ing of Prism’s forces will depend on the player character's
choice.
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ATTACKING PRISM ON THE FLOOR OF
CONGRESS

If the characters decide to attack Prism full-out at Con-
gress, they are in for a tough time. Not only will Spectrum be
waiting for them but the characters will have to fight past the
defenses of Congress and the PRIMUS agents who are
protecting it. If the characters manage to get past these
obstacies and carry the fight onto the floor of Congress, there
are a couple of hundred highly important normals around
who are bound to get hurt.

Fighting this scenario will be a true challenge for even the
most seasoned player. No member of Spectrum has the
slightest compulsion about taking a hostage or killing mem-
bers of Congress. Characters will have to keep acareful eye
on missed energy-blasts and excessive knock-back.

Congress Defenses

With the sensitivity of the issue at stake during this
session, PRIMUS has sent two full squads to Congress. |f
there have been any attacks on Mansfield before this ses-
sion, there may (GM's option) be a company of Army soldiers
onguard outside of Congress, complete with two M-1 Abrams
tanks (GM's discretion, tanks outside of congress would
create a media uproar. Use only in case of characters with
dangerous reputations, or if the characters have already
attacked the disguised Prism) and two Huey Cobra helicop-
ters. See Rulesbook, page 195 for the tank and the helicop-
ter stats.

Along with these obstacles are the building defenses
themselves. Four manned laser cannons sit atop each
corner of the main building (SPD 3, DEX 18, 10d6 EB).

Spectrum Positions

On top of all of this is the most dangerous obstacle of all,
Spectrum. Spectrum has permission to do whatever it takes
to keep the heroes from disturbing the vote. so they will be
fighting tooth and nail. They do not, however, have a prede-
termined plan of action like they did in the first two scenarios.
This time they are spread out and unorganized, giving the
characters a big advantage to get some payback.

Usingteamwork, the characters should be able to concen-
trate on one or two Spectrum members at a time and defeat
them. Without teamwork on the part of the characters, it will
be a long, drawn-out fight that may prevent the characters
from entering Congress in time.

Slime is back at Mansfield's house, guarding the Con-
gressman. Hotshot is on the inside of the buitding, waiting for
characters who may enter the Congress floor. If the charac-
ters sneak in, Hotshot will sound the alarm bringing the rest
of Spectrum in via his mindlink with Purple Haze, The
remaining members are waiting outside the building.

Spectrum Strategy

Spectrum plans on meeting the characters outside of
Congress and keeping them there. They don't wantto gettoo
close to the perimeter defenses, for then they would have to
deal with the tanks and the soldiers. If the characters push
past them, Spectrum will let them through.

After letting them through, Spectrum will be counting on
the building defenses to slow the characters down. While this
is happening, Spectrum will regroup and attack the charac-
ters together. If the characters manage to force their way
inside of Congress, Spectrum will follow them in.

PRIMUS agents will quickly converge on any character
who enters the floor, using maximum force to stop the
character as quickly as possible.

Fight on the Floor

Once the fight is carried onto the floor, general panic will
ensue and the Congressmen will take cover or attempt to flee
to combat zone. Be sure to describe to the characters the
fleeing people and the panic of the room. Once the fight is
over, there will be plenty of Congressmen left to witness the
exposure of Prism.

The Map of Congress will show the location of troops and
defenses.
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ASSAULT ON MANSFIELD’S HOUSE

Itthe characters decide to attack Mansfield's house before
heading to Congress, they will catch half of Spectrum totally
off-guard. Purple Haze, Slime, Nimbus and Lightshow are
guarding the base and Mansfield. The rest of the group is at
Congress guarding Prism and his plans.

House Defenses

The house is a two story affair with a wall surrounding a
spacious yard. Infrared beams and motion sensors make up
the security systems (most of which was added right after
Prism took the house over), so it will be very ditficult to sneak
up on Spectrum. A character with security systems will be
able to recognize the defenses with little difficulty, as Prism
had little time todisguise them. If a stealthy character can slip
past the defenses (Security Systems at -4 and Stealth), the
whole defensive system can be shut down at a junction box
located just inside the front door. There is no on/off switch,
so the box will have to be jury-rigged. Security systems at
-2, Gadgeteering or Electronics at -3 will shut the outer
system down.

If the Alarm is Tripped...

If a character screws up and trips the alarms, the game is
not up. All of the villains are in the sub-basement tunnels that
Slime has constructed. They will hear the alarm and begin to
evacuate. Nimbus and Lightshow will venture into the house
to confront the trespassers while Purple Haze and Slime will
take the Senator out of the escape tunnel.

If the Alarm is not Tripped...

it the characters sneak past the scanners undetected,
they will catch Spectrum completely off-guard. A short battle
will ensue in which the characters should easily come out on
top.

Purple Haze is inthe containment cell watching Mansfield,
who is locked up with heavy equipment after he tried to use
his powers to escape. The Congressman is in good shape
except for a huge black eye and a broken nose (his escape
attempt didn't get past Rage).
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Slime is in her room being sleeping, dreaming about the
tortures she would inflict on everybody were she in charge.
If she comes into the battle when the heroes already have
things in hand, she will escape through the floor. If the fight
is a toss-up, she will join the fray.

Nimbus (GM should feel free to use either personality at
this time) is in his room, debating with himself the mental
abilities of Shakespeare versus Freud. Remember that any
Enrageds he picked up in the |last fight will carry over into this
one, and he will go after the target of that enraged right off the
bat.

Lightshow is coming down off of a fix in the T.V. room. She
is in complete control of her nerves this time around, and will
make a very dangerous opponent if pressed (no activation
roll on her levels). She is, however, still very high, and could
really care less about fighting the characters. If she is not
attacked, she will not press a fight and will simply try to
escape.

Freeing Mansfield

After the characters mop up Spectrum, they will undoubt-
edly free the Congressman. After a round of grateful thanks,
he will ask the characters how they stopped Prism from
passing the Bill. The characters will then, probably, inform
Mansfield that they haven’t stopped him yet.

Mansfield will be frantic when he hears this information,
urging the characters to stop Prism before the vote is passed
(use the reasons listed under “What it the Bill Passes”
above). Even in his weakened condition, he will try to fly with
the characters to stop Prism. The characters, if they have
any sympathy for Mansfield’s political position, will probably
not let him come along.

ONWARD TO CONGRESS

With half of Spectrum out of the way, the characters will
have to make a mad dash for Congress if they are to stop
Prism. As Mansfield will stress, time is of the essence.

The set-up for the attack on Congress will be the same as
listed under Congress Defenses above with the exception
that Rage, Blue Streak and Hotshotare all on the inside of the
building waiting for the characters. The four of them came in
with Prism and have fake |.D.s that will allow them to stay in
the building.

They will try to keep the characters on the outskirts of the
building, attempting to prevent them from entering the inte-
rior and the floor. As listed above, Spectrum will follow the
characters onto the floor of congress.

Just because there are no Spectrum members on the
outside does not meant the characters will waltz into the
building. There are still the two tanks, the company of
soldiers and the two squadrons of PRIMUS to deal with.
Getting past these troops, all of whom are protecting the
Congressmen, not helping Prism, will take skill and finesse
unless your characters could care less about the soldier's
well-being. These troops are here to soften the characters up
for the waiting Spectrum members to make the fight more
even and challenging. The troops are not intended to be the
main obstacle in this scenario, but they should give the
characters plenty of problems on their way inside.
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SPLITTING THE CHARACTERS

Ifthe characters splittheir forces, sending halfto the house
and half to Congress, the split of Spectrum will be pretty
much the same. The GM should feel free to change the
lineups around to give the characters a better chance in
winning the fight.

Other than shifting the lineups around, both scenarios
should progress similar to what is listen above. If the charac-
ters attacking the house can finish up quickly, Mansfield's
urgings may send them to Congress in time to serve as
reinforcements for the other characters (it may take the
Congress group much longer, seeing as they have to get
through the outer defenses and then fight a prepared Spec-
trum group).

IF THE HEROES WIN

Prism will not make a last ditch effort to win. He knows
when he is beaten, and will escape post-haste. If all of the
Congressmen are able to vote, Mansfield will be allowed a
last few minutes to talk before the vote is called and the Bill
will be shot down miserably.

If Congressmen have been hurt or killed, the session will
be postponed. A postponement is just as good as an imme-
diate vote, because the Bill will still be shot down when it
finally comes up.

IF THE HEROES LOSE

If the Bill comes to a vote before the heroes can get in to
stop it, they should arrive just in time to hear the Chairman
announce its passage.

Life in aworldwhere the Superhero Restriction Actis afact
of life will be very difficult indeed. If the characters are
government employees, they may lose their jobs. If they are
vigilantes, PRIMUS and SAT will be after them should they
continue to fight crime. All characters will be under serious
investigation for the murder of Representative Clayton
Mansfield as well.

It will not be an easy life for the characters, ducking the
authorities while trying to turn the real criminals over to them.
Fans of X-Men or early Spider-Man-style campaigns may
enjoy this persecution in the face of heroism.

In some campaigns, characters have become complacent
about being funded by the government, flying to the scene of
the crimeintheir personal jet, lounging about their headquar-
ters and having access to any information they request. If the
GM of such a campaign wished to shake his characters up
and give them a little adversity to deal with, let the Bill pass.
The characters simply arrived too late to stop the vote. If this
is the choice of the GM, the decision can be reversed if
Mansfield was saved (after the characters have learned to
appreciate what they had, that is).
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FUTURE ACTIVITIES OF PRISM AND
SPECTRUM

Prism will not rest until the superhero menace has been
dealt with properly. He will try to find their ways to banish
heroes and to humiliate them, if not kill them outright. He
realizes that the Bill was his dream come true and it is not
likely that he will ever have another chance like it again, but
there is more than one way to skin a cat.

Another grand plan of his is to use his light-manipulation
skills to ruin the heroes reputation and see them cast into jail.
He will design a specific disguise unit for each of his Spec-
trum members to make them look like a specific hero. The
device will mimic the looks, voice, and even appearance of
the powers of that character.

Prism will create some type of trap in which he can lure the
heroes in. Once he has captured the characters, he will put
them to sleep in his headquarters and let Spectrum, dis-
guised as the heroes, lose on the city.

Spectrum will ravage the city, killing, maiming and de-
stroying buildings left and right. After their spree is finished,
Prism will dump the characters in some side alley and let
them wake up to face a most hostile public. The characters
will have to prove it was not them who did the damage while
ducking authorities and every NPC hero the GM can get his
hands on.

The same type of scenario may take place one character
atatime. Prism will lure each character somewhere, arrang-
ing for the character to be alone and distracted while Prism
conducts his masquerade. Prism will do horrible things to
throw the character's reputation in the trash, and possibly
even putthe characterinjail. The two scenarios could be put
together, with Prism spoiling each reputation singularly then
sending his disguised troops out as shown above.

REPLACING SPECTRUM MEMBERS

It any of Spectrum is killed or captured, they will be
replaced by a different villain of the same color, Prism
understands the relative futility of attacking Stronghold,
although with his disguise capabilities it is highly likely he
could spring one or two of his lackeys.

If the GM has any existing villains whose powers could
represent a color and whose origin is in shadow, he could
have them join Spectrum. The known villain will give even
more color to the group, making the fights between them and
the characters all the more enjoyable.

PRISM MOTIVATION

Prism’s whole goal in life is to get even with all heroes. He
is dedicated to this goal, and will not be discouraged by any
loss he is handed. He has vast resources and a huge
intellectual capability, a combination which will provide no
end of sleepless nights for the player-characters. Prism will
be back, and next time he won't be so nice...

AFTERMATH

Obsidian rose shakily to his feet, standing above the
unconscious Rage who had fallen only moments before.
Defender flew over and dropped a limp Hotshot on top of
the villainous brick before landing next to his exhausted
comrade. Representatives and Senators looked up from
behind the desks they had dove behind as Defender
finally spoke to the man behind the podium.

“It's over, Prism, your charade is over.” The man on the
podium looked shocked at the accusation. His shock
quickly turned to anger as he shouted at the heroes.

“What are you talking about? I'm Senator Mansfield,
you terrorist. You see?” the man said, suddenly shifting
his attention to the dazed legislators who still crouched
uneasily behind their desks. “Do you see now the dangers
we are faced with? These terrorists have carried their
power right onto the floor of Congress! | have posed an
obstacle to them and now they try to kill me! Who is to say
that you aren’t next?" The man's shouts were met with
a:ngered murmurs of approval by the Congressmen onthe
floor.

“He's an imposter!" Defender pleaded, turning to ad-
dress the crowd. “That's not Mansfield, you people knew
Mansfield and what he stood for. This fake is directly
opposed what the man believed in!"

“Beligves in. I'd prefer you didn't talk of me in the past
tense, my friend.” Heads turned and jaws hung agape as
the crowd looked back at Clayton Mansfield. They looked
back and forth at the two Mansfield's, one dressed in a
suit, looking clean and respectable, while the other was
covered with bruises, dressed in soiled, ripped clothes.

"Give it up, mate,"” Seeker said. His hand rested on the
Congressman's shoulder. Jaguar, Quantum and Solitaire
all stood behind Mansfield as they glared up to the
podium. |

The well dressed Mansfield stood for a moment, seem-
ing to consider the brash statement, and then began to
shimmer. The crowd of Congressmen gasped in aston-
ishment as his features meited away to reveal a high-tech
suit of armor, glistening with the colors of the rainbow.

“You have defeated me, itwould appear,” Prism said in
a slight oriental accent. “My congratulations, but beware!
| willbe back, and | will have my day, just as you have had
yours.” Prism shimmered and disappeared from sight,
easily slipping out of the crowded room.

“The chair will recognize Congressman Manstield at
this time,” Vice President Quale said from his seat.
Mansfield walked up to the podium to give his comments
as the Champions gave a collective sigh of relief.
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CHARACTERS

SPECTRUM

Taro Takashi hit the peak of his career in the early forties.
A kind, generous, lovable character, Taro was well liked by
all who knew him. His stereotypically absent mind led his
genius to be unrecognized, probably because his inventions
were the most bizarre of the century.

He left Japan in 1935, at he age of 24, to study abroad,
working extensively in Germany, England, and America.
Taro had originally planed to bring his valuable education
back to Japan to enrich his country, but in America he found
something more important than science, he found love.

It was in the States where he met the beautiful Carolyn
Towers. Carolyn was a student at Cal Berkley, majoring in
physics and man chasing, and it didn’t take much of her high
intelligence to see that Taro would be very wealthy someday
(If he had the right guidance, that is). Carolyn finagled her
way into becoming his temporary assistant. With a winning
smile and kind words, she quickly stole the heart of the
scientist, and they were soon married, finding happiness in
each other in a war-torn world.

Afterthe surrender of Japan, Taro decided he had to return
and aidinthe rebuilding of his country. Even Carolyn couldn't
sway him from his decision, and Taro took his pregnant wife
home to Japan.

Unfortunately for the young couple, VIPER was in the
minority who recognized Taro's genius, and they had their
eyes on the destructive potential of Taro's inventions. They
weren't about to let him work for Japan when VIPER could
profit instead. They used their fledgling Japan outpost to
kidnap the scientist in order to extract his secrets. Taro
proved to be much tougher that anyone would have sus-
pected, and refused to work for the villainous group.

Lying in his cell, beaten and battered, he was informed by
the Nest leader that his wife would be brought to him in the
morning. He would help VIPER or she would suffer. En-
raged, Taro surprised the nest leader and tackled him before
the guards could react. With quickness that one would never
expect from a middle-aged scientist, he snatched the nest
leader's pistol. Taro thendid the only thing he knew of to save
his beloved Carolyn, he took his own life.

Carolyn was safe, as VIPER thought chauvinistically that
she couldn't comprehend her husband's work. They were
right, but she was very careful to keep all of his notes locked
away. Carolyn felt a burning rage in her heart against VIPER
for stealing her husband away from her. For all her gold-
digging motives, she had fallen in love with the kindly Taro.
Somehow, she would have her revenge.

Carolyn gave birth to a healthy son, whom she named after
her late husband. Young Taro Jr. grew up with many of his
parents’ attributes, his mother's greed as well as his father's
natural genius. He also knew from an early age who had
killed his father, and he shared his mother's hatred for
VIPER.
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Taro showed his genius from an early age, entering Tokyo
University at the age of thirteen. Having already surpassed
his professors in knowledge at the age of sixteen, he left for
the lucrative call of the private field.

Many businesses vied for the services of the young
genius, but the Hikari Corporation finally won out. A fledgling
company, Hikari Corporation had one thing going for it:
Carolyn Takashi was a major investor.

In Japan, the importance of one's company is paramount
to its employees. Pride and honor exist for the successful
worker, while shame waits for those that labor for an unsuc-
cessful company. Employers treat their workers very well in
exchange for unquestioning dedication to the tasks at hand.
For a while, Taro was no different than most of his country-
men.

He worked hard for his new company, and the work soon
began to pay off. Taro used his father’s notes as well as his
own inventions to bring millions into Hikari as patent after
patent was granted.

He developed holography into previously unknown levels,
and was spreading out into medical and military applications
for his work. The Hikari Corporation knew what they had
going for them, and treated Taro like royalty. He and his
aging mother were living the good life to say the least.
Unfortunately for the happy family, this storybook existence
was destined to come to an end.

The Takashis' greed led them to start their own company,
Takashi Limited. Hikari, bitter over they betrayal, clung to the
patent rights, and many legal battles ensued over them. In
the end, Taro had lost the rights to about half of his inven-
tions.

Itwas during Taro's investigations (for legal purposes) into
his patents that he came across some disturbing evidence.
Several of his discoveries were bringing Hikari millions of
dollars per fiscal year, and they had not been seen on the
public market. As he knew the Hikari computer system inside
andout, he began totrack downthe mysterious profits. Ashe
easily wove his way through passwords and computertraps,
he found one wordin therecords thatinstantlycleared up this
mystery: VIPER!

Taro could not believe that his company had sold his
secrets to his family's worst enemy; the very organization
that had killed his father! Hikari would have to pay for being
involved with such a treacherous criminal organization. They
would have to pay indeed.

He couldn’t go to the authorities, for Hikari would simply
claim he was involved and drag him down as well. As he
worked his way through the files, turning up more and more
information on Hikari's evil dealings with VIPER, his plan for
revenge became clear.

Taro's largest project to date, a suit of combat armor he
was developing for various corporate security firms, was tied
upinthe patent appeals. It was sitting in his former lab on the
outskirts of Tokyo, and there it would remain until Taro
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showed someone, besides himself, howto use it. VIPER had
already agreed, as the files showed, to purchase five of the
powarful weapons. He could not let such a weapon fall into
the hands of the evil ones.

With the help of his friend and former co-worker, Hideko
Shobuto, Taro broke into Hikari labs late one night and
donned the prototype. It was the first practical field test, but
Taro was pleased with the results as he thrashed the entire
lab complex. He destroyed all remnants of his work, as well
as the work of several other scientists. The destruction was
enough to set Hikari back years in their profit expectations.
Justas Taro was leaving, well satisfied with the night's work,
he was blindsided by the Japanese hero, Aslan.

Taro tried to convince Astan that he was not the villain, but
itwas Hikari that was evil. Aslan found it hard to believe him
as he viewed the twisted, burning wreckage of the lab
complex. The lion-man bore into Taro with full force. Al-
though the suit was nowhere near as powerful as it is today,
it was still more than a match for Aslan. When Taro was
finished, his adversary lay bleeding and unconscious. He
fled the scene to deal with his own wounds.

Taro hadn’t wanted to fight him, but Aslan had pressed the
attack. Aslan had called him dishonorable! The lion-man
deserved what he received. As Taro was receiving twenty-
five stitches to seal the huge cut he had suffered courtesy of
Aslan’s sword, he made a note not to forget the lesson of
dealing with ‘heroes.’

Although he was careful enough to insure that his theft of
the suit could never be proven, he still felt it prudent to leave
his country. The shores of his mother's land beckoned to
him, so they hopped on the next plane for America.

His reputation quickly brought him more than enough
backers to re-start Takashi Limited. For the first year, the
company showed four-hundred percent profits and its stock
jumped from 2.5 to 27.75. Taro was rapidly on his way to
becoming one of America’s richest men, one of the few who
could realize the American Dream to its fullest.

When he saw the hero Lightspeed on the news, it was the
beginning of the end for his fortune. It was obvious that
Lightspeed's armor incorporated Taro’s technology, but how
had it come to Amerieca? When he found out, the answer
shocked him to the bone. Lightspeed was a former villain
who had changed his ways and now served justice. As Taro
investigated, he discovered that Lightspeed had defected
from VIPER!

Taro donned his suit again, and took the English word
Prism as his moniker. Prism set out to get what rightfully
belonged to him, and to begin a campaign of terror against
the murderers of a father he had never known.

Prism caught up with Lightspeed as he was blazing over
the city. He matched speed with the racing hero and ex-
plained that the suit was his. Would the honorable Lightspeed
kindly return it? Lightspeed just laughed as Prism, who
responded by attacking. The ensuing battle raged over the
rooftops, and Lightspeed's flying experience was the only
thing that kept him alive as long it did. Prism had the
advantage of knowing how his opponent's suit worked. With
a few pin-point shots, Lightspeed found himself powerless
and plummeting from the sky. When he crashed into the
street without the help of his force field, his fate was sealed.
Taro removed the remains of the suitfrom the dead hero and
fled the scene.

Taro was beginning to integrate himself in the American
underground computer networks. Just as easily as he found
his way through Hikari Computers, he worked his way into
the memory banks of VIPER. He was able to find out several
small missions of the organization, and seven agents were
dead before the week was out.

VIPER had the foresight to see the developing situation.
The Supreme Serpent heard the name Takashi and instantly
remembered the old man who had proven to be so tough, the
old man who had attacked a nest leader, taken his gun and
committed suicide to protect his wife. She must be the one
behind what was going on.

it was obvious that Taro was either Prism himself or at
least his financial backer. It was obvious, from Prism’'s
exploits both in Japan and America that he would be coming
after them. It was obvious something would have to be done.
As long as a war was inevitable, the Supreme Serpent
deemed it prudent to wipe this threat out, permanently.

Their assault on the the Takashi building was awesome to
behold, as they threw everything the nest had into the fray.
As the missiles detonated around him, glass flying and his
empire crumbling before his eyes, Taro again donned the
suit. His company was being destroyed by Viper, and the
only wise thing to do right now was to flee and fight them
another day. Grabbing his main assistant Hideko and his
mother, he flew out of the building.

By this time, the heroes of the city were already there. To
Taro's shock, Quantum and Defender, who were enraged
over the death of Lightspeed, moved to attack him as well as
VIPER! Amidst the shouts at him to put the hostages down,
Prism slowed to try, once again, to give his side of the story.
A VIPER jet agent took advantage of the still Prism, and got
off a clean shot. The blast careened off of Prism's head, and
he went spinning back into the building.

Hideko managed to cling onto Taro with all his strength,
but Tare's mother slipped from his grasp. The heroes were
too surprised to reach her in time, and Carolyn Takashi
plunged to her death on the front steps of her son's building.

Taro, dazed from the blast, the death-screams of his
mather still ringing in his ears, emerged to see Quantum
standing over his dead mother. Defender pressed the attack
on Prism. Taro feli the rage explode inside of him, he felt the
hatred overwhelm his soul, and quickly shot Defender out of
the sky. The building began to buckle as VIPER agents still
swarmed about it, and laser blasts singed the air all around
him. Taro gabbed his friend Hideko and left the remnants of
his past crumbling behind him.

He had tried to be patient, he had tried to tell his side of the
story calmly. The 'heroes’ kept attacking him, and now they
were responsible for his mother’s death! His mother, theone
who had raised him all by herself, the one who hadtaughthim
his destiny in life, was gone forever. VIPER had killed his
father, heroes had killed his mother, and all of them wouid
pay dearly.

After Taro's empire crumbled around him, be began to
realize the importance of numbers. He needed some protec-
tion, people who could do his fighting for him.

Dragging out theories that his father had originated, Prism
set out to create his protectors. Taro had toyed with the
theories in his university days, and it didn't take him very long
to hammer them into experimental form. The theories worked
on the hypothesis that light had mass which could be worked
with to manifest itself in the physical world.
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Taro and Hideko spent months converting the theories to
their new purpose, imbuing a human being with one ray of
the spectrum. The resulting union would resultin thecreation
of a paranormal.

He and Hideko collected experimental subjects by recruit-
ing bums, prisoners, and power-hungry people from every
walk of life. His first four tries resulted in very messy deaths.
On the fifth try, however, the powerful Rage was created.
Ecstatic with his success and more than a little bitimpressed
with his own genius, Taro went on an experimenting binge.
Seventeen more deaths and two successes later, Blue
Streak and the loyal Hotshot were created. The deaths and
re-births began to have an adverse effect on Taro's already
warped mind, giving him a feeling of power, of omnipotence!

Now that he had some numbers behind him, it was time to
gain revenge against VIPER. Taro was far too wise to think
he could destroy them forever, buthe would prove to be more
of athorn in their side than those so-called heroes. Besides,
the longer they were around, the longer he had a target for
his hatred (Until he could formulate a plan against the heroes
that is).

VIPER assumed that Prism was out of the picture (see
Prism's origin), and they became sloppy. Between Prism's
computer hacking and Rage’s street contacts, they found out
when VIPER was going to hit a bank shipment. Prism took
his three villains out to teach VIPER a lesson. Spectrum, as
Prism was now calling the group, attacked and slew the
VIPER agents within minutes. Rage helped himself to the
bank shipment, walking off with a million dollars' worth of
gold. VIPER was just beginning to feel the sting.

Taro had to admit the money came in handy, now that he
collected no royalties from his inventions. It was when he
saw the police chief being interviewed on television, how-
ever, that he became really interested in crime. The chief
was asking for help in stopping what might become a huge
gang war between VIPER and a rival faction headed up by
Prism. The chief was asking for the Champions to intervene.

In crime, Prism saw the opportunity to make the so called
'neroes’ look terrible and humiliate them publicly. Spectrum
began to hit notonly small VIPER operations, but banks and
other choice targets as well. Prism and his cohorts would
actually wait at the scene of a crime until the heroes showed
up, then pummel them into the ground and walk away
laughing. He never killed them; he wasn't ready for that yet.
Besides, it was to much fun to let them know they had been
demolished — and would be again.

Slime was the next to be created. After she was beaten
into place by Prism and Rage, she joined Spectrum in its
quest for money and revenge.

The crime spree lasted for about two weeks until the
Champions finally managed to coordinate their efforts on
one of Spectrum’s robberies. It was a terrible battle that
erupted in the midst of downtown, and Spectrum was badly
beaten. Blue Streak was badly injured, Hotshot was appre-
hended, and Prism's armor was so badly damaged it nearly
exploded. But Spectrum gave as good as they got in the
battle, and the heroes were too battered to pursuethe villains
and too weak to confront the seemingly indestructible, inex-
haustible Rage. Hotshot got out on bail, and Spectrum
limped away under the cover of night. They haven't been a
major problem since.

Although quiet, Taro has been far from still. He is through
playing around with the heroes. This is not a war of attrition;
this is a war he will win! His tervor has stretched over into his
experiments, and Lightshow, Purple Haze and Angstrom
have been created since his defeat. The Spectrum is now
complete,

Taro now has his army of lackeys, but still feels it is not
enough to combat the increasing hero population. He could
take his Spectrum from city to city and still never catch them
all. The solution finally came to him as he watched the nightly
news. The “Paranormal Restriction Act”, hmm ...
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PRISM

Suspected identity: Taro Takashi
1st Degree Murder, 17 counts.
2nd Degree Murder, 24 counts.
Grand Theft, 8 bank robberies.

Kidnapping, 24 counts. Prime suspect in between 51 and

possibly 168 more kidnappings.
Assaulting an officer, 19 counts.

Assault with a deadly weapon, 50+ counts.

RAGE

Suspected Identity: Jeff Gibson
1st Degree Murder, 23 counts.
2nd Degree Murder, 12 counts.
Attempted Murder, 7 counts

Grand Theft, 8 counts bank robbery.
Kidnapping, accessory to 15 counts.

Assaulting An Officer, 17 counts.
Assault and Battery, 24 counts.

HOTSHOT

Known Identity: Hideko Shobuto
1st Degree Murder, 7 counts.

2nd Degree Murder, 4 counts.
Attempted Murder, 3 counts

Grand Theft, 8 counts bank robbery.
Kidnapping, accessory to 15 counts.

Assaulting An Officer, 11 counts.
Assault and Battery, 7 counts.

BLUE STREAK

Suspected Identity: Daniel Lee Baker

1st Degree Murder, 4 counts.

2nd Degree Murder, 4 counts.
Attempted Murder, 2 counts

Grand Theft, 8 counts bank robbery.
Kidnapping, accessory to 15 counts.
Assaulting An Officer, 17 counts,
Assault and Battery, 18 counts.

FBI RAP SHEET

SLIME

Identity: Unknown

1st Degree Murder, 5 counts.

2nd Degree Murder, 6 counts.
Attempted Murder, 3 counts

Grand Theft, 3 counts bank robbery.
Kidnapping, accessory to 7 counts.
Assaulting An Officer, 9 counts.
Assault and Battery, 12 counts.

LIGHTSHOW

Known Identity: Marlene Hill

1st Degree Murder, 7 counts, suspect in 15 more
2nd Degree Murder, 4 counts, suspect in 5 more
Assaulting An Officer, 4 counts.

Assault and Battery, 10 counts.

Petty Theft, 4 counts.*

Possession of Narcotics, 3 counts.*

PURPLE HAZE

Known Identity: Steve Stahl, AKA “Trippin.”
2nd Degree Murder, 1 count

Kidnapping, accessory to 4 counts.

Inciting Riot, 4 counts

Assaulting An Officer, 5 counts.

Narcotics Possession, 7 counts.*

HEATSEEKER

Identity: Unknown

1st Degree Murder, 13 counts
Attempted Murder, 7 counts
Assaulting an Officer, 4 counts

NIMBUS

Identity: Unknown

1st Degree Murder, 9 counts
Attempted Murder, 4 counts
Assaulting an Officer, 9 counts
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Val Char Cost Combat Stats

60| STR |*33 OCV: 10

30| DEX |40 DCV: 10

35| CON [*20 ECV:7

20| BODY|*"13 Phases:2,4,6,7,9, 11,12

35] INT 25

20| EGO | 20 Costs

30| PRE |[*13

12| COM 4 Char: 219 Base: 100
30| PD 12 + +
25| ED *12 Powers: 293 Disad: 412
7|1 SPD |20 =
19| REC *0 Totals: 512 512
70| END *0

78| STUN| *7

Cost Powers END

53 | Multipower (80 pt. Reserve)”
17m | 13d6 EB (Laser Blast), zenp 4
4u | 2d6 AP RKA, Selective Fire 3(15)
9u | 6d6 NND (10 pts. Flash DEF) +3d6 Flash 8
3u | 5d6 Energy Absorption vs. Light Attacks to suit's

END
4u | 40 Pts. Invisibility (All Sight, No Fringe) 8
17m | 13d6 Light lllusions 4

20 | 100 pt, 20 REC END Reserve for suit"
27 | Full Damage Resistance (PD and ED)
30 | Life Support; Self Contained, Vacuum,
Intense Heat, Intense Cold, Radiation.
15 | 22 Pts. Mental Defense

27 | 20" Flight*

Skills

Light Rarefaction, Gamma Radiation, Holography,
Biology, All 17-

Computer Programing 17-

Disguise 11-

Mimicry 12-

Stealth 16-

Oratory 15-

+3 Levels with Armor

+1 Overall

—_
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100+ | Disadvantages

20 | %2 Stun From Cold Attacks
20 | Megalomaniac
20| Suspicious of lackeys
10| No Concern for human life
35| 3d6 From Submersion in water
25| Hunted by VIPER 14-
15| Hunted by the Champions 11-
10 | Hunted by PRIMUS 8-
257  Villain Bonus

*= OIF; Power Suit

Background: See group write-up.

Quote: “Science is power, one must not feel compassion
when it comes to experimenting.”
Personality/Motivation: Prism has three goals in life; to get
rich, destroy VIPER and get rid of herces. He believes that
in order achieve the firstgoal, he has to accomplish the third.
Taro feels compelled to punish heroes for his mother and for
what they have done to his life.

He feels that he has done no wrong, that he has been
persecuted without cause or provocation. Taro firmly thinks
that he is in the right at all times, and that all who disagree
with him are obstacles. Prismisn’t very kind to his obstacles.

Taro is an overbearing, commanding man. Do what he

says or pay the price is his common motto. He holds no value
in human life, except for his own, and he will kill thousands
to get what he wants.
Powers/Tactics: Prism's powers are pretty straightforward.
He lets Spectrum do most of the fighting, and prepares not
to sully his hands. The facl that he is an incredible combat
machine may surprise some characters after watching him
hide behind his lackeys.

In combat, he will level anybody he knows to have senses
that can detect him while invisible (sonar, radar, etc.). Prism
will open up with the EB. in crowd situations, he will try to thin
out the ranks with an autofire RKA. If the battle begins to go
against him, he will go invisible and try to escape.

Once invisible, if he can't be detected, he will use his light
illusion and have some fun with his enemies. He will use the
light illusions to distract and disorient, hoping he can sepa-
rate one from the group and finish them off with the EB or with
the RKA.

Appearance: Always appearingin his suit of armor when not
in disguise, Prism is an unmistakable figure. His armor is
very shiny, light glints off of itin several hues of the prism. He
stands tall with extreme self confidence, and itis obvious that
he tears no one.
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Background: ironic. That was the only word for the situation
Jeff Gibson found himself in. The prison bus bounced along
the pot-holed road, dust finding its way inside the hot,
crowded vehicle. The bus was winding its way into San
Quentin Penitentiary, where only a few months earlier Jeft
had worked as a prison guard, until he was fired for exces-
sive cruelty to the inmates.

Itwas nothing he hadn’t been doing for the past four years,
but the new warden hadn't taken kindly to Jeff's vicious
handling techniques. He was sentoutinto the streets, where
he found himseif without an outlet for his sadistic drives.

It only took him a week to commit the first murder, and four
days after that, the second. Unfortunately for Jeff's budding
new career, the police easily picked up his sloppy trail, and
two days later he was arrested. Now he found himself on his
way to join inmates whose lives he had made a living hell.
The future seemed bleak indeed.

Fate intervened in Jeff's favor as the bus ground to a stop
and roof was torn off. The guards were quickly subdued by
aman in a suit of glowing armor. When that man offered the
chance for freedom in exchange for service, Jeff jumped at
the chance.

RAGE

Val Char Cost Combat Stats

70| STR 60 OCV:6

17| DEX | 21 DCV: 6

30| CON | 40 ECV: 4

20| BODY| 20 Phases: 3,5,8,10,12

10| INT 0

12| EGO 4 Costs

30| PRE 20

6| COM 0 Char: 232 Base: 100
30| PD 14 + +
26| ED 20 Powers: 114 Disad: 248
5| SPD | 23 = =
22| REC 0 Totals: 348 348
70| END | 10

75| STUN| 0

Cost Powers End

14 | Hardened PD & ED
35 | Hardened Damage Resistance (30 PD, 26 ED)
10 | Power Defense (10 pts)
10 | Lack of Weakness (10 pts)
5 | Flash Detense (5 pts)
6 | +3” Running (9" Total) 2
10 | -5” Knockback Resistance

Skills

+3 w/HTH

Streetwise 15-

PS: Prison Guard 12-
AK: San Quentin 12-

100+ Disadvantages

Wwwwuw

25 | Berserk if own blood is drawn 14-, 8-

20| Vicious and Sadistic

20 | Takes time to torture in combat

20 | Distinctive Features: Face twisted in anger
10 | Reputation: Vicious and Sadistic 11-

10| 2d6 from Healing powers

10| 2d6 from mental calming efforts

15 | Hunted by The Champions 8-

20 | Hunted by VIPER 8-

98| Villain Bonus

Of the fifteen prisoners collected off the bus, Jeff was the
only one to survive the experiments. The power of Spectrum
has turned him into an invulnerable powerhouse. He loves
what he has become, but won'’t give up anything for Prism.
His only loyalties are to himself.

Quote: “Bring it on! You'll only end up begging for mercy and
you won't get it!”

Personality/Motivation: Rage has only one desire: to hurt
people. In effect, this is what keeps him alive. The energies
that have given him his powers feed on hate and pain. Rage
has enough hate inside of him to keep his power at a peak
levels at all times. The pain he causes, however, elates him
like adrug. Causing pain is the only thing thatmakes him truly
happy.

Jeff has no regrets, his new life is way he wants it, He has
no great loyalty to Prism, although he does have a fascina-
tion for the anguish the Spectrum Device causes. Rage
follows his orders for the most part, and staying with Spec-
trum gives him a shelter that allows him to get away with the
abuse he loves to dish out. Rage is totally vicious and will
always take time to torture his victims before he kills them.
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Powers/Tactics: The Spectrum device made Jeff an em-
bodiment of his own psychopathic tendencies. His hate and
anger were great, and so is the power they have given him
through the Device. His power feeds on his own anger,
charging his defenses and giving him high endurance,
making him a marathon combatant.

When that hate and anger are removed, Rage could die.
Any mental power that calms him or makes him happy, as
well as all healing powers, destroy the very fabric of his being
and if continued will kill him.

Rage’s tactics are simple: crush whoever is in front of him.

He will throw full strength punches as long as he can
connect. If the enemy is too agile for him, he will throw the
largest object at hand. One of his favorite ploys is to take an
innocent hostage. When he has the hero where he wants
them, he kills the innocent, laughing at his opponent's
stupidity. Against weaker bricks, Rage will close and use his
high strength in a bear hug (grab) and squeeze until his
opponent is UNCoONscious.
Appearance: Standing nearly seven feettall with a build that
would make Arnold Schwartzeneger look like a 98 pound
weakling, Rage is a very imposing figure. What really sets
him apart is the angry vibes that pour out of his body. There
is always a twisted, evil grin whenever pain is being inflicted.
A red tinge covers his skin, looking like a bad sunburn. He
has red hair and reddish brown eyes. His costume is light red
with dark red boots and highlights.
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HOTSHOT

Val Char Cost Combat Stats

15| STR 5 ocCv:7

20| DEX 30 DCV:7

15| CON 10 ECV: 3

10| BODY| 0O Phases: 3,5,8,10,12

14| INT 4

10| EGO 0 Costs

17| PRE 7

10| COM 0 Char: 116 Base: 100
8| PD 5 + +
8| ED 5 Powers: 234 Disad: 280
5| SPD 20 =
6| REC 0 Totals: 380 380
70| END 20

36| STUN| 10

Cost Powers End

30 | EC- Light and Heat

a-30 | 12d6 EB — Heat

b-30 | 2d6 AP RKA - Heat

c-30 | 30" Flight

d-30 | 3d6, AE Flash (3" Radius)

e-30 | +20 PD, +20 ED Force Field, 0 END
15 | Reduced END on EB
15 | Reduced END on Flight

Skills

PS: Geology 18-

PS: Chemistry 18-

English (Native is Japanese)
American Sign Language

DWwom W

WWwww

100+ Disadvantages

20| x2 Stun & Body from Magnetic Attacks
25| Berserk if Prism is hurt 14-, 8-
15| Enraged if being beaten and mocked, laughed at 14-, 8-
20| Complete Loyalty to Prism
15| Believes whatever Prism tells him
15| Arrogant and Conceited
30| 3d6 From Sustained Magnetic Fields
15| Hunted by The Champions 8-
15| Hunted by Thunderbolt 11-
10| Public ID
100 | Villain Bonus

Background: Hideko Shobuto and Taro Takashi were fast
friends from the day they met at Tokyo University. Both men
were considered geniuses, and both had acontempt for their
society. Hideko was a genius in his own right, but he
recognized Taro as the superior.

Taro Takashi, the man who would become Prism, was an
object of hero worship for Hideko. Taro was the first, and
only, man that Hideko had met who he believed had an
intellect truly superior to Hideko himself. When Taro left for
his new job with the Hikari Corporation, Hideko followed his
friend/idol into employment with the company.

Nothing could ever be proven about Hideko's involvement
inthe sabotage of the lab; his friend had seen to that. Nothing
could be proven, but the truth was known and Hideko's
reputation as well as his honor was destroyed. He had no
choice but to follow his friend to America.

He was with Taro through all of his conflicts, successes
and experiments. |t was the experiments with the Spectrum
Device that called out to Hideko. Every day as Hideko went
into the lab, it sang out to him with promises of power and
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glory if it should work, and an honorable death should it fail.
Every day he watched another poor soul meet his doom in
the unforgiving machine. Every day he wished that poor soul
was Hideko Shobuto.

Finally, he could live his honorless life no longer. When
Prism was out, Hideko set the controls and basked in the
deadly rays of creation. The man that went into the machine
was Hideko, but the man that crawled out was Hideko only
in name. Prism came back to find his assistant and best
friend a veritable vegetable who could remember nothing of
the past.

Gradually, some of his memory came back. Hideko has
regained total recall of his languages, Geology and Chemis-
try, but virtually nothing else. All he can remember was that
he had followed Prism haifway around the world. Should the
need arise, he would follow Prism into hell itself.

Quote: “Do you think you are something special? You are
nothing.”

Personality/Motivation: Hideko was once a brilliant man
whose loyalty to his friend led his life into ruin. He entered the
machine hoping to die, and in a way he did. The old Hideko
is dead, the new being is Hotshot. His memories reach back
to the time he left the machine, and he has little before that.

Now he knows that Prism is his friend and leader. Prism

has taken advantage of the lack of memory, and has “filled
in the blanks” for Hideko. Hotshot considers Prism the
greatest human being on the face of the earth. His conceited
attitude is another of his traits that survived the transtorma-
tion. Hotshot considers himself to be better than all of the
others with the singular exception of Prism. He is cocky,
arrogant and extremely self-centered.
Powers/Tactics: Hotshot's powers are based on the planet’s
magnetic field. He uses the ambient energy in the field to
excite molecules to a high degree. He then channels the
energy created by the molecular excitation into whatever
power he chooses. Due to the nature of his power, he is
highly susceptible to magnetic attacks. Magnetic attacks
cause him to lose control of his powers and excite the
molecules within his own body. If a magnetic field is sus-
tained on him (entangle, telekinesis, etc.) the excited mol-
ecules within him will cause him to ignite. Death will come
seconds after the field is activated.

In combat, Hideko wil! attack the firsttarget at hand. He will

stay with this opponent until that person has fallen or his
comrades need assistance. During fights, he will use his
flight to circle above the action and try to pick out easy
targets. No coward, Hotshot will be glad to accept personal
challenges and will revel in beating 'lesser' opponents into
the ground.
Appearance: Hotshot's demeanor can be summed up in
one word; irritating. He is small man, standing at 5'6” and
weighing 105 pounds, yet he carries himself as if he were a
250 pound giant. He expects people to be scared of him, for
after all, is he not the great and teared Hotshot? His facial
expressions are snotty and conceited, and most people who
have metthe man in person share acommon desire to punch
him in the face, very hard.

Hideko has typical oriental features and wears a very regal
looking uniform of orange with red-orange and gold trim.
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BLUE STREAK

Char Cost Combat Stats

25| STR 15 OCV: 11
32| DEX | 66 DCV: 11
25| CON | 30 ECV:5
12| BODY| 4 Phases: 2,4,6,7,9,11,12
14| INT 4
12| EGO 4 Costs
18| PRE 8
16| COM 3 Char: 188 Base: 100
20| PD 15 + +
20| ED 15 Powers: 110 Disad: 198
7| SPD | 28 = =
8| REC -4 Totals: 298 298
50| END 0
38| STUN| ©
Cost Powers End
16 | Martial Arts — Speed Fighting
Maneuver OoCv DCV Damage
Martial Strike 0 +2 9d6
Offensive Strike -2 +1 11d6
Martial Throw 0 +1
Martial Dodge - +5
15 | +7 PD, +3 ED Armor
40 | +20" Running (26" total) 5
10 | Ultraviolet Vision
10 | +2 Levels w/Martial Arts
Skills
10 | Find Weakness w/Martial Strike 11-
3 | Stealth 15-
5 | PS: Football 14-
1 | Fam w/ Tactics
100+ Disadvantages
20| x2 Effect from Drains and Transfers
20 | Overconfident
15| Arrogant
15| Tries to be leader
20| Hunted by VIPER 8-
15| Hunted by The Champions 8-
93 | Villain Bonus

Champions Presents
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Background: Danny Lee Baker sat slumped in his chair,
one hand holding a half-empty bottle of whiskey, the other
clutching a framed cover of Sports lllustrated. The cover,
which was less than six months old, showed Danny in mid
yell, one raised hand holding his helmet and the other
pointing afinger to the sky. His hair was plastered to his head
with sweat, and slightly out of focus college students could
be seenswarming on the field behind him. The captionread;
“#1! Danny Lee Baker leads Ole Miss to a 24-0 shutout and
the SEC Championship.”

That was in the days before they stopped ignoring his
criminal record, his drunken binges on campus, and his
excessive gambling. Six months ago is seemed like he could
get away with murder. He was after all, the best linebacker
inthe country and the top prospect to be the number one draft
choice in the NFL.

Well the draft was over, and Danny Lee had just watched
the wholething. He had watched the excited players hold up
jerseys with their names and numbers onthem, ready for the
big time, ready for the pros. The draft was over, and Danny
hadn't been picked first. He hadn't been picked at all.

The NFL had decided to make an example of Danny, an
example to show the world that they would no longertolerate
that type of behavior. It was to be a lesson to college players
everywhere; play by the rules or you won't play. Now he had
nothing, nothing at all.

The phone rang. The same one he had hoped would ring
all night, with the news that he was going to play ball, but the
news had never come.

“Hello?” Danny Lee slurred through his drunken stupor.

“Hello, Mr. Baker.” A voice said with the faintest trace of an
oriental accent. “| believe you were probably waiting for a call
from a professional organization.” Danny Lee sat straight up
in his chair, the whiskey spilling onto the floor.

“Y'all are from the pros? Does somebody want me ta trah
out?” Danny’s voice betrayed the hope he still held.

“I'm from another organization, Mr. Baker. My name is
Prism, and I'm offering you the big time”

Prism quickly convinced Danny that he was destined for
greatness through the Spectrum Device. He stepped bravely
into the machine and bathed in its power. He stepped out
better than ever, his athletic abilities magnified to huge
proportions. Danny felt the power immediately and knew he
had what he had always wanted.

“Coach,” Danny said, smiling at Prism, “let's play some
ball.”

Quote: “Yeee-haaa! Gawd | love this sport!”

Personality/Motivation: Danny Lee is thoroughly enjoying
the new found spotlight. He loves the competition he has
found from battling with supers and has decided he was put
on this earth to be a supervillain.

Danny’s attitude in college often caused him to be por-
trayed asthe bad guy, someoneeverybodylovedto hate. His
current occupation entices much the same reaction from the
public, who just can't seem to hate this handsome, charis-
matic man. He is truly happy with his life.

Still a sucker for the fans, he loves to sign autographs for
those who remember his sensational collegiate days. Any
fan of his will be spared from death, while someone who
doesn't know of his football exploits is in big trouble.
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Powers/Tactics: Danny's metabolism and natural athletic
ability have been multiplied to unbelievable proportions. His
reaction time and speed allow him to throw many punches
before his opponents can even move. His martial arts skill
isn't really a special form of combat: it represents his height-
ened reactions. The martial arts and high DEX are his ability
to see punches coming and react to them (Dodge) or to
quickly slip a number of punches past his opponent's de-
fenses.

Danny’s favorite move is the blindside tackle. A throwback
to his days on the gridiron, he will get up to full speed on
anybody unaware of his presence. A full speed, full strength
move through will be an impressive hit indeed (14d6).

His reaction time also gives him the ability to feel an attack
hit his skin before it does full damage, allowing him to move
before it penetrates fully (the Armor).

The increased metabolism also makes drains more effec-
tive. When a drain or transfer hits him, his body feeds it twice
as fast as a normal person’'s would.

Appearance: Danny Lee retains the 6’4", 240 pound figure
he had when he was crushing quarterbacks at Ole Miss. In
combat his metabolism is at its full output, and he appears
out of focus (slightly blurred) even when standing still. His
has a thick southern accent and constantly uses football
analogies (sometimes only he knows whatthey mean, buthe
says them anyway). His blonde hair and good looks make
him a favorite with the ladies, another of his many bad-habits.

His uniform consists of a blue body suit with dark blue
boots and highlights. Over this he wears a light blue football
jersey with a dark blue #6 on the front and back, “Spectrum”
lettered across the frontand “Blue Streak” lettered across his
shoulders.

Blue Streak was a name he picked up in college from his
defensive coach. Danny was a leader in sacks and often had
devastating blindside hits. His coach told Sports lllustrated,
“When Danny hits dem quartahbacks, it looks like they was
run ovah by ah train.”



38

Val Char Cost Combat Stats

8| STR -2 oCcv: 8

23| DEX | 39 DCV:6

15| CON | 10 ECV:2
8| BODY| -4 Phases: 3,5,8,10,12
7| EGO | -6
8| PRE -2 Costs
4| COM | -3

22| PD 20 Char: 109 Base: 100

23| ED 20 + +
5| SPD | 17 Powers: 199 Disad: 208
10| REC | 10 = =
70| END | 20 Totals: 308 308
29| STUN| 10
Cost Powers End

40 | 40 pt. Multipower

4u | 4d6 NND Defense is 15 Pts. Life Support 4

4u | 4d6 STR Drain (Drains 'a Roll in STR Pts) 4

4u | 4d6 DEX Drain (Drains 's Roll in DEX Pts) 4

4u | 4d6 PD Drain (Drains s Roll in PD Pts) 4

4u | 4dé FF Drain (Drains s Roll in FF Pts) 4

4y | 4d6 ED Drain (Drains = Roll in ED Pts) 4

4u | 4d6, Def 4 Entangle 4

4u | 4 Pts. Regeneration 4

8m | 8" Tunneling 2

4u | Desolidification (Affected by electrical)

52 | 3d6 EGO Attack Damage Shield versus mental
powers except EGO Attack (-4) Always On,
Persistent 0 End

8 | +4”" Running {slithering, 10" Total) 2
10 | Clinging 2
10 | Life Support (Self contained breathing)

5 | Stealth 14-

15 | 1 Level Shrinking, Persistent 0 End, Always on

5 | KS: Acting 14-

3 | AK: Hollywood 12-

3 | KS: Famous actors and directors (she used to know

them)

100+ Disadvantages

15| x1 '2 Stun from Heat Attacks

15| Enraged if insulted about looks 14-, 11-

20 | Fear/Hatred of Prism

15| Hatred of beauty

15 | Fear of Fire

10| No Legs

25| Distinctive Looks: Short, Slimy, Gruesome and Grimy
10| 2d6 Unluck

15| Secret ID

68 | Villain Bonus
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Background: The ‘Oscar’ weighed heavily in her hands as
she walked off the stage, after giving what had to be the
greatest acceptance speech of all time. The little statuette
was her entire world, and she drifted back to her seat almost
by instinct. He gleamed and sparkled, calling out to herin a
voice only she could hear, “You did it! You're the best there
ist”

Roberta DeJesus was oblivious to the closing ceremonies
as she gracefully fell back into her seat. She had an Oscar
in her hand, the ultimate symbol of fame and fortune. A
symbol of power.

She had stepped on a lot of the litile people to get where
she was today, at the top. She would step on a lot more
before she was through, that was a given. She was happy
with an Oscar, but far from satisfied. She always had to have
more power, more control. She needed it like a drug. Its
addiction was as powerful to her as any narcotic, and far
more sweet.

It was when she saw Marlene Hill (Lightshow) flying
across the night sky during a news brief that Roberta realized
where true power was in the world. Marlene had once been
afriend, before the drugs took her over, that is. Now she was
more beautiful than ever, perhaps more beautiful than Roberta
herself. Marlene shot over the rooftops in a running battle
with several VIPER agents. She was so graceful, so en-
chanting, like a modern fairy tale.

Unlike the little girls who have dreams of being Cinderella,
Roberta set her plan to make her fairy-tale dreams of power
come true. It wasn't a fortune she spent trying to get hold of
Prism, but it wasn't a pittance either, not even for her. Prism
appeared one day in her bedroom as she was turning in for
the evening.

“Why have you been looking for me, my beautiful Ms,
Dedesus?” The man in the gleaming armor demanded.
Roberta was taken aback by the sudden visitation, but she
took it in stride.

“Because you have something | want, Mr. Prism. Some-
thing | want very badly.” Prism could see the hunger in her
eyes, the same lustfor power he saw every morning when he
looked in the mirror.

“Yes, | believe | do have what you want, Ms. DeJesus. But
| must warn you, the price could be very high.”

“Price is no object, you'll have anything you want.” Roberta
said. She added in a sultry voice, “Anything at all.” Prism‘s
mask hid his smirk. This woman was actually presumptuous
enough to think it would be her choice if the Device was used
or not. Well, it was her funeral.

“Very well, Ms. Dedesus. | believe we can come to an
agreement.”

“Please, call me Roberta.” Prism could barsly contain his
laugh of contempt.

Roberta stepped into the machine with an air of haughti-
ness and superiority. Her smugness disappeared when
Prism flipped the switch. Energy crackled around her before
it plunged into her body. She had never known such searing
pain, such total agony! Her legs writhed and convulsed
below her, and Roberta collapsed to the ground.
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When she regained consciousness, she was covered with
anoxious slime. Her head spun as she tried to stand up, only
to have her legs fail her. Prism cut the power the the Device,
allowing Roberta to see her new look in the reflective glass
of the door. Prism heard her scream even through the
soundproofed chamber, and couldn't help but laugh. The
door flew open and Roberta slithered out, the hate and fury
clearly written on her slimy face. Prism sighed and resigned
himself to the task of bending his new slave to his will.

Quote: “I've got just the potion for you, my pretty.”

Personality/Motivation: Roberta is a little bundle of hate,
spite and evil. She is poisoned against anything that is
beautiful, for it reminds her of her own hideous visage. She
hates Prism for what he has done to her and wants to kill him.
He has whipped her into place enough times that she fears
retaliation if she leaves him.

She hates Blue Streak and Lightshow for their good looks;
she hates Rage because he is so vicious; she hates Purple
Haze because he tries to be nice to her, and she hates
Angstrom (Heatseeker/Nimbus) because he is a psycho.
Her life is miserable, she has no friends, and is desperate for
companionship.

Powers/Tactics: Roberta is a walking chemical dump. She
can make chemicals that counter each attack that comes her
way and weaken the defense of anyone she fights.

In combat she sits back and waits for commands. She is
often called upon to lower an opponent's defenses or use her
NND. Slime is quite fast, despite her lack of legs. She slithers
around, phasing in and out of buildings waiting for her
chances. She will usually watch for a few phases to see
which of her drains would work best, and then try to sneak up
on the character using her desolidification and stealth. If
there is trouble, Roberta will take off. If she has time, she will
tunnel in order to help her companions; if there isn'ttime, she
will desolidify and flee.

Her thoughts are so evil and hateful that anyone mentally
contacting her (except for an ego attack) will suffer a shock-
ing pain.

Appearance: Roberta was once one of the world‘'s most
beautiful women. Now she is a little monster. She has no
legs, and slithers around on a slimy tail thatdrags behind her.
She constantly drips slime and she stinks, something which
fails to win her the admiration of the rest of Spectrum.
Spectrum is the only companionship she has, and it is
doubtful anyone else would accept her company. Prism will
not let her escape, as he appreciates her strategic value.
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Val Char Cost Combat Stats Val Char Cost Combat Stats
10| STR 0 OCV: 9 10| STR 0 ocv:7
27| DEX | 51 DCV: 9 21| DEX | 33 DCV:7
20| CON | 20 ECV: 3 20| CON | 20 ECV:7
10| BODY| 0 Phases: 2,4,6,8,10,12 10| BODY| © Phases: 2,4,6,8,10,12
10| INT 5 15| INT 5
10| EGO 0 Costs 20| EGO | 20 Costs
25| PRE | 15 25| PRE | 15
16| COM 3 Char: 226 Base: 100 16| COM 8 Char: 199 Base: 100
20| PD 18 + + 10| PD 8 + +
10{ ED 6 Powers: 291 Disad: 266 20| ED 16 Powers: 239 Disad: 338
6| SPD | 33 = = 6| SPD | 39 e
11| REC | 10 Totals: 366 366 11| REC | 10 Totals: 438 438
60| END | 10 70| END | 15
80| STUN| 55 40| STUN| 15
Cost Powers End Cost Powers End
45 | 2d6 HKA, 1 level Penetration 4 45 | 2d6 AP RKA 4
20 | + 10PD, +10 ED FF 2 75 | 12d6 EB, "2 END Cost 3
40 | Desolidification, 8 Def 4 20 | +10 ED, +10 PD Force Field 2
20 | Regeneration, 2 Body/Phase 20 | 10" Flight 2
10 | 10 Pts. PRE Def. 6 | +2 Levels w/EB
5 | Infrared vision 73 | Multiform (to IR Form)
100+ Disadvantages 100+ Disadvantages
40| x2 Stun & Body from Electrical Attacks 60| x2 Stun & Body from Gasses
20| Psychopathic Killer 20| Must kill all unholy ones
18| Enraged when fighting 14-, 8- 18| Enraged when fighting 14-, 8-
30| 3d6 From being touched with a Crucifix 35| 3d6 From exposure to satanic symbols
20| 3d6 From Holy Water 15| Distinctive Looks, Haly Nimbus
15| Hunted by The Champions 8- 25| Hunted by Dark Seraph 14-
25| Hunted by The Disciple (religious vigilante) 14- 165 Villain Bonus
98| Villain Bonus
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Background: Robert Charles was never the most stable
guy in the world. Neither was Kurt Klien, for that matter.
Michael Eldridge wasn't exactly the poster boy for mental
health, either. Of course the thing that these guys had in
common, besides a serious psychopathic problem, was that
they inhabited the same body.

You could say that this was Prism’'s one mistake, and it
was a big one. When Prism decided to raid his second prison
bus, he did not bother to check who was aboard. Fourteen
deaths and one (or was it actually two?) success later, Rob/
Kurt/Mike had fused into Angstrom. Prism was oblivious to
his/their problems.

About a week after the experiment, Angstrom started to
develop two different sets of powers, and shortly thereafter
two different personalities. One set of powers controlled
ultraviolet rays, the other controlled infrared. Both personali-
ties turned out to be — surprise — psychotic. The two just
have different ways of going about it.

Early on, the Heatseeker personality encountered the
vigilante Disciple, who is known for his religious beliefs and
hatred for demonic or satanic beings/objects/etc (use the
Crusader character sheet with the appropriate Psych lims).
The Disciple was hunting Dark Seraph when he ran into
Heatseeker. The two quickly angered each other and began
to fight. In the middle of the conflict, Dark Seraph appeared.
However, his startling appearance triggered a change in
Angstrom, who became Nimbus. Together, he and disciple
drove off Dark Seraph. Neither Disciple nor Dark Seraph
realizes that Heatseeker and Nimbus are the same person.
Personality: It would seem that the IR side of Angstrom has
watched too many horror movies. He feels that everyone
outside of Spectrum should die, and he emulates the Jason/
Freddy Kreuger types so common on the big screen.

The UV side is on a holy mission to destroy all of the

sinners inthe world. Unfortunately for the world, that consists
of everyone outside of Spectrum. The UV side believes that
he is a messenger of God, and his soliloquy should reflect it.
Quote: (IR Form) “Let's get busy.” (UV Form) “Thou hath
sinned against the one true God! The time for forgiveness is
over, judgment day is at hand!”
Powers/Tactics: In his IR form, Angstrom plays the part of
a psychopathic killer. He likes to hit an opponent a few times
with the HKA until he is at an advantage, then play cat and
mouse with his victim. He will phase in and out of walls, taking
one attack at a time. For some unknown reason, he is
affected by electricity. Prism thinks this may be psychoso-
matic, as Angstrom has seen many of his heroes destroyed
by electricity.

In his UV form, he expects people to listen to him, for after
all he is the messenger of God. He attacks with the energy
blast until the victim is only a few points above conscious-
ness. Then he will give a speech as to why the sinner should
die, and hit him repeatedly with the kiling attack (holy
lightning).
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Both sides of the personality share a common trait, the
enraged. When Angstrom makes his enraged roll, the first
person (non-Spectrum) that he sees is in big trouble. He will
concentrate on that vietim, ignoring other attacks as much as
possible. No amount of taunting will draw him away from his
appointed task. Ifthe victim escapes, during the nextfight he/
she will be the first one Angstrom attacks, evenifheisina
different form from the one he became enraged in. If the
victim is killed, Angstrom will find a new target, and the cycle
will repeat itself.

Appearance: In his Heatseeker form, he glows softly andis
translucent, resembling a walking, glowing ruby. His killing
attack takes many forms, including a glowing red chainsaw,
axe, ice pick, machete and long metal claws. If one of these
devices is knocked from his hand, it will disappear and
another will take its place immediately.

In UV form, he glows a soft blue and has a billowing cape.
A shining halo circles his head. He will usually hover a few
feet off the ground, even if there is no combat going on.

The truly interesting thing about Angstrom's multiple per-
sonalities, something that even Prism and Hotshot can't
figure out, is that his body changes tofit each persona. When
heis aseven year-old girl, he looks like a seven-year old girl,
and so on. this fact provides the GM with ample amounts of
plot twists, escape possibilities and role playing options.
Future Use: As multiple personalities usually appear with at
least three distinct personas, Prism wondered why Ang-
strom only had two that had superpowers. Lately, however,
he has been noticing a third personality emerging in Ang-
strom. This one has shown itself very seldom, and Prism
hypothesizes that it is going to be just as dominant as
Heatseeker and Nimbus.

What Prism doesn't know is that the new personality is
going to be as powerful as Heatseeker and Nimbus com-
bined; 500 points of crushing, murderous power that has
complete control over the entire spectrum of light energy. If
Angstrom is captured, during this adventure, the new per-
sonality would have little trouble breaking out of Stronghotd.
The new personality, who would call himself Angstrom, will
be just as psychotic as the others, but be in more control. He
will try to find bigger and better ways to kill more and more
people, culminating in a plot that will attempt to destroy a city
of perhaps even the world.

Known Personalities:

» Heatseeker [Dominant]

* Nimbus [Dominant]

* Timmy (A four-year old boy) [Recessive]

» Father Jacobsen (a Catholic priest) [Recessive]
« “Scoop” Phelps (the killer reporter) [Recessive]
* Barry ( a retarded 20-ish male) [Recessive)
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Val Char Cost Combat Stats

15| STR 5 oCcv:7

20| DEX 30 DCV: 7

15| CON | 10 ECV: 3

10| BODY| O Phases: 3,5,8,10,12

14| INT 4

10| EGO 0 Costs

20| PRE 10

24| COM 7 Char: 123 Base 100
8| PD 9 + +
8| ED 9 Powers: 204 Disad: 227
5| SPD 20 = =
6| REC 0 Totals: 327 327
70| END | 20

36 STUN| 10

Pts Powers End

20 | Elemental Control - Light Energy
a-30 | 10d6 Energy Blast
b-30 | 3d6 RKA - concentrated light energy
c-20 | Flash, 3d8, (U.V,, |.R. & Normal) 200" Range
d-20 | +20 PD, +20 ED Force Field
e-20 | 20" Teleport
f-20 | Darkness, 3" Radius, Blinding Light Field (I.R.,
U.V. & Normal)
23 | 360" Spatial Awareness, (+'2, Not in total darkness)
8 | +4 Levels w/EB 11-
10 | PS: Fashion Design 15-
3 | High Society 12-

100+ Disadvantages

= Pt ]

20 | Accidental Change when angry 14-

15 | Berserk when drugs are withheld from her 8-,11-
25 | Will do anything for a fix

15| Temper, quick to anger

15| Phys Lim: Addicted to Crack

20 | 2d6 From Complete Darkness

20 | Hunted by PRIMUS 8-

20 | Hunted by FBI 8-

10 | Public ID

60 | Villain Bonus

Background: At one point in her life, Marlene Hill was a
prominentfashiondesigner. Her magnificentcreations graced
the bodies of some of society's finest, and Marlene was
never hurting for money. But she fell into the trap that awaits
so many people these days: drugs.

For a while it was the thing to do at her saciety parties. It
did not take long for Marlene to become addicted to crack,
and her life fell apart shortly afterwards. Her business went
belly up after Vogue called her fall fashions “the most
hideous creations since the suit of armor.” Her savings
quickly ran out, and her stay in the Betty Ford clinic couldn't
cure her addiction.

This scenario, of course, did not go unnoticed by the
society pages. The former darling of the fashion world
became a gossip item of great interest. The stories were
noticed by a man who had been a great fan of the gossip
columns alter coming to America from Japan.

Prism contacted Marlene, confident he could recruit her
and then cure her of her addiction, if the experiments were
a success. They were, and Marlene joined the ranks of
Spectrum as Lightshow. For all of his genius, he has never
been able to cure her of the addiction, and now he uses it to

}
Lot

control her. When he has time, he will find a replacement for
her, and Marlene will suffer from an unfortunate overdose.

Quote: "Nice costume. Do you buy off the rack?”

Personality/Motivation: Marlene has one concern in her
life, crack. It is her driving, force and all she really worries
about is getting her next fix. She regrets the loss of her old
life, but is too concerned with her addiction to pine after days
gone by.

Her personality is centered around anger. When she has

whatshe wants, she is mean to all those who do not leave her
alone. When she needs a fix, she will beg and grovel to
anyone who can help her. Marlene will tell any lie or do
anything to get a fix.
Powers/Tactics: Lightshow is one of the most successful
experiments to date. Her embodiment of the color yellow has
given her control over heat and light. She is usually rather
accurate with her energy blast, but her addiction affects her.
Half of the time she has the shakes too bad to even fire
straight (the 11- on his levels).

Marlene is not a good tactician. She will follow orders for
the most part but is not about to throw down her life for the
cause. Shewillalways wait for the others to attack before she
engages any combat. When fighting, she will fly high enough
to stay out of the reach of those on the ground but not out of
effective shooting range (6"-10"). She doesn't really care if
she hits anyone, as long as she looks like she is trying. The
killing attack is saved for those who make her angry, which
is anyone who presses an attack against her.

Appearance: One thing Marlene has not lost in her tumultu-
ous fall from grace is her good looks. If anything the Spec-
trum Device has made her more beautiful than she was
before. Her shoulderlength blonde looks fantastic nc matter
what the situation. Her custom outfits accentuate her 5'6”,
110 Ib. body, a body that will turn the head of more than cne
male hero. Her numerous costumes are always in yellows,
reds, and oranges.
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PURPLE HAZE

Val Char Cost Combat Stats
8| STR -2 OCV: 5
14| DEX | 12 DCV:5
15| CON | 10 ECV:8
8| BODY| -4 Phases: 2,4,6,8,10,12
23| INT 13
23| EGO | 26 Costs
15| PRE 5
10| COM 0 Char: 180 Base: 100
71 PD 5 + +
8| ED 5 Powers: 180 Disad: 260
12| REC | 14 Totals: 360 360
70| END | 20
48| STUN| 30
Pts Powers End
50 | 50 Pt Muitipower
10m | 10d6 Mental lllusions 5
10m | 5d6 Ego Attack (Psychedelic) 5
10m | 25" Flight
50 | +20 PD, +20 ED, +10 Ego.D Force Field 5
15 | Mind Link (any two minds) 1
15 | 15 pts. Mental Defense
Skills
5 | PS: Rock Guitar 14-
5 | PS: Music Writer 14-
7 | KS: Rock Guitarists 16-
3 | KS: The Rock Club Scene 12-
100+ Disadvantages
8| Enraged if interrupted while playing guitar 11-, 11-
10| Enraged if disturbed while listening to live music 14-. 11
20 | No concept of day-to-day reality
20| Unable to plan for himself
10| Short attention span
30 | 3d6 From total sensory deprivation
10| Distinctive looks — Purple hair
20 | Hunted by Roadkill 11-
20 | Hunted by PRIMUS 11-
10| 2d6 Unluck
10| Public ID
92| Villain Bonus

Background: Steve “Trippin” Stahl was a mainstay of the
hard rock club scene in Los Angeles. His blazing speed on
the guitar was known up and down the coast, and it was only
a matter of time before his band landed a major label
contract. Steve earned his nick-name, however from an-
other thing he was famous for; the tendency to take every
drug in sight.

Definitely not a member of the “Just Say No" generation,
Steve'sdrug-crazed reputation was well deserved. A throw-
back to the early 70s era of rockers, his drug consumption
was well into the realm of life-threatening. Several close calls
failed to show Steve the error of his ways, and one night he
found himself in a hospital bed, his brain awash with the
effects of several hallucinogenic drugs.

The doctors wrote him off for brain dead, believing that no
one could truly recaver from such a massive dose of hallu-
cinogens. Steve shocked them all by leaving the hospital. Of
course, he was still comatose and only left with the help of a
man in a shining suit of armor.

Prism put Steve in the Spectrum Device, hooking him up
to life support systems that monitored the faint, yet steady,
heartbeat and the almost nonexistent brainwaves. Prism
threw the switch and waited for the results,

After the flash and brilliant pyrotechnics that always ac-
companied the use of the device, Steve walked calmly from
the machine as if nothing had happened. He swept his
shoulder-length hair out of his haif-lidded eyes and smiled at
Prism, who stood in disbelief that such a wasted mind had
survived the transformation. Prism laughed in astonishment.
The capabilities of the machine never ceased to amaze him.
Quote: (after being attacked) “Hey, man, that ain't cool.”
Personality/Motivation: Steve's mind is not what it used to
be, even in the days when his drug use was at its height. He
has no major motivations in life, and just hangs out with
Spectrum because there is nothing better to do. He has vast
intelligence, but he is too absent minded to use it properly.
He likes the people in the group, even Rage and Slime, and
has a genuinely good time during Spectrum's criminal ca-
pers.

Purple Haze is, for the most part, a friendly guy (just don't
set off his few quirks). He fights whomever the group is
fighting, but isn't out to kill or injure. It doesn't bother him
when his companions do those things, however, because,
be believes in “letting everyone do their own thing, man." If
you met himon the street or in a nightclub, you would find him
to be a funny, happy person. Almost all of his free time is
spent watching bands at bars and clubs.
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He has nointentions of leaving the group, and hasn'teven
considered what will happen if the group dissolves. He isn't
really capable of making plans any more, he just does what
he is told to do by Prism and the rest of Spectrum.

Steve is not suffering from any addictions. He still takes
drugs regularly, but they no longer have any effect on him.
He is on a constant trip with or without drugs, and will be for
the rest of his life.

Powers/Tactics: Purple Haze's powers revolve around his
psychedelic mind and sensory information. His mental at-
tacks cause no pain to the victim, instead they are the
equivalent to the effects of a high dosage of LSD. His EGO
Attack assails the victim‘s mind with colors and images, and
the sensory input tends to be overwhelming, hence the
damage.

His Mental lllusions put the victim on a real trip, giving them
bizarre but very realistic hallucinations (the victim might see
a paisley alligator named Clyde who is wearing a stripped tie
and talking about Confucius, for example) that dominate the
character's mind, i.e. the Mind Control takes the character
out of the fight. f he concentrates with no distraction, his
Mental lllusions can be anything and be used in the conven-
tional sense.

Due to the nature of his powers, he is extremely suscep-
tible to sensory deprivation. Without sensory input, his
drugged-up mind begins to hallucinate wildly. The wild
hallucination send his brainwaves through the roof, and if it
continues his mind will just burn out, resulting in Steve‘s
death.

His tactics are simple, defend himself and attack whoever
is standing. If he takes a liking to one of the characters, that
is the one he will attack because he knows his powers cause
no real pain and that if he is attacking, Rage and the rest of
the psychos will leave that character alone. For the most
part, Steve will do what he is told by Prism and his comrades.

Appearance: Purple Haze looks like he just stepped out of
a rock video. His hair falls down his back, and a purple
bandanna is tied around his forehead (a la Jimmi Hendrix).
His floor-length purple coat is covered with silver and gold
chains, pins and other assorted baubles. Everything he has
on is a deep purple.

BLACKBIRD

Val Char Cost Combat Stats
10| STR 0 ocv:7
21| DEX | 33 DCV:7
15 CON | 10 ECV: 3
10| BODY| 0 Phases: 3,5,8,10,12
18| INT 25
10| EGO 0 Costs
20| PRE 10
16| COM 3 Char: 135 Base: 100
10| PD 8 + +
10| ED 7 Powers: 131 Disad: 166
5| SPD | 29 = =
5| REC 0 Totals: 266 266
50| END | 10
23| STUN| O
Cost Powers END
40 | 8d6 Sonic EB 4
20 | +10 ED, +10 PD FF (Sonic) 4
51 | 17" Flight, 0 END Cost
Skills
5 | Handling the Press 14-
5 | Politics 14-
5 | Bureaucratics 14-
5 | Oratory 14-
100+ Disadvantages
15| x1.5 Stun From Bullets
15| x1.5 Body From Bullets
15 | Hesitant to use powers
20 | Always Politicing
10 | DNPC- Wife
20 | Monitored by the Press 14-
15 | Villain Target 8-
56 | Experience Bonus

Background: Clayton was a junior at Berkley when he
discovered he had the gift. Mid-terms were over and Clayton
was out walking, sleeping bag under his arm. He often went
for overnight walks to wind down from a stressful situation.
Law students at Berkley have more than enough stress to
deal with.

As the sun set, Clayton settled down for the night. The
night seemed to be perfect, and Clayton was at peace with
the world. Clayton often hiked into the hills to spend the night
under the stars, to getin touch with nature, and to wind down
from the pressures of school. As he crawled into his sleeping
bag and felt Mother Nature embrace his spirit, Clayton fell off
into a deep slumber.

He dreamt he was soaring on the winds, banking and
swooping, feeling all of the worries of the world fall off him
and crash into the ground. He laughed and shouted with joy
as he tested the speed of his dream-flight.

He awoke with a sudden realization, he was flying! He was
hundreds of feet above the ground, hoveringin the night sky.
Clayton seemed toinstinctively know how to control the new-
found powers. The rest of the night was spent in the joy of
discovery and exploration as to just what heights he could
reach.
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With the advent of his flight, and soon after his force field
and EB, Clayton decided there was a reason he had these
powers. He decided to use them for good; they would be an
extension of his legal career.

He stayed at college and captured many common crimi-
nals, rarely fighting against supervillains. It was during a
chase of one of these petty thiefs that the accident occurred.

The man had just knocked over a convenience store, and
Clayton saw him fleeing the scene. As Blackbird was well
known in the area, he decided to scare the crook straight.
Clayton dove and circled around the terrified crook, who ran
like a madman at the sight of the flying hero. He ran across
yards, over fences, and before Clayton realized where they
were, he ran straight out onto the off-ramp and was struck by
acar.

The man died in Clayton's arms, and to this day he feels

his antics were responsible for his death. He has quit the
superhero business, and sworn never again to use his
powers.
Personality/Motivation: Clayton's career as a politician
has soared over the years. His ‘tough on crime' stance has
won him several elections, and the fact that he has made
good on every one of his campaign promises during his
career has endeared him to his public. During his rise to
district attorney, Clayton put away many criminals. There
have been three attempts on his life during the years, but
nothing the criminals have done has slowed his drive to see
such filth behind bars.

He has sworn against using his powers in the paranormal
game the world sees itself embroiled in today, but still feels
that heroes are a necessary part of society. He was one of
them once, and he knows what it is like. Anything he can do
to help the small band of individuals who have devoted their
life to serving the public, he will do.

Clayton Mansfield is an genuinely honest man with true
integrity. If he gives his word he will follow up on it, regardless
of the cost to his career or his future. The characters should
know that although he reaps huge political benefits form
helping paranormal crimefighters, he does it from his heart
because he truly believes in the cause.

Quote: “Those who don‘t attack crime are deserving victims
of it.”

Powers/Tactics: Blackbird's powers are based on the life
energies of the Earth. He draws from the ‘Ki' of the earth,

Clayton has sworn never to use his powers again. He used
them to try and escape from Spectrum, and, true to his word,
that is the first time he has used them since the man was hit
by the car. He would use his flight and force field to save an
innocent's life, but only if it were absolutely necessary.

Clayton is far from a coward, it's just that he feels he can't
use his powers responsibly. The guilt from the car haunts him
to this day, and it is doubtful that his sleep will ever be free
from the scene he forced some 30 years ago.
Appearance: The Congressman is a very striking man. He
is a dignified 52 years old, the lines in the corners of his eyes
andmouth becoming more prevalentasisthe streaksofgray
hairthat grace his temples. Always dressed in tailored suits
thataccentuate his6'1", 190 pound figure that appears much
younger than his actual age. He is always quick with a
handshake and a smile, both of which are warm and genu-
ne.

4
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Val Char Cost Combat Stats

10| STR 0 oCcVv: 3

11| DEX 3 DCV: 3

11| CON 2 ECV:3

10| BODY| O Phases: 4,8,12

10| INT 0

10| EGO 0 Costs

11| PRE 1

10| COM 3 Char: 20 Base: 80
4| PD 2 + +
2| ED 0 Powers: 60 Disad: 0