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FOREWORD

Obsidian howled as a shower of spurks leapt ovt from
the damaged control panel and stung his face. The
repairs were temporary at best, and now was not the
time to worry about how for the jury-rigged alien
circuitry sirained beyond its limits. He had at lust
escaped the squadron of Eliminators that had been on
his tail the last few thousand miles; his mind wandered
as he drifted aimlessly through the solar system,

It was hard to believe all this hacd started three weeks
ago with a simple if unusual bank robbery. Amusing
and harmless crimes had mushroomed into something
much more deadly. Had an insane man really tricked
then inta fighting eacl other in front of a cheering
crowd? There was a brief vision of his hands slowly
tightening around Jaguar’s neck, and the look of confu-
siont when Jaguar realized it wasn’t just an act. ..

Obsidinn shuddered and looked buck at his wounded
but breathing companion to confirm that someone hadl
indeed stopped him in time. But that had only been the
beginning of the madness. Shortly after their encounter
with The Director the group began to lose some of its
cohesiveness. Enemies were looking like heroes and
niaking them look like idiots. Simple crimes became
more difficult to stop effectively, and it had taken them
days to figure out what had been gradually eating away
at their group from all sides.

It had becotne harder and harder to trust anyone the
more they discovered, and soon they had uncovered the
brain at the top of the pyramid, But what they had
discovered was turning out to be more than they could
handie even with their new allies,

As the shuttle sped away from his enemies, Obsidian
longed to continue on to Earth where the motley assort-
nent of warriors could rest und be safe. He knew they
wouildn’treally besafethere. Hehad seen thedestruction
that had been wrought because of just seven escaped
skives, and the desperate measures those slaves had
taken to attempt to avoid recapture. With the dumage
the Champions had caused, he refused to think of what
the retaliation would be. It was hard to imagine the
Seeker's girlfriend had actually volunteered to unwit-
tingly become orte of those same slaves, and what they
had changed Solitaire into. ..

A flick of a switch and the sleek metallic vessel spun
around and headed back towards its creators. Obsidian
knew that the enemy had to be confronted and defeated
now. They had invested too much time and effort
spreading their tentacles throughout the Earth'sgovern-
ments and underworlds. Without destroying the top of
the pyramid, there would be no way to end the silent
terror that was flourishing across the galaxy. As the
familiar large blip appeared on his scanner screen Ob-

Pyramid in the Sky

sidianisniled. Atlast herealized what hehad todo to free
all those enslaved and use his enemies’ own power
against them. ..
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Overview

In the world of mutant powers, high-tech suits of
batile armor, and magic artifacts from the gods, it is
often easy for heroes to ignore the mundane aspects
of the world around them. On occasion they forget
how small a piece they are in the puzzle, how many
other people are playing the game, and just how
complicated the world can get. It is easy for the bad
guys to do the same, Sometimes the villains do make
up an independent group with a single collective
motive to become millionaires. Sometimes (he vil-
lains clo wear all black and bright name tags telling
who is who. Sometimes the villains do get on national
television and threaten to destroy the world. Some-
times they do not...

Thisbookcontainsthree complete scenarioslinked
togetherand designed to beplayedoneafter theother.
The scenarios build in importance as the players
slowly uncover theintricaciesof a verywell concealed
system of intrigue, power, and evil. It begins with a
relatively low-powered street-level gang of villains in
the first scenario, moves on to a conspiracy withina
specific megacorporation in the second scenario, and
finally reveals itself to be part of a interstellar plot
against humanity in the third scenario. The mini-
campaign should appear to the players as a gradual
uncovering of something that is on the verge of
infiltrating most of the levels of society virtually un-
noticed.

Each scenario contains its own plot line, villains,
and situations, and can be played either alone or as
part of the three scenario mini-campaign. GMs are
encouraged lo read through all three scenarios before
beginning play so as to get the feel of the overall
picture. The connections between the scenarios are
designed tobe hard for the players to spot right away,
while still providing for a smooth transition from
game togame. Atthebeginning of each scenariothere
will be a list of hints and clues to give the characters
that relate to the next scenario in the series. While
these clues will seem pointless (and indeed, should
notbeused)ifthescenariosarebeingplayed indepen-
dently of one another, they will add significant flavor
and continuity to the scenarios if they are being
played as a mini-campaign.
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Introduction

This is a scenario designed for Chamipions charac-
ters in the 225 to 300 point range. It stars an insane
villain known as The Director. This villain has been
shunned by the movie industry after a tragic accident
scarred him for life and ruined his career. While he
has no real powers or earth-shattering machines of
hisown,hehassworn vengeance on themovie indus-
try and all those who caused him pain in the past. He
intends to make a blockbuster movie out of his
bloody vengeance, becoming a famous director in
spite of Hollywood’s rejection.

While The Director is completely insane, he does
occasionally rationalize his actions with almost plau-
sible excuses. For example, heintends on usingsuper-
heroes as inexpensive stars who provide their own
free special effects. While he actually made this deci-
sion based on the fact he saw a hero on television
wearing a particularly tasteless costume one day, he
might tell his crew thatit wasbecause of how impor-
tant special effects are and how small of a budget he
has. The scenario beginswith The Director arranging
several flamboyantand movierelated crimesin order
to draw out the local vigilante groups and heroes. He
films these crimes and the heroes’ reactions to them
while directing the action for the best possible and
most dramatic outcomes. During these first “audi-
tions,” his crimes are challenging but non-lethal—
although this would not be obvious while they are
occurring. He is analyzing and testing the heroes to
see how they fight, to see their abilities and to make
sure they would be good for his movie. He is located
nowhere near these first crimes but watches and films
them all from ahideout miles away, After a thorough
study of the film and his potential new “actors,” he
willlead the characters to hisprivate screening room
so he can give them hints to where he’s going, while
setting them up for possible Mind Control.

While the “sneak preview” is going on, he will be
attempting to have one of his men, Key Grip, set up
some lethal trapsin the heroes’ homes or work places,
to make the “final cuts” for his movie and to let them
knowonce thereal filmingstarts, liveswillreallybeon
the line. The next part of the scenario involves at-
tempts by The Director to kidnap and mind control
variousparanormalstobecomeactorsfor him.Should
the player characters prove too elusive, The Director
will go for other paranormals that are either known
by the player characters or members of the Champi-
ons.

Limelight

Once he has enough super-powered people on his
side, he will pit them against the remaining player
characters. This will take place on detailed sets pains-
takingly prepared by his crew in the middle of the
nearest metropolis, with all of his “actors” in the
appropriate costumes. The Director will have also
cordoned off the streets and gathered a massive civil-
ian crowd to watch what the crowd will think is part
ofanew blockbuster movie. In addition, all the mind
controlled heroes will be trying to kill all the “extras”
in the various sets. These “extras” are all the stars,
directors, producers, and studio executives that The
Director wants dead for what they have done to him
inthepast. Evenifhorribly defeated, The Director still
will have filmed enoughaction tocomplete hismovie
(or have it completed by Gaffer while The Director is
in prison) and become famous for it. The final twist
comes with the subliminal messages woven in a few
frames of the movie. These subliminal messages are
designed to give the masses astrong desire to become
super-heroes themselves—something casily accom-
plished and desired by the villains of the next iwo
scenarios in this three part mini-campaign. The Di-
rector is so insanely fixed on his revenge that he will
go to any lengths to achicve it. e is sure the heroes
will end up passing the auditions, making the final
cutsand killing those of the Hollywood movie indus-
try who have shamed him in the past—all while
creating the most spectacular movie ever made that
will succeed even if he fails. He is sure the heroes will
cooperate. After all, who could resist the limelight...

Mini-Campaign Notes

Ifthis scenario is going to be run independently of
the other two scenarios, than ignore this section. In
addition, the GM should read the optional section of
“The Surprise Ending” which tells how to end the
scenario without it leading directly into the next one.

The GM should give the playersthe followingclues
atsome point during this scenario to hint at what will
happenin the two scenariosto come. Thereisalso one
bogus clue provided so the players will not automati-
cally assume every single piece of information you
give them is essential to the plot line, and it will
hopefully help keep them guessing as well. While
these clues can be given at any point during the
scenario, it is recommended you mention them at
least twice, since the players will have to remember
them for so long. GMs are encouraged to insert these
cluesaspart ofa description, interesting background,
or just whenever the action seems 1o be laggingor the
players seem to need some type of diversion.
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If GMsfeel that these clues make this scenario too
convoluted, they should feel free to save them for
when the playersactually start the second scenario, or
only mention each of them once during the first
scenario. GMscanalso just concentrate ononc of the
clues if they think that all four will be too much with
everything else going on in this scenario, or just drop
the bogus clue altogether.

1. Characters should begin noticing posters and bill-
boards advertising a new all-female group of su-
per-heroes called The Dominae. While these ad-
verlisementswillnot beeverywhere, they willbein
enotgh places to at least be casually noticed by
anyone who ever gets out of his house, The ad
shows hree attractive female paranormals strik-
ing dramatic poses with captions like “The
Dominae: Real heroes (or real peaple.” or “They
take their job very scriously.” or some other such
hype.

2. At least one of the characters should be able to
discover a different type of ad being run in several
military 1ype magazines, tabloids, and in comic
books. Ifthereisno chance ofany of thecharacters
rcading any of these pieces of literature (or at least
admitting they read any of them), the GM should
ignore it. This ad tells about a new clinic that will
beopening soon to testnormal people forlatentor
hicdlden paranormal petential. The ad includes a
toll-free computer-operated reservation number,
as well as an address so you can mailaway for your
{reeinformation pamphletentitled “YouToo Can
Be A [Hero!" This ad is relatively low-key and
should not stick out as immediately suspicious.

3. Also noticeable around the major metropolitan
areas are a rash of bumper stickers stuck in book-
storesand hotellobbiesall over the country, They
all have the words “Gandalf” and “Galadriel” on
them with ared heartin between the words. These
have absolutely nothing to do with the scenario
whatsoever.

4. Whenever the heroes are involved in a particularly
public fight—especially if they <on’t do a really
good job of stopping the crime or if innacents get
hurt—theyshould expect the firstsignof media 1o
be TV news reporter Jessica Black (Midnight
Blue—a villain from the second scenario—in her
alterego) and her TV crew. Ifthe GM isonly going
to usc one clue, this is the one to use. Jessica will
always try and make the heroes look bad on na-
tional televisionif she can. She will ask embarrass-
ing questions like, “Why is it that someone as
super-powered asyourselfcouldn’tkeepinnocent
bystaruders from getting hurt from a group of
common thieves?” See the next scenario on a
complete description of Jessica Black/Midnight
Blue. The GM should have her make at least ona
appearanceifahero doesaparticularly poorjob of
stoppingacrime,but heshouldnotoveruseherin
this scenario because of the large partshe plays (in
both her villain form and heralterego) in the next
scenario.

AXAT YA AN AT AT VAT A
Auditions

These two crimes are designed to lure heroes into
camera range long enough for The Director to ana-
lyze them and see if they are dramatic and heroic
enough for his movie. They are generally non-lethal
(rubberbulletsand blood packs prevailing) but there
are always some very real dangers involved (real
dynamite, trains derailing, etc.) and, should the audi-
tions seem to be suffering because the heroes realize
these are designed to be non-lethal, the “actors” and
stuntmen involved always carry a spare load of real
ammunition tg keep the action moving. The reason
they are designed to be non-lethalis because they are
justauditions and The Director wants the heroes all
unharmed before the final cuts and filming begin.
The Director actually doesn’t care if the heroes or
bystanders live, die, or get crippled tor life. Heisina
hurry to get to his revenge, and doesn’t want to have
to keep doingauditions over and over because every-
onein them dies. He also gets sick pleasure out of the
herges never knowing whether or not the danger is
rcal or fake, and making it a peint to play with their
emotions. Theaction is the important thing, though,
and The Director only cares for someone’s well being
ifit helps his movie.

Becausc these crimes are being committed almost
cntirely by normal humans with normal weapons,
the GM may decicle thatthese crimes are too easy for
a large group of powerful heroes to prevent. If this is
the casce, it is recommended that the GM split a hero
team up sostoppingthese crimes remainsachallenge
for the characters. 1t the GM does split up the heroes,
itissuggested thathe runs each of thecrimesin secret,
so each player will have the opportunity to discover
thefake explodingblood packsand other surpriseson
hisown. The GM canalso add to or subtract from the
total Stuntmen invelved in each crime, dependingon
the strength of the hero-group. However, before you
decide to really beef up a particular erime, make sure
yourcad all the way through it and take the situation
into account as well. Each crime is intentionally
designed to have a large numbers of civilian bystand-
ers in danger, and while the villains might be easily
defeated inastraight fight, it will be significantly more
difficult to do it without a few innocents being se-
verely injured or worse.

The GM should also feel free to add more crimes if
he wants a group of heroes to have to each individu-
ally stop a crime, or to reduce the number of crimes
ifhe has a small group of heroes that are all involved
in at least one crime carly on. The important thing is
that eachcharacterisinvolved instoppingat least one
movie-genre crime,and that The Directorgets himor
his actions on film.

In all cases, The Dircctor will have a plethora of
cameras, microphones, and speaker-systems set up
somewhere near the crime. These will either be al-
tered equipment already present (like the security
cameras and intercom system in The Bank Hold Up,



for example) or through the use of his infinite supply
of flyingmini-cameras. Assoonasany player ever gets
within camera range, The Director will begin giving
acting directions. These directions might include
phrases like, “More witty banter!” or “Try not to
finish disarming the bomb until the train gets right up
onyou!” or “Boring, boring. Put more feelingintoit!”
etc. At the same time he will be giving his Stuntmen
directionslike, “OK, nowshootup the normals so the
action keeps moving.” or something similar. The
Director has also had Foley, his soundman, arrangea
minute’s worth of appropriate dramatic music to be
playing in the background of every crime. If a GM
comes up with any particularly clever specific music
or songs, feel free to use them.

While most of the Auditions involve fake explo-
sives and rubber bullets, thisshould notbe obvious to
any of the players right away. If at any time The
Director thinks the characters are 100% sure the
danger is not worth worrying about, he will give the
code command “Cowboy!” On this command the
Stuntmenknow to change to real bullets and to make
everythingaslethal and as messyas possible. Specifics
are given with each Audition. The Director likes to
fool people with his special effects and make them feel
stupid when they fall for one of his tricks, but the
actionistheimportantthing. Hehas no qualmsabout
killing innocents if it makes his movie look better or
the heroes more dramatic.

Act 1, Scene I: The Bank Hold Up

The heroes should hear about this first crime
through whatever technique ismostcommonin their
campaign. Whether or not they catch word of the
bank robbery on a news flash, notice it via a silent
alarm attached to their crimewatch computer, or just
happen to pass by while on patrol, the GM should
arrange for them to arrive on the scene while the
crime is still well underway or just starting.

As the heroes approach the bank, they should be
able to notice one circa 1940 antique car parked in
front ofthebankand oneinthe alleyway behindit. It
should alsoprobablybe easy tohear aburstor two of
automatic gun fire coming [rom within the bank.

Inside, five of The Director’s Stuntmen aredressed
in gangster outfits (complete with black pen-striped
suits, overcoats, and fedora hats) and robbing the
bankwith Tommy Guns. Stuntmen One and Twoare
covering the two entrances to the bank, Stuntmen
Three and Four are pointing their gunsat the civilians
lying face down on the floor, and Stuntman Five is
attaching a rather large bundle of dynamite to the
door of the bank vault. There is one civilian lying up
against the wall with several large bloody bulletholes
in his chest, and all of the bank guards have been
disarmed and are lying on the floor with the others.

While this appears to be just an ordinary bank
robbery with nostalgic criminals, none of the
Stuntmen have any real hope of escaping the bank
with any money (their dynamite, for example, has
little chance of even denting the modern vaultdoors),

and are actually just stalling until some heroes arrive
to try and stop them. Their Tommy Guns are loaded
with rubber bullets, and the one “biceding” civilian is
anactor (whoactually believes he is playinga partin
a movie) who had been rigged with a few of The
Director’s fake exploding blood packs (-4 perception
Images vs. normalsightand sound only). Thereisalso
one other rather attractive civilian actor in the crowd
on the floor who is also rigged with fake exploding
blood packs, just waiting for the right moment to
jump up and shout a warning or something equally
stupid so she can get “shot” as well.

The Director ismonitoring and (ilming this Audi-
tion through the security cameras and intercom sys-
tem already present in the bank. Tle is controlling
these via radio remote control from his studio apart-
mentacross town, and will begin giving acting direc-
tions as soon as the first heroes are detected entering
the building,

As with all the Auditions, the purpose of all this is
justto lure super-heroes to the scene and then lesting
toseeif theyare good enough to star in The Director’s
latest movie. Hisintentistohave Stuntmen One, Two
and Three attack any heroes entering the bank while
Stuntmen Four and Five threaten and possibly at-
tempt to hurt the civilians lying on the floor. The
Director willalmost certainly direct Stuntman Five tg
throw the dynamite into the crowd of people if the
others fall too quickly.
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"The Stuntmen know they are very probably going
to get caught and then later released on bail, and as
such have a temporary +15 PRE Defense against
threats to give up or come peacefully. They are not
stupid, however, and ifany of them are getting killed,
tortured, or thelike, theywillmakealtemptsat escape
very realand will lose this temporary PREbonus. The
Director does not necessarily want his Stuntmen
defeated, andifitlookslike awoundedcivilianand a
burning fuse on a bundle of dynamite would keep
thingsexcitingandallowatleastsomeofhisStuntmen
to escape, than he will order it.

The Tommy Guns (.45 Thompson SMG) give the
shootersa +2 OCV, hold 50 rounds, and fire autofire
up to 5 shots. When loaded with rubber bullets they
do 4d6 Normal Physical Attack damage. If The Direc-
tor gives the “Cowboy!” command, it will take each
Stuntmanone full phaseto changeammodrums,and
then the guns do 1d6+1K with a +1 Stun Multiplier.
Stuntman Five has eight sticks of dynamite bundled
together instead of a Tommy Gun. If he uses these
separately they do 5d6 EX each, and if he uses the
whole bundle it will do 11d6 EX. It will take him %
phase to light the fuse and another % phase to throw
the dynamite. The dynamite will not explode until
three segments later, and any reasonable way of put-
ting out the fuse will prevent this.

The 1940 getaway cars have DEF 2, BODY 9, DEX
10, SPD 2, Move 7x8, Max 112. They will be lucky to
getaway [rom anything, and heroes should seriously
question why anyone would pick such slow vehicles
for any reason other than looksif they really expected
to get away even from the police.

Act], Scene II: The Damsel in
Distress & Great Train Robbery

Shortly after the bank hold up, The Director will
attempt to get a reel of film to one of the player
characters using every means available. If the players
haveahideout with a publicID or if there is any well-
known way to contact them, The Director will use the
simplest and most obvious method of getting the
movie dip to them (like mailing it, for example.) He
will be very persistent about getting this film clip to
them, and will nol stop until they have scen it. If
necessary, he might even have it shown on national
television (obviously cutting intoa normal program)
if all else fails. His goal is for some heroes other than
the ones that were involved in the bank robbery get
involved in this Audition, becausc ifat all possible he
wants Lo seeas many different heroes in action as he
can. Ifit looks like the same heroes may be going to
solve all his Auditions, he might arrange for two or
cven three of them to occur at the same (ime.

The film is in black and white, hasbeen antiquated
soitlooks old when played and is silent except for the
piano playingthe background music. It starsonly two
people. The first is a scedy-looking man wearing a
long black cape-coal, a black hat, and a long thin
waxed mustache (this is 'The Director in disguise.)

The second person is currently tied to the railroad
tracks. It will either be one of the player’s DNPCs
(Regardless of gender, The Directorwould cheerfully
dress up a man likea woman for this audition) or the
famousandbeautiful actress Lisa L. Liebowitz (GM’s
choice). After the Director mouths some threats,
wrings hishandsand lets out a few sinister laughs, the
screen will shift to show the words “If you don’t give
me the deed to your ranch I’'m going to blow you all
to bits!” The scene will cut to a close up of the person
tied to the tracks, showing the person scream in
genuinehorrorandrevealing thattheyarealso tied to
amassive amount of dynamite. Afterthe victimlooks
terrified for a few seconds, the screen will show the
words “Oh no! And here comes the four o’clock train
now!” and then fade to black.

The railroad where this was filmed is the Q & Q. If
any of the characters have read the paper that day,
they have a chance of knowing that the new “Port-
Air” passenger trains have included whatever city the
characters operate in or near as part of their new
extended route, and the first arrival is due at 4:10 PM
that day. The newspaper article clearly states where
the Q & Q railroad is, when the train will arriveand
roughly whereits routeis located. If the GM wants to
give the players more of a challenge or cryptic clue,
then give anyone with appropriate knowledge skills
(trivia, old movies, railroads,. .. ) or deductionachance
to notice the similarity between “Port-Air” and the
name Porter. The newspaper article, combined with
the fact that The Great Train Robbery was filmed by
Edwin S. Porter, should allow the players to find the
right railroad and place before the four o’clock dead-
line (no pun intended}.

The GM should try and estimate how much time
it will take for the players to figure out where the
railroad is and how long it will take for them to get
there. Theidea is for the players to arrive at the train
track as close to four o’clock aspossible. Naturally, the
train that is coming is filled with people.

When the players do arrive, they will notice several
floating mini-cameras hovering around the area and
abovethe “Damsel” tied to therailroad track. Some of
these cameras will zip in for occasional close upswhile
otherswillstayback to capture the wholescene. There
are eight of them buzzing around with DEF 3, BODY
3, 10" of flight, and a DCV of 8. There arc four niore
stationary cameras hidden around the areawith a -6
on perception roils to be noticed. Each camera is
“capturing the moment” onfilmwhilealso transmit-
ting the picture back to The Director on video. The
eight flyingmini-camerasalsohave speakerson them
soThe Director can givehisactingdirections fromhis
studio located miles away.

TheDirectoralsohasthreespeakershiddenaround
the area (with a-4 on perceptionrollsto spot by sight,
+3 to locate with targeling soundl) that each have one
minutes worth of background music programmed
into them. Foley will either have these play onc right
after theother for three minutes or one right after the
othcr as soon as one of them gets destroyed. As with



all the Auditions, should the GM come up with any
particularly clever music or songs or if the GM wants
to hold one of the speakers back for a dramatic
moment, feel free to do so, The Director’s primary
concern here is making a good film and, until one of
the speakers actually starts playing music, Foley can
reprogram its minute of playing time to virtually
anything she wants from the hideout miles away.

Anyonemakinga demolition roll will beableto tell
that the “Damsel” is tied to the railroad track and the
dynamite with a special cord that causes an explosion
whenbroken. Anyone makingtheir perceptionroll at
-4 will notice that the dynamite and the cord are fakes,
although they will probably not figure out right away
they are part of one of The Director’s patented
FlamoBombs™. This explosive array can be disarmed
with a standard demolition roll, although the GM
might want to modify the roll slightly if the train is
bearing down on the heroes as they work. Failing the
roll by any amount will set off the harmless but very
realistic looking explosion.

After either the explosion goes off or the “Damsel”
is freed, the players will notice that a small section of
the track has been removed from underneath the
“Damsel.” This section is just big enough so that the
train will probably derail ifit gets to it. While most of
this crime is non-lethal, this derailing train possibility
should be an obvious probable disaster if allowed to
happen. The train isgoing fastenoughthataderailing
would probably kill or seriously injure most of the
people on board. It will not be able to brake enough
to preventa crash and only by physically stopping the
train or somehow repairing the track can the passen-
gers be saved from at least 2d6k or 8d6 Normal
Physical Attack damage (50/50 chance for either per
passenger). Whether or not the train derails, the
playersstopit, the players fix the track soitgoes onby
or whatever, The Director will signal his men to
perform the trainrobbery as soon as theactionseems
to be lagging for an instant.

The men are Stuntmen Six through Ten and they
have been hiding in a deserted derelict building 100
yards (about 17") down the trackwhere the trainwas
headed. They are all riding horses and dressed as
cowboys with black hats on their headsand bandan-
nas over their faces. The horses have SPD 3, and a
movement rate of 18", See Champions fora complete
write-up of the horses.

Stuntmen Six through Nine are armed with two
Colt .45, and Stuntman Ten carries a 12 gauge,
sawed off, double-barreled shotgun. The pistols ev-
eryone has out in their right hands have been loaded
with rubber bullets and the shotgun has been loaded
with rubber shot. These pistols have a +1 OCV, and
do 4d6 normal damage. The shotgun hasa +2 OCV,
a -2 range modifier, is reduced by range, and does
2x4d6 normal damage. While the shotgun only has
twoshots, in all other respects these guns are the same
as the ones in Champions. In addition, Stuntmen Six
and Seven each have four sticks of real dynamite (5d6
EX) that they will throw to break open the train, to

endanger passengers so that the players might waste
their time saving them, and to do anything else The
Director tells them. They are also each wearing hid-
den earphones, so in case the players destroy all the
mini-cameras, they canstillreceive directions. Should
communications be entirely disrupted, they are still
capable of robbing the train on their own.

Naturally, The Director has planted yet another
out-of-work actor (thisonedressed as an old lady) on
the train who is loaded with fake exploding blood
packs and just waiting to get “shot” by one of the
Stuntmen. Note that this actor is in disguise, and may
be recognized as not really being an old lady by
anyone making an appropriate perception roll. This
roll should only be allowed if someone is paying
specificattention to theactor, and thenin addition to
being modified by range, other penalties should be
applied for the civilians getting in the way and for the
actor being mostly concealed from view after flying
back into the train compartment after being ‘shot’.

The Stuntmen involved have the same +15 PRE
defense that the first five had under the same condi-
tions. The second pistol that all of the Stuntmen
exceptStuntman Ten carryisloaded with real bullets,
although they will reload (taking a full phase) the first
pistol rather than drawing these unless The Director
gives them the “Cowboy!” command. Stuntman Ten
has an entire pocket of real shotgunshells that he can
load if necessary, and he is proficient enough to be
abletoload hisshotgunin %2 phaseifhemakes his Fast
Draw roll. When loaded with real ammunition, the
pistols do 1d6+1K with a +1 Stun Multiplier, and the
shotgun does 2 %4d6K with a +1 Stun Multiplier,
reduced penetration, and is reduced by range (losing
2 DC of damage for each Range Category: -2 DCat 5-
8",-4 DC at 9-16" etc.)

Act II, Scene I: Previews of
Coming Attractions

After The Director has learned everything he can
learn from his auditions, he will send very finely
crafted invitations to his private screening room fora
little sneak preview of the movie to come. Itshouldn’t
take the heroes much effort to find the address on the
card, and nothing unusual will happen to them on
their way there.

When they arrive, they will find The Director’s
studio apartment is void of anything but a popcorn
machine, a movie screen, several chairs, a movie
projector, and several infrared electric eyes along the
floor (the cheap kind, bought at a local electronics
store). Anyone tripping an electric eye (which are
very visible to someone with Infrared Vision) will
cause thelights to dim, the popcornmachine to turn
on, and the projector to start. This is very simply
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rigged up to the electric eyes, and anyone with even a
familiarity in electronics should be able to figure this
out with only a little effort.

The film that will appear on the screen shows the
heroesreactingin each of the Auditions they havejust
gone through. With appropriate sound effects, dub-
bing, and background music, these Auditions have
been altered enough that they appear much more
dramatic than they really might have been. All The
Director’s stage directions have all been edited out,
and the heroes will actually be watching a well made
movie of themselves.

Atthe end of the film, The Directorappears on the
screenand introduces himself (this is the first time the
characters see him or should know who he is) and
thenhintsabout them starringinanupcoming movie.
He says filming starts today and from now on, things
are for real—so give it everything you’ve got. Break a
leg, break two arms, break your back...At the very
end of the film, he also hints that at tomorrow’s
matinee, oneverylargecrowded theater per character
“...will be filled with deadly criminals who will wound
and possibly maim and kill unless you heroes can stop
them!” He fades off saying that the heroes will be

contacted and given a list of these endangered the-
aters later.
A thorough examination of this studio apartment
10 might reveal a few pieces of wire that Gaffer left
behind, a few scraps of the negativesleft over from the
ScenArIO ONE editing of the Auditions, and a small crude picture

that The Director sketched on the wall of a man with
the head of a bird (unbeknownst to the characters,
this is Ra/Mr. Raymond from the next scenario). If
the heroes question the apartment manager, theywill
discover that the apartment was rented for the last
threemonths by aman who paid in cash, and signed
the lease “B. Keaton”.

ActII, Scene II: The Final Cuts

Meanwhile, while all thatis going on, Key Grip will
attempttobreakinto theheroes hideout (if they have
one) or work places or hangout or whatever, and rig
it with deadly traps for The Director’s “final cuts.”
These traps all involve axes, saws, giant scissors, etc.
and just act as one last test to make sure the heroes
have what it takes to be in The Director’s movie.

Key Grip will have plotted the different directions
the heroes came from to get to each of the Auditions
(as they all took place in four different comers of the
local metropolis) in hopes of triangulating the loca-
tions of where the heroes” hideout mightbe if ithas a
secret ID or location. If Key Grip has absolutely no
chance of finding the heroes’ hideout location, if the
heroesdon’thave one, or if itislocated in some place
completely inaccessible to him (outer space, for ex-
ample) thenhe will rig up a hotel room with the traps
instead.

The GM should assume thatKey Griphasaccessto
any knowledge that has ever been made public about
the heroes” hideout and lives. Any traps or security
devices that he can find out about ahead of time he
will be prepared for. If necessary, he can have Gaffer
rig him up something from Gaffer’s Variable Power
Pool thatmight help as well. The GM should give Key
Grip the benefit of the doubt wherever possible, but
iftheheroeshave a base thatisjust too well protected,
Key Grip should probably end up being caught.

If Key Grip manages to successfully find and break
into the heroes base (or whatever), he will set up a
series of traps within it. These traps are all listed and
described indetailin Key Grips character description
as part of a Gadget Pool. Typically, Key Grip will set
these upinindividual’srooms, or placeswhere some-
oneislikely to encounter them alone like a shower or
kitchen. Each one of these traps attack with an OCV
of 6 if a hero trips the trigger (sitting on his bed,
turning on the shower, etc.). The traps can be discov-
ered and disarmed by standard security systems rolls,
or heroes can set them off by triggering them from
outside the hex of effect (throwing something on the
bed, for example).

IfKey Grip cannot find or get near the heroes base
(or they don’t have one), then he will rig these same
traps up in alocal hotel suite. When he isfinished, he
will try to get an anonymous message to the heroes
telling them that the list of endangered theaters has
been placed in that hotel room.

In the event that Key Grip gets captured, The
Directorhasbeen very careful to limit whatinforma-
tion Key Grip has had access to, While Key Grip will
obviously not tell anyone anything if he can help it,



various skills and powers that heroes tend to have
(interrogation, seduction, telepathy, etc.) will prob-
ably end up getting at least something out ofhim. He
is also very prone to making up outrageous lies. He
knows where thestudioapartmentis,and hehasbeen
told to return there when he is finished (he does not
knowitis currently empty, or that The Director plans
on picking him up in a few days after he is sure Key
Gripis notbeing followed or watched). Key Grip also
knows what The Director looks like under his mask,
and thatheis planning on using theheroesin hislatest
movie. He is fairly friendly with Gaffer, Foley, and
Best Boy. He knows Gaffer is a technical genius and
can build almost anything (including Kingzilla), he
knows Foley deals entirely with sound equipment,
and he knows Best Boy is the resident strong man. He
has seen the Director’s Chair and knows what it can
do, but The Director has used the Mind Control on
him to preventhim fromspeaking aboutit(hegetshis
next modified EGO roll to break free in 3 weeks. He
needs to roll a 10- unless something changes to
modify the roll), although telepathy and thelike will
easily get around this, and specific questions about
weaponry combined with severe torture would prob-
ably be enough to warrant another EGO roll with
possibly a +1 or +2.

If Key Grip goes to set traps in the heroes” home or
base, then he will not have the list of endangered
theaters on him or have read it, and The Director
plans on sending it to the heroes afier he is sure they
have at least discovered the traps. If Key Grip has had
to set the traps up in a hotel suite, he will actuallyplace
that list in the room, but he will stick it to one of the
blades of one of the traps. If the characters pass the
Auditions and make the final cutsand are stillin good
enough shape to continue, then they arein the movie.
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Act I1I1, Scene I: Makeup,
Costumes, and Understudies

This part of scenario is devoted mainly to The
Director attempting to Mind Control various
paranormals (particularly, player characters) and kid-
nap the stars, producers, directors,and studio execu-
tiveshewantskilled. While gettingthe “normals” that
he wants really won’tbe much of a problem for him,
Mind Controlling the heroes is a very crucial part of
the scenario, and GMs should be particularly careful
when running this section. The Director will have
face-to-face contact with heroes that are very prob-
ably much more powerful than he is, and there is a
good chance of something going wrong as faras he is
concerned. He will take extensive precautions in case
something does go wrong, and his primary objective
in that case would just be to escape. GMs should take

extra lengths in suiting this section to the particular
heroes thatare playing. While GMs should obviously
not “cheat” tomakesureeverythinggoesrightfor The
Director, they should also try and playhim asintelli-
gently and cautiously as possible.

The primary way The Director plans on Mind
Controlling the heroes is through the endangered
theaters. There is one theater per character, they are
fairly evenly distributed around the city, and they all
are playing matinees at the same time. The “crimi-
nals” that The Director hinted at that are supposed to
be in the theaters are really just innocent unsuspect-
ing civilians. One or two people in each theater have
had a significant amount of Flamegel™ hidden under
an extra layer of cardboard at the bottom of their
super large popcorn bowls, Thesewere snuckinto the
theaters’ inventory the night before by a random
member of The Director’s gang. At some point dur-
ingthe movie, these Flamegel™bombs will go off, with
the effect that the people holding them will appear to
spontaneously burst into flames. While not only a
source of potential viewing entertainment, these will
also very probably cause a panicin the theatersas well.
Since the Flamegel™ looks like a firebut actually does
no harm, itis technically not really a fire. Since yelling
“Fire!” in a crowded theater when there isn’t one is
also illegal, then theoretically everyone who does it
will be a criminal. The way these “criminals” will
wound and/or maim will be by trampling each other
trying to gel out of the theater.

During the chaos of a “buming” theater, The
Director, Foley, and Stuntmen Sixteen through
Twenty will be trying to catchheroes by surpriseand
Mind Control them. They have timed the explosions
so that during the course of a two hour movie they
shouldbeableto go toseveral of the theaters, oneright
after the other. The Director’s intent is to Mind
Controlafewoftheheroesintobelieving that theyare
characters in various scripts he has written up for
them, and for the heroes to completely follow the
directions in the scripts.

The GM should have The Director try to Mind
Control up to four of the heroes or halfthe number of
player characters in the hero group, whichever is less.
More than half the heraes being under his contral
would greatly unbalance things. There are four he-
roes from the Champions team specifically suggested
at the back of this scenario in case he can’t get any of
the player characters, but even one Mind Controlled
player character would grealyadd to the flavor of the
game, The GM should take each hero aside and play
each ofthemin the theatersseparately to maintain the
surprise element.

The Director’s primary plan is as follows: Some-
time during the course of the movie, The Director
and Foley will take over the projectionbooth. Ineach
theater, one usher will have been replaced with one of
the Stuntmen Sixteen through Twenty earlier that
morning. Once the Flamegel™ goes off in the audi-
ence, the “usher” will rush out and help people find
exits while searching for any heroes that might be
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somewhere nearby. The Stuntman usher will turn on
his flashlight and point it at any heroes he spots to
signal Foley. As soon as the panic starts to fade or a
heroisspotted, Foleywill setoff soundsofanother fire
and horrible screaming coming from up in the pro-
jection booth. Theintentis for a heroto come rushing
up to the booth and right in front of The Director’s
Chair where he will be staring directly at the Mind
Control Limelights. In the event the Mind Control
fails for some reason, the usher Stuntman has a
concealed pistol (a.45 Automatic, +1 OCV, 1d6+1K
with a +1 Stun Multiplicr) that he will begin firing at
random to cover The Director’sescape. Foley will use
her sonic energy blast if necessary, and The Director
has only chosen theaters that have windows in the
projection booths that he can fly his Director’s Chair
through.

As long as the Mind Control keeps working, The
Directorwill continue from theater to theater until he
has up to four of the heroes or half the number of
player characters in the hero group, whichever is less.
If be fails on one of them but he and Feley escaped
safelyanditlookslike theherowill be busy forawhile,
The Directormight continue on toanother theater. If
he failsand gets captured, he will cancel all plans until
he can get sprung on bail, although depending on
character actions thescenario could be ended prema-
turely. In any event, if it looks like there is no chance
of him successfully Mind Controlling any of the
player characters, or if he iscaptured and then sprung
on bail, he will go and Mind Control the four mem-
bers of the Champions team suggested for the sce-
nario, and GMs may assume that those attempts are
successful. [f The Director only gets away with one or
two player characters, and narrowly escapes another,
then he won’t mind mixing player characters with
some of the Champions so that The Grand Finale is
fought with about even odds.

Act ITI, Scene II: Set the Stage

As soon as 'The Director has his cast of super
“stars,” he will have Best Boy start kidnapping the
Hollywood personalities The Director hatesso much.
For the most part, these kidnappings will occur with-
outthe player charactersbeingable todo much about
them (involving drugged punch at a fake celebrity
party), but if the players have somehow lcarned of
theseearlierin thescenario (precognition, timetravel,
etc.) the GM should allow the players to interfere.
This should be avoided il possible, but if not, the
players should have little trouble stopping Best Boy.
He is too overconfident to think he needs any help,
andilheroes shawupat the party, hewillactively (and
very probably stupidly) attack them,

Meanwhile, any heroes (be they player characters
or the Champions) that have been Mind Controlled,
will be driven to the site of The Grand Finale. Thewill
be given scriptstoread along theway, and they will be
fitted into costumes as soon as they arrive. The site is
on a major intersection of the local metropolis that

has had the streets cordoned off. Any physically ca-
pable Stuntmen from earlicr sections will be there
doing cheap tricks to gather a crowd, and several
normal stage hands will be working {rantically to
build sets, fix cameras, and adjust costumes. Unless
the characters have come up with some incredible
way of spying on this or getting there carly, the player
characters should come in only on the last second or
two of this.

Ifeverything goes right for The Director, he should
have time to Mind Control the number of heroes he
needsand setup The Grand Finale with plentyoltime
tosenda“Hollywood Tours” bus to each of theother
theaters to pick up the rest of the heroes. This bus will
be driven by some normal driver, and she will take
whatever heroes get on it to the site of The Grand
Finale. By the time the heroes get there, alarge crowd
(includingunsuspectingpolicemen whoactually think
areal movie is beingfilmed) will have assembled, and

will cheer the heroes as they arrive.
INNANNNNINNAAAADAANNNADAANANA

The Grand Finale

The four sets and scripts that follow are designed
for use with the four Champions suggested with the
scenario. The GM should use the appropriate sets for
any heroes The Director has Mind Controlled. Player
characters Mind Controlled by The Director should
either be put in sets that closely match their powers
and abilities, or the GM should design new sets to
match the particular player characters in his cam-
paign. Ifplayers have old allies or the GM has some of
his own hero NPCs he wants to use, he should go
ahead and doso. Themore theplayersknowwho they
are {ighting the more dramatic the moment will be,
which is what The Director is looking for.

These sets have been created with The Director’s
48" radius Images vs. normal sight, normal sound,
and infrared vision. They are created out of wooden
fronts,cheap props, 3-D projectors,andlarge painted
glassshectbackgrounds. They willonly last 5minutes
before they fall apart, run out of film, break, or so
forth.

On each set, a mind-controlled hero thinks he or
she is movie acting and must kill the Hollywood
personalities The Director has planted on the sets.
Theyhave also been instructed to try and kill anyone
clse who interferes, particularlyany other super pow-
ered beings within eyeshot, The scripts have becn
exceptionally well worded so as to stress as much as
possible that no matter how real all of the “killing”
seems, it will be done with more of The Director’s
spectacular special effects. Any killing that occurs will
in fact be real, but The Director wants to fool anyone
with a Code Against Killing or the like into thinking
theyaren’t doing anything wrong. When The Direc-
tor yells “Action!” anyone under the Mind Control
will completely become the character in the script
they have read,and will follow it as closely as possible.
All four of the sets should spring to life at once.



It is important to note, that the player characters
who didn’t get Mind Controlled will end up fighting
other super powered heroes, and they will know they
are fighting other heroes. While these Mind Con-
trolled heroes think they are onamovie they won’tbe
pulling any punches, and they will really be trying to
kill innocent civilians in the process. The GM should
play on the fact that the heroes are not trying to stop
villains, but their partners in the fight against crime.

All the “extras” on these sets (the government
officials, military agents, haunted house trespassers,
executive producers, etc.) are all the Hollywood per-
sonalities that The Director wants killed. The GM is
encouraged to use any famous Hollywood personali-
ties the player characters might have heard of, or to
invent new ones like Steven Iceberg or George Mucus
or Nickel Marshal. All of these personalities are still
drugged from Best Boy’s kidnapping, and they are
just able to perceive the danger they are in without
being ableto actonit or evenreally tell anyone much.
Theyareallassumed to have OCVs, DCVs,and ECV's
of 1, and are incapable of more than a SPD of 1 or a
movement rate of 1". If the player characters some-
how prevent Best Boy from kidnapping these ‘extras’,
they will be replaced with eager audience volunteers.

While these four separate movies go on at once, the
air will again be filled with flying mini-cams. Other
cameras will be hidden in buildings and on the street
and some will even be carried by volunteers from the
crowd. Those scenes being shot in buildings where
the audience can’t see them will have video shots
transmitted to large TV screens outside near the
assembled crowd. The crowd should get a relatively
good view of everything that occurs on all four sets.

The Director will personally oversee The Grand
Finale because itis so important to his movie. He will
hover over the streets yelling directions, comple-
menting actors, filming on the three cameras at-
tached to his chair, and shouting jokes and explana-
tions at the audience to keep them interested. At this
point, The Director is so caught up in the movie that
nothing else matters to him. He wants spectacular
fighting, he wants massive destruction, and he wants
all the Hollywood personalities he had kidnapped to
die in his film. He will only consider trying to escape
when there is absolutely nothing left for his cameras
to capture, either by everyone being dead or by the
fighting ending. Even if his chair was destroyed, he
was leftbeaten and bleeding in a street, and he had all
his clothes ripped off of him, he will still joyfully yell
something like, “Of course you know, this will getme
an ‘R’rating!” ifhe thought oneofhis cameras might
catch it. Until he can’t improve his movie anymore,
even the maddest, most futile gesture is possible (and
probable,) if it adds drama to the moment.

In the event that the action does stop on the four
sets and concentrate on just him, he has prepared a
possible escape route. He has loaded himself with his
exploding fake blood packs, and his Director’s Chair
with any Flamegel™ he has left over from the theater
fires. Any Stuntmen that are still in relatively good

health will be nearby in their old costumes and what-
ever weapons they had will have been replaced and
loaded with real bullets. Best Boy and Foley will also
be nearby if they are able and still strong enough to
fight. Anyone who was captured and imprisoned will
have been freed on bail, although injuries will still
remain, and The Director will not have anyone who
is too wounded show up for The Grand Finale. The
Director hasalso given acouple ofpolice officer in the
audience blanks for their guns, and has convinced
them to fire at him if he is attacked by any heroes.
Using the Flamegel™ and the blood packs as cover
(althoughmostheroesprobably shouldn’tfall foritat
thispoint), he willleap offhis Director’s Chair (which
should be hovering about 15" or so in the air) and fall
flaming and bleeding into the Airbag he has con-
cealed under a large pile of cardboard rubble and
garbage. This rubble should give him atleast tempo-
rary cover, and possibly allow him to escape into the
open manhole under the Airbag. There is also a
chance he will use this flaming/bleeding/falling trick
to distract the heroes and lure them in close enough
to use his megaphone NND attack, or the blade
hidden in his riding crop.

If the players haven’t seen or heard of action news
reporter Jessica Black (Midnight Blue) by now, she
should be in the audience, ready to capitalize on any
mistakes the player characters might make.

If GMs are using any of the Champions in this
section, they should consider whether or not the
Champions are powerful enough to keep the Finale a
challenge. If the player characters are significantly
more powerful than the Champions, the GM should
either give them more points, or if it is available, use
the more experienced versions of the Champions
provided in Champions Universe. Otherwise, these
are the same Champions as provided on page C3 of
Champions.

Act IV, Scene I: War of the
Planets

On one corner of this massive intersection, a huge
spaceship-looking thing is hovering over an office
building. The “star” of this set is either Quantum
(from the Champions) or someone the GM has
chosen for it. If it is a player character or one of the
GMs NPCs, it should either be an energy related
character,oronethatatleastlooks thepartofanalien.
If a character has energy powers but looks relatively
normal, the GM may assume The Director had some
silly rubber alien costume waiting for them.

The office building is only two stories tall, and has
had asign placed over it thatreads “U.S. Government
Planning Installation. Authorized Personnel Only.”
Itis actually just a small investment firm’s headquar-
ters, but the stage hands have redone it so it appears
asanimportant governmental agency. All the regular
inhabitants have been replaced with Hollywood per-
sonalities all dressed up as politicians, government
agents, and high ranking military officers.
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Quantum (or whoever read the script while Mind
Controlled) will think that she is starring in an alien
invasion movie, and that she mustkill all the “impor-
tant government officials” within the building, and
then any super powered defenders of the planet. The
spaceship is actually a plastic/wooden model sus-
pended from hidden wires attached to nearby taller
buildings. It is DEF 2, has 15 BODY total, circular
with a 2" radius, and only weighs about 200 kg. Each
of the wires that hold it are DEF 4 and have 2 BODY.
Thisspaceshipis entirelyincapable ofanythingother
than sitting 1" above the top of the building (butnear
the edge where everyone can see it), blinking mult-
colored lights, and occasionally emitting some un-
usual science fiction sound effects.

Quantum has been dressed in an all green rubber
suit with antennae and extra tentacles, and will try
and make her attacks as visually spectacular as pos-
sible (this is a Science Fiction movie, after all) while
causing significant damage to the building and at-
tempting to kill as many “government officials” as
possible. She will attack any heroes that enter her set
or attack her first, but she will not leave her set if at all
possible. If forced to leave her set, she will return to it
as soon as she can.

Act IV, Scene II: Red Daybreak

Inavacantlotacross the street, either Defender, or
someone the GM has chosen for this
set will believe that he is the leader of

The Sovietagent’s script plainly tells the actor that
he won’t be able to understand any English (and no
amount of Mind Control will be able to teach him
Russian, but they won’tknow that) and that he are to
completely destroy any military resistance and then
goon to kill any U.S. super agents he happens to run
across.

Defender will attempt to bolo any heroes that
happen to enter his set, but will concentrate more on
usinghis suit’sgreat strength to smash up the bunkers
and their inhabitants first. His opening attack will
probably be to go pick up the flaming tank chassis
(whichonlyweighsabout 25 tonsbecauseitismissing
its turret) and throwitat the nearby normals. During
the fight, he will particularly target any heroes that
have patriotic costumes or that even have costumes
with a lot of blue and/or white in them. If all the
“soldiers”areremoved (by whatever means) from his
set, he will leave to attack the nearest hero he can find.

Act IV, Scene III: Jason Goes to
Hollywood

The next building on theintersection is a hotel that
has had its name changed by the stage hands to the
Sherri Holland Hotel. Thisis where famous peoplein

themovieindustry are supposed tostay, and is the set
of “Jason XXVI: Jason Goes to Hollywood.”

an elite Soviet task force with the
mission of infiltrating the U.S. and
assassinating top military agentsand
officers. If the “star” of this set is a
player character or one of the GMs
NPCs instead of Defender, it should
either be someone with brick powers
or some form of high technology.
Whoever it is will have the symbol of
the USSR (youknow, back when they
had a symbol...) on their chest sur-
rounded by a circle of yellow and a
costume all of red.

Whoeverisplaying theSovietagent
will be starting on one side of the
vacant lot, with a small unit of “army
soldiers” (more Hollywood person-
alities dressed in camouflage) posi-
tioned in bunkers and trenches on
the opposite side of the lot. The bun-
kers are cheap wooden imitations,
and the ‘soldiers’ are armed with
weapons that only make shooting
noises and sounds of explosions.
There is also a burning old Army
surplus tank chassis over in one cor-
ner of the lot.
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The “star” of this set is Seeker or someone else the
GMhas chosen for it. Whoever plays the killer should
probably be a martial artist of some sort. The killer
will be dressed in black leather, with a ski-mask over
his face and carrying a foot long butcher knife.

The hotel looks well protected from thieves, as
there are bars over every window, including those
nextto fire escapes. These are painted wooden dowels
that The Director had his stage hands put there, and
theyhavea DEF2and BODY 1each. Mostofthelights
in the hotel have been intentionally broken, and the
windows have been covered with thick curtains, so
there are plenty of shadows and concealed dark cor-
ners. Strangely enough, all the “extras” in thisset (you
guessed it, Hollywoodpersonalities) areintentionally
left alone on different floors of the hotel.

The “star” believes that he is Jason Quagmire,
homicidal killer of several slasher movies. The script
says that the virtually immortal villain is tired of
making sequels, and is going after the producers and
directorsin charge ofthemovieproduction. Of course,
being a homicidal killer, he will also have to go after
anyone who has ever worked on the making of one of
his movies to make sure they don’t make any sequels,
and then after anyone who has seen one of hismovies
just to make sure they don’t make any sequels, etc.

Whoever plays Jason will stalk the hotel hoping to
jump out and terrify whoever he can before attempt-
ing to stab his victim. The actor will wait for appropri-
ate screams, and then occasionally let someone think
heis getting awayin order to crash through awalland
surprise him again. This killer should be relatively
indiscriminate as to who is attacked, and heroes
should be stalked the same as the “producers” and
“directors.” The killer mightalso be whispering things
like “Kill kill kill...Jason Jason Jason...” over and
over again, which tends to give away his position.

Act IV, Scene I'V: A Ghost’s Tale

Finally, completing the square, is a small apart-
ment building that The Director’s stage hands have
converted to look like an old, bumt-up, dilapidated
ruin. Unless the GM has chosen someone else, Soli-
taire, dressed ina white, torn, tattered hood and cloak
and robe, will be the ghost “star” of this set. If the GM
planonusingaNPC orplayer characterin thisset,she
should have a character conception relating her to
something ghostly or undead or dark, etc.

According to this set’s script, the “star” is the ghost
of a long dead madwoman who lives only to cause
pain, torment and death to those who still live—
starting with those who have dared trespass onto her
sacred restingplace. Those “trespassers” are thelast of
the HollywoodpersonalitiesThe Directorwantskilled,
and are all dressed in high school letter jackets, foot-
ball uniforms, letter sweaters, or cheerleader outfits.

Solitaire will spend a few rounds terrifying the
“trespassers” by howling like abansheeand using her

Teleportation and Telekinesis before she begins kill-
ing them. Once they are all gone, she will leave to
attack whoever is closest to her (be they extra, hero,
star ofanother set, or whatever) This scriptwasmore
vague than the others, and it ispossible that Solitaire
could even end up attacking The Director and com-
pany if any of them happen to be closest to her.

AMAMAAAAAAAAAAMANANNNA
The Surprise Ending

Like all good screenwriters, The Director recog-
nizes the value of a good surprise and shocking
ending to a movie. No matter what the outcome of
The Grand Finale, The Director’s mini-cams will
have sent footage back to the hidden dark room
where Gaffer has been monitoring the battle. He has
the equipment necessary to edit the movie together
and get it into final product form.

Theindividualwhohassecretlyfinanced thiswhole
movie operation is Mr. Raymond (aka Ra), who has
also arranged to have the movie released that sum-
mer. Mr. Raymond has also instructed The Director
and Gaffer to hide subliminal messages into the
copies of the movies going out for viewing by the
general public. If The Director is captured he will hint
at this surprise ending, but unless the player charac-
ters have some form of mind reading capability, that
is about all he will reveal.

The subliminal messageis designed to make audi-
ences want to become super heroes. Mr. Raymond is
in charge of his mega-corporations project to give
normal humans super powers through the various
Super Camps he is secretly financing and setting up
around the country. The Director has no idea why
Mr. Raymond wants people attending the Super
Camps, but he knows that there ismore to them than
meets the eye. The Director is convinced that what-
ever the reason, Mr. Raymond has something evil in
mind for whoever goes to see The Director’s movie,
and The Director naturally enjoys the irony of it all.

This scenario should end after The Grand Finale
andbefore Gafferhasachanceto doanythingwiththe
movie clips. Possibly stopping Gaffer and learning
about the subliminal message are covered in the
beginning of thenextscenarioin thismini-campaign,
“We Want You!”

GMs should take heart in knowing that if The
Director’s movie (Titled, “Hollywood’s Last Laugh”
) ever does make it to the silver screen, even with the
subliminal messages removed, it will become a cult
hit and The Director will have a constant source of
income for future films. The Director will also prob-
ably have added a few more people on his list of
‘Black-balled’ actorshewantskilled ifhe was defeated
by any of the player characters....
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AAAAAAAAAAAAMAAAAAAAAAAAN
Curtain Call

The Director

Background: Victor Isenburghad been obsessed with
themovieindustryforaslongashe can remember. As
he grew up, he would go to see everymoviethatcame
out atleast onceand, if he thought they weregood, as
many more times as he could afford. Originally, he
was fascinated with the wonderful fecling a really
good movic would give him and he always wanted to
be able to give that same fecling to others. He took
Karate, boxing, gymnastics, and actinglessonsand he
even worked at a costume shop in hopes of someday
gettingachancetobreakintothemovieindustry asan
actor, stuntman, or even a director. After four long
years at college majoring in communications, he
went on to get his Master’s Degree in Radio, Televi-
sion, and Film Production. Confident of his abilities,
he packed up his bags and headed off to California to
seek his fortune in Tinsel Town. After severalyears of
rejection and failures, he finally got his big break; the
chance to direct his own film. Due to disagreements
with the producers and several of the actors, there
were major delays in filming and each day’s delay put
him that much more over budget. Cracking under
the stress, he began grow paranoid. His fears were
only confirmed when a gas main blew up near the
studio where he was filming. This

deserves, and films that will feature the spectacular
death of eachand every person in the movie industry.
Quote: “Pay no attention to the man behind the
curtain!” or “I'm afraid I can’t do that Dave” or
“We’re on a mission from God,” etc.

Personality/Motivation: The Director nowtreats the
world as a massive set for his creations. After the
accidentthat thrust him into his current mental state,
hehaslost almost all grip on reality. Hisonly purpose
in life now is to entertain the world with the death,
humiliation and crippling of Hollywood personali-
ties. Every word he ever speaks is a either a quiotation
from a famous movie or play or something related to
themovicindustry. Heis obsessed with filmingevery-
thing he does and with making everything he does
worthy of filming. No matter what the situation, he
cannotresist the ridiculously dramatic as he believes
either heis outside a ‘scene’ looking in or that what-
ever is happening tohimis part of some script thathe
will joylully follow.

Powers{ Tactics: The Director has no real powers and
relies entirely on his skills and gadgets to accomplish
his ends. Whenever The Direclor canceives a crime,
it almost always involves something related to old
movies. His favorite tactic is using his Director’s
Chair to hypnotize some super-typeand then having
him do the fighting for him. Whenever he uses his
chair, he is very careful to give his orders in explicit
detail or via ascript. Healso makes suretoinform the
target that theinstructions include something that he

explosion caused a fire in the studio
and, by the time Victor arrived, the
building was a raging inferno.
Determined that months of work
would not go to waste, he rushed into
the burning building to save hismovie
clips. Just as he found his negatives,
the ceiling collapsed, leaving him
trappedunderburning wood towatch
as his only chance at stardom melted
before his eyes. The next thing he
remembersis waking up in ahospital
bed with burns over 80% of hisbody.
With all that happened to him, he
finally crossed the line into insanity.
Cheated out of his great dream, he
now swears to put his years of train-
ing and studying to work and to get
revenge on all the Hollywood per-
sonalities that must have done this to
him. Heis convinced that they delib-
erately set the fire that destroyed his
film to cut their losses. He hates them
all and has made a long list of every-
one of them he needs to kill. He
decided tobecomethe greatest direc-
tor the world has ever known, mak-
ing films that will delight people ev-
erywhere, films that will finally get
him the credit and fame he so richly




The Director

Val CHA Cost Roll Notes

Disadvantages: 150+

15 STR 5 12- 200 kg; 3d6 [1)
20 DEX 30 13- OCV:7/DCV:7
15 CON 10 12-
10 BODY 0 11-
15 INT 5 12- PER Roll 12-
10 EGO 0 11- ECV:4
18 PRE 8 13- PRE Attack 3%d6
2 COM -4 11-
6 PD 3
5 ED 2
5 SPD 20 Phases: 3,5, 8, 10,12
10 REC 8
30 END 0
30 STUN 5

Total Characteristics Cost: 92
Movement: Running: 6"/12"  Swimming: 2"/4"

Powers & Skills

Distinctive Features:

Horrible Burns on whole body (20)
Hunted by:

Police, 11- (20)

Super-Villain Group, 11- (25)
Psychological Limitation:

Must do everything as a movie (20)

Overconfidence (15)

Hatred for Hollywood personalities (15)
Public Identity: Victor Isenburg (10)
Reputation: Killer (extreme), 8- (10)
Watched by:

The Underworld, 11- (10)

Villain Bonus (136)

Total Disadvantage Points: 431

Sample Gadgets for Power Pool

Combat Training:
Combat Levels: +1 Level w/ all Combat (8)
Gadget Pool
160 pt. Variable Power Pool, All powers must
be Foci (224)
Martial Arts—Stuntfighting (17):
Maneuver OCV DCV Damage
Martial Throw +0  +1 3d6+v/S
Martial Dodge +0 +5 Dodge
DefensiveStrike+1  +3 3dé6
Offensive Strike -2 +1 7d6
Megaphone: (OAF)
Sonic Blast: EB 4d6, NND (hearing protection),
Reduced by Rng (17) [4]
Riding Crop Blade: (OAF)
HKA 1d6 (2d6 w/ STR), 0 END (11) [0+]
Mental Defense: 14 (12)
Presence Defense: +12 PRE, Defense only (6)
Practical Movie-Making Training:
Acrobatics 13- (3)
Combat Driving 15- (7)
Combat Pilot 13- (3)
Contortionist 13- (3)
Demolitions 13- (7)
Disguise 13- (7)
Familiarity with Air Vehicles (2)
KS: Film Production 15- (6)
KS: Old Films and Plays 15- (6)

Total Powers & Skills Cost: 339

Total Character Cost: 431

will be violently opposed to doing. Thisisbecause the
chair normally only has enough power to work 12
times per day and he doesn’t like to waste charges
rewording his orders or reinforcing his commands,
Most of his crimes are committed by hypnotized
normals or hired out-of-work actors and criminals
while he directs the whole thing from someplace far
away. He will film and watch the crime through his
flying-mini-cams while giving acting tips and stage
directions through any nearby speaker system he will

The Director’s Chair (OIF):

Limelights: Mind Control 25d6 Mind Control, 12
Requires Eye Contact with Target (45) [12¢]

Spotlights: Flash 4d6 Flash vs. all Sight, 1 Charges
(11) [1Lc]

Propellers: Flight 10" Flight, 1 Continuing Charge,
Lasts for 1 Hour, Full phase to activate (8)

Special Effects:

Props: Images -4 PER Rolls vs. normal sight, normal
sound, and infrared vision, AE 48"r, IAF
(FlamoBombs™, 3-D projector, painted glass
Charges, each lasts for 5 minutes (48)

Protective FlameGel™; Images -4 PER Rolls vs.
normal sight and infrared vision, Time Delay, IIF,
No Range, 8 Continuing Charges, each lasts for 1
turn (19)

Exploding Blood Packs: Images -4 PER Rolls vs.
normal sight and normal hearing, IIF, No Range,
12 Charges (13) [ 12¢]

Remote Controlled Speakers and Recordings: Images
-4 PER Rolls vs. normal sound, IAF, 3
Continuous Charges, each lasts for 1 minute (11)

Airbag: Flight 10", AL | hex, OAT Trigger (Must fall
on it), Usable by others, | Recoverable Charges,
Requires | minute to inflate, Bulky, Fragile, No
Range, Can only be used to subtract velocity from
fall, can only slow or stop fall (5) [ 1rc]

FlameGel™ and FlamoBombs™ are Deathfilm Inc.
trademarks for its special pyrotechnic devices.

have had rigged or planted carlier. Hegivesdirections
to everyoneon the “set,” friend or foe,and adramatic
ending is far more important than whatever the
original crime was. He will remain oul of combat as
long as possible, preferring to direct rather than
actually interfere, buthe is notafraid to leap dramati-
callyinto the“scene” if he thinksit is necessary. When
he does fight, he will try to disorient adversaries by
blinding or deatening them with his chair lights or
megaphone, and then he will either makea dramatic
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exitor attack them with the bladehidden in hisriding
crop. He al o likes to use harmless movie explosions,
blanks in guns, fake blood, sound effects, and dis-
guises to confuse opponents.

Appearance: As might be expected, The Director
wears high brown leather boots, riding pants, a long
sleeveshirt with ascarftuckedin around the neckand
a French beret. To hide his horribly burned and
disfigured face, he wears a combination of the two
theatrical masks with the smilinghalfonone side and
the frowning half on the other. He also carries his
riding crop and megaphone whenever he isn't in
some disguise.

Favored Films, Tricks, and Special Effects

The following is a <etailed description of The
Director’s gadgets, tricks, and taclics he uses within
Deathfilm Inc.

The exploding bload packs (“squibs”) are used to
simulate people gettingshot. Aftertheyare hiddenon
a person (either on the skin or under clothing), a
simple trigger scts off the minor explosion that makes
it appear like a bullet just hit whoever is wearing it.
Each charge is sufficient to simulate any number of
holes of almostany size for one person provided they
all go off within one round. The Director loves to
convince normals or actors that they are extras in the
filming of a real movic and then rigging them with a
few of these devices. When the going gets rough, he
triggers a few of the blood packs. Everyone hears a
shot and sees blood splatter from someone who acts
as though they have just been wounded, thus provid-
ing enough confusion for The Director to escape or
get an edge over his opponents. Occasionally, he will
use these to enhance the dramatic effect of one of his
“scenes” or use them on himself so people will think
lieisshotand leave him alone longenough for him to
escape or to attack them when he has them surprised.

The protective FlameGel™ can be used in several
different ways, much the sameas theexploding blood
packs. They allow anything man-sized or smaller to
go upinmassive flames for one turnwithoutharm. It
comesinabottlethatcanbeapplicd onskin, clothing,
inanimate objects, thrown likc a Molotov Cocktail,or
whaltever, The special patented chemical mixture
allows the tlames to radiate heat just like regular fire
(which is why it looks normal to folks with infrared
vision) while they areactuallynet hot enough toburn
paper. This fire is very shortlived, however, and goes
oul in abouta turn. The Director uses these to simu-
late people trapped in burning cars or to give him an
excuse to leap into a nearby river and vanish, to
intimidate and impress others, or to even occasion-
ally imitatc super-powers.

The Director’s sound engineer, Foley, has an ex-
tensive library of sound effects, accumulated over the
years (including voices), thatshecan employwith the
useof herremotecontrolled speakers, These speakers
have a small computer in them that allows them to
play back or simulate any noise or sound The Direc-

tor wants. However, the batteries in each of these
speakers only allow for about oneminute of continu-
ous playing. The Director often uses these to confuse
opponents by playing cries for help, by imitating the
voices of someone they know, or by otherwise throw-
ing in sounds that just don’t fit the particular situa-
tion. The Director also uses these for dramatic music
or background sounds in a ‘scene’ he is doing,

The FlamoBombs™, 3-D projector, and shect glass
paintings arc used to simulate the really big special
effects. The FlamoBombs™ create a massive explosion
that does virtually no damage and a flame similar to
that found in FlameGel™ for about 5 minutes. This
can be used to simulate a city block blowing up, a
skyscraper on fire or an oil tanker bursting into
several orange fireballs. Throughout the 5 minute
burn time, as many or as few explosions as The
Director wantscanoccur in anyamount of the area of
effect thathe wants. This must be determined as the
bombsare setand cannotbechanged once they begin.
The 3-D projector and sheet glass paintings are usu-
ally used for massive scenery changes. Other props
such as backdrops or fake building fronts can be
included in this category as well. Sometimes The
Director will placeone outside someone’s windowto
make them think their house is flying through space
orhe’ll usethem toputadesertoraghost townin New
York City so the western “scene” will look right. The
projector only hasbatteries for 5 minutes of continu-
ous play and any backdrops usually fall apart on their
own in about the same time.

Oneof The Director’sfavorite toysistheairbag. He
loves dramatically leaping off the roof or through the
window of a tall building, only to land safely on the
hidden airbag just when someone thought he was
going to be spread all over the pavement. This is one
of his preferred methods of escaping opponents who
cannot fly, This is also a good way to intimidate
blindfolded hostagesand getinformation from them
without hurting them. It guarantees no damage to
anyonefalling 10" (about5 storics) or less, and signifi-
canlly reduces damage for heights above that. The
Director usually will notuse it for falls of greater than
30" (15 stories), which would allow about 5d6 of
damage to get through. The bag is actually much
bigger than | hex inarea but only the center hex of it
provides any protection to the person falling. It is
important to note thatas soon as one person hits the
bagitdeflates,andanyoneelse hittingitheforeitisre-
inflated—no matter how close they were behind the
first person—will get no benefit from it.

Any of these gadgets in the gadget pool can be
redesigned by someone with the know-how (usually
Gaffer.) The Director always suits his effects to the
“movie” he is working on and its “actors.” He has
beenknown to spend weeks studying super-powered
beings to learn their powers and weaknesses—some-
times even creating “auditions”—in order to write
the script and prepare the sct for his next “produc-
tion.”



Example: If he knew a super-powered being was
blind and saw with sonar or radar, he might adjust
his images accordingly. If he found out someone
had a tendency 1o go berserk when insulted, you can
bet that person will stumble across a hiddden speaker
loaded with insults just when it is least convenient
for him to go berserk.

While most of these gadgets are designed to simu-
latecffectsand, as a rule, tend not to harm surround-
ingspectatorsorproperty, The Directorhasnoqualms
about killing or harming or destroying whatever is
necessary to accomplish his ends. He prefers not to
for several reasons. First, it is so the police will not
have any more evidence against him than they have
already. Second, helikesto havea happyaudienceand
you can’t do that if you keep killing them off. Third,
he loves to make people feel stupid when they fall for
one of his tricks, Finally, he likes the idea of pcople
thinking everything he does is fake so, whenever he
throws in something real, it really takes them by
surprise. [f he were to find out the death of a normal
would cause a super-type a nervous breakdown or if
he thought the real thing would better suit his needs,
he wouldn’t hesitate to replace FlameGel™ with na-
palm, add a second completely useless airbag outside
awindow, or give hishenchmen plenty of real bullets.

Whatever The Director does, he films itall, I-le has
quite an supply of hidden, (lying and man-portable
movie cameras, video cameras, and TV transmitters
thatare always nearby. Ifany of the movies he makes
are any good, he might sell it to a movie company,
take over a TV broacdcasting station and show it on
TV, or perhaps just send a copy of the super-types’
screw-ups to them and to their relatives, to their
enemies and to the authorities, On rare occasions, if
he gets beatenandstill thinksitwas doneina dramatic
enough manner, he will show the greatest honor he
ever could to a super-powered being by producing
the film ofhis own defeatand sendingitto thevictors.

Key Grip

Background: James Ienkle has been shunned by
society all his life. He grew up on the streets of Los
Angeles experimenting with every form of crime or
scam that could earn him any money. Nothing was
toodishonestorlowfor him. The Director found him
a three-time felon about to be convicted for a good
deal of the rest of his life. The Director recognized his
talents and sense of creativity, posted bond forhimin
exchange for his service, and had Gaffer supply him
withallhiscurrentequipment. Key Gripisstill wanted
for several major crimes, and has never shown up for
the trial The Director posted bail for.

Quote: “Hey, maybe we can work something out—
Look! a baby wolf!”

Personality/Motivation: Key Grip is essentially an
opportunist with no personal morals whatsoever, He
is fond of The Director’s methods and the steady
monthly income hepayshim. Thesc are the two main
reasons Key Grip continuesto work for The Director,

FHeis notparticularly loyal to The Director, but he has
grown to fear his authority. James choose the name
KeyGripunder The Director’'s movie genre,although
he hasno idea that a Key Grip has nothing to do with
keys. He is rather proud of his lockpicking abilities,
and hasrecently taken to trap setting asan interesting
change of pace. Key Grip has never heen much on
fighting, preferring to run away or talk his way out of
violent situations and then hiring someone to go get
revenge for him later—usually Best Boy. Key Grip is
anaturalliar,and isquite fond ofmakingup themost
outrageous tales whenever it helps him. He is not
timid, but as he says, cautious.

Powers/Tactics: Key Grip rarely engages in combat,
and when he does it usually involves a cheap shot
from behind. He will use his Persuasion skill wher-
ever possible,and is notashamed tojust turnand run.

Thetrapshecarties weredesignedby The Director
and created by Gaffer. They can only be changed by
Galfer and then only between scenarios. He has to
drive them around in a van because theyare all to big
to carry around on his person. l1e will go to great
tengths to set them up correctly-—even to the point of
endangering himself-—as a matter of pride. All the
“Final Cut” traps have simple triggers that can be
detected with appropriate perception rolls. Key Grip
often uses his concealment skill to put these triggers
ontheoppositesidesofdoorsor some other place that
couldn’t be seen usually until the trap is already
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Key Grip

Val CHA Cost Roll Notes

Disadvantages: 150+

13 STR 3 12- 150kg;2%d6 [1)
18 DEX 24 13- OCV:6/DCV:6
12 CON 10 11-

9 BODY -2 11-

13 INT 3 12-  PERRoll 12-

10 EGO 0 11- ECV:3

10 PRE 0 11- PRE Attack2dé
8 CcCoOM -1 11-

5 PD 2
2 ED 0
4 SPD 12 Phases: 3, 6,9 12
5 REC 0
24 END 0
22 STUN 0

Total Characteristics Cost: 45
Movement: Running: 8'/16"  Swimming: 2"/4"

Powers & Skills

Combat Levels: +1 OCV w/ Blackjack
Gadgets:

70 pt. Variable Power Pool, All Powers must be (86)
Blackjack: HA +2d6, OAF (3) [1+]
Escape Maneuvers:

STR +17, Only to escape Grabs & Entangles (6) [2+]

Hearing PLR Rolls -+2 (4)

Running-+2 “ (2) [1/5"]

Street Scum Skills:

Climbing 14- (5)

Concealment 12- (3)

Contortionist 13- (3)

Double Jointed (3)

Gambling 12- (3)

KS: Trap Setting 13- (4)

Lockpicking 15- (7)

Persuasion 13- (7)

Security Systems 15- (9)

Shadowing 12- (5)

Sleight of Hand 13- (3)

Stealth 13- (3)

Streetwise 11- (3)

Total Powers & Skills Cost: 165

Total Character Cost: 210

sprung. They are all bulky enough that he can only
carry them one at a time, and he has had quite a bitof
experience running back and forth to set them up.
Heprefersto set the droppingbattle-ax and guillo-
tine blade over doors, concealing them as mentioned
above, The giant saw blade, once launched, goes
cutting down a long line (usually cutting up floors or
carpets) until it eventually falls over and stops. It is
very fast, but loses velocity quickly (thus the Reduced
by Range). Key Grip loves to put this onein closetsat
the end of long hallways in hopes of cutting everyone
in its path. He usually puts the giant scissors under
beds, and when they go off, they usually end up
cutting the bed in half. The chainsaw pendulum
usually gets set above chairs or couches. The bladed
boomerangs are designed to surprise those who have

Hunted by:

the Police, 11- (20)

Psychological Limitation:
Dishonorable: Always lies or takes advantage (20)
Public Identity: James Henkle (10)

Watched by:
the Underworld, 11- (10)

Total Disadvantage Points: 210

Sample Traps and Gadgets

“Final Cut” Traps

Battle-Ax and Guillatine Blade: 2d6 HKA 2d6,
Trigger (Different Every Time), IAF, 2 Requires 1
minute to set up, Bulky (10) [2rc]

Giant Scissors: HKA 112d6, AE 1 Hex, Trigger
(Different Every Time), IAF, 1 Recoverable
Charges, Extra Time: Requires | minute to set up,
15- Act, Bulky 10) | 1 rc)

Chainsaw Pendulum: HKA 1%de, AP, Trigger
(Different Every Time), IAF, 1 Recoverable
Charge, Extra Time: Requires 1 minute to set up,
15- Act, Bulky (10) [ trc]

Giant Buzz Saw Blade: HKA 1d6+1, AE 18" Line,
Trigger (Different Every Time), IAF, 1
Recoverable Charge, Extra Time: Requires 1
minute to set up, Bulky (10) [ 1rc]

Bladed Boomerangs and Launcher: HKA d6+1,
Indirect (Any Direction), Trigger (Different
Every Time), IAF, 2 Recoverable Charges, Extra
Time: Requires 1 minute to set up, Bulky (10)
[2rc]

Other Gadgets

Body Suit: Invisibility vs, Radar, TR, and Active
Sonar, OIF, I Continuing Charge lasts for |
Hour, Will not work when wet, 15- Act, Extra
Time: Requires ene phase to warm up (10)

Lackpicks and Electronic Kit: Lockpicking, 22-,
OAF, Concentration (0 DCV), Extra Time:
Requires full phase to activate hefore lockpicking
attempt (10)

already discovered a trap or two. They are aimed at
placeswhereKeyGripsuspects “cautious” people will
stand when they set off triggers they have discov-
ered—particularly hitting them from behind while
heroes face the trigger. All of these trapsattack with an
OCV of 6, and appropriate modifiers for surprising
someone or trying to hit someone being “cautious.”

Appearance: Key Grip careslittle for his appearance
and usually comes offlooking like an unkempt skinny
ruffian. When on a specific mission, he usually wears
his all-black stealth suit the Gaffer made him, with a
fullcompliment of Mechanical, Electronic,and Mag-
netic lockpicks on his helt. His blackjack is usually
hanging from a lcather thong on his wrist, and the
power pack for the stealth suit rides on the small ofhis
back. Key Grip also always wears a pair of sunglasses,
even al night, although they usually don’t alter his
vision any. His physique appears muscular but thin,
and his features are all rather sharp.



Gaffer

Background: For Kevin Sanchez, life as a geek was
relatively uneventful. His unusually high intelligence
sethimapart from hispeers, and he spent many years
being left alone to tinker with his inventions.

Despite his brilliance, bad luck seemed to follow
him everywhere and keep him from the fame and
fortune he deserved. While his inventions worked
fine for others, they always broke or shorted out
wheneverheused themtoapplyforagrantorpatent.

He eventually developed a bitterness for mankind
andaninferiority complextogo withit. Oneday,after
he saw an ad for one of the first Super Camps, he
enrolled in one in hopes of giving himself some
confidence and purpose. After an initial IQ test the
head of the Super Camp, Mr. Raymond, personally
adopted Kevin as his personal project,

Utilizing the new experimental alien technology,
Mr. Raymond implanted computerized enhance-
ments in Kevin's brain. They were part of the first
generation of alien technology, and as such are con-
sidered relatively crude by modern alien standards—-
although still far beyond anything that could be
found on 20th Century Earth,

Kevin Sanchez was originally slotted to be one of
the Raymond Project, but was later assigned to work
for The Director. Going along with The Director’s
insane dclusions, Kevin adopted the name Gaffer
after the most technically oriented member of a
movie crew he could think of.

Quote: “You know, I could fix that for you.”

Personality/Motivations: Gaffer is mostly over his
past inferiority complex, but he still bears a general
bitterness towards society. Inventions are still his
greatest love, but he now finds that being the link
between conspiracies can be interesting. He does
whatever The Director tells him to, but his firstloyalty
is to Mr. Raymond, who he has seen only in his Ra
persona. He knows everything The Director does
furthers Ra’s plans, and Gaffer is quite capable of
keeping The Director happy while serving and re-
porting to Ra, Gaffer is also aware of how often his
luck has interfered with his plans, and now invents
almostexclusively for others, ashisinventionsusually
always fail when he makes them for himself.

Powers/Tactics: Gaffer’s extensive scientific knowl-
edge and memoryare tremendouslyenhanced by the
alien computer chip implanted in his brain. Itis a
small 1.5" x 1.5" chip that fits into a small slot under
afake patch of hairon the back of Gaffer’shead. It was
designed for easy access, and can be removed with a
simple push of a button just beside the slot. The fake
patch of hair would be difficult to spot normally,
exceptthatGafferisoften rubbingitand revealing the
slot, The computer chip also sets up a small electro-

magnetic field around his head that protects him
from mental attacks,

As an added protective measure, Mr, Raymond
had this chip interfaced with some other important
parts of Gaffer’s brain and central nervous system.
Gaffer can use this extra interfacing to override the
scientific knowledge and photographic memory in
order to project a blast of concentrated mental en-
ergy. Knowing that he has this ability is primarily
what helped him raise his low self-esteem, although
he will only use it in an emergency situation because
he feels naked without his enhanced memory and
extra knowledge.

An unsuspected sideeffect of all this alien technol-
ogy is that it has made Gaffer sensitive to psychic
emanations. This Mental Awareness was unplanned,
and Gaffer hasnotasyetreporteditto Mr. Raymond.
It exists even without the alien computer chip,
Appearance: Gaffer is an inoffensive looking His-
panic man with balding long scraggly hair, a large
thick mustache, a noticeable gap between his two
front teeth (he is almost always smiling), crows feet
beside his eyes, and a slight weight problem. He
usually smokes a pipe and wears a tan jumpsuit with
lots of pockets and loops for tools and spare parts,
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Gaffer

Val CHA Cost Roll Notes

8 STR -2 11-  75kg; 1%d6[1]
13 DEX 9 12- OCV:5/DCV:5
8 CON -4 11-

9 BODY -2 11-
25 INT 15 14- PERRoll14-

19 EGO 18 13- ECV:6

15 PRE 5 12- PREAttack 3d6
10 COM 0 11-

2 PD 0

2 ED 0

3 SPD 7 Phases: 4, 8, 12
4 REC 0
20 END 2

18 STUN 1

Total Characteristics Cost: 49
Movement: Running: 6"/12"  Swimming: 2"/4"

Powers & Skills

Computer Chip (IIF, Fragile)

Multipewer 70 pt pool (47)

u - Sciences (18- each): Physics, Nuclear Physics,
Mechanical Engineering, Mathematics,
Psychology, Geneties, Biochemistry (6)

u - Eidetic Memory (1)

u - Ego Attack Ego Attack (7) [7]

Mental Defense: 14 (7)

Mental Awareness (3)

Tech Skills:
Computer Programming 14- (3)
Electronics 16- (13)
Inventor 17- (9)
Lightning Calculator (3)
Mechanics 15- (11)
System Operations 14- (3)
Street Skills:
Forgery 13- (7)
Spanish, Fluent Conversation (2)
Streetwise 8- (1)
Total Powers & Skills: 123

Total Character Cost: 172

Disadvantages: 150+
Psychological Limitation:
Low Self Esteem (5)
Unluck: 3d6 (15)
Villain Bonus (2)

Total Disadvantage Points: 172

Best Boy

Background: Robert “Bif” Rogers was born into a
very rich family in one of the better parts of southern
California. Spoiled as a child, he went through life
never having to work, and often ignoring cverything
except for his exploits at the local beaches. After years
of doing nothing but socializing, surfing, and lifting
weights, his parents finally demanded he get some
kind of a job. Later, when they discovered he had
chosen a life of drug smuggling, they disowned him.

Bifrefused to lose hiswardrobeor hisother expen-
sive habits, and continued to do whatever would
provide the funds he needed to uphold his social
image. [n the shady years that followed, Bif learned
how to use a gun, how to fight, and how to work
among the underworld.

‘The Director eventually heard about Bif’s high-
priced tastes, and hired him under the promise of
fame, fortune, and therich life he deserved. Bif choose
the name Best Boy both as part of his arrogance and
as part of his igmorance of whiit a Best Boy really is
(usually an assistant toa gatfer). To insure Best Boy's
loyalty, The Director had Gaffer alter Best Boy’s
favorite narcotic, making it three imes more addic-
tive, Special chemicals used in the making of the drug
also tend to speed up Best Boy’s reflexes and increase
his tolerance to pain when he takes excessively large
doses of it.

Quote: “Give up guy, you're hopelessly outclassed.”
or “Dude!” or “Dude?” or “Dude.” or “Duuude.”
Personality/Motivation: Best Boy is quite arrogant,
and to him appearance is cverything. A combination
of growing up spoiled and being a drug addict have
made him rather overlysensitive to insults. His over-
confidence also makes him one of those people who
alwaysannounce orexplain everything they do, natu-
rally assuming everyone wants to hear il.

Whenever possible, he will spend his free time
working out on weights, trying on new clothes, or
buying something clse that he believes will improve
hissocial status. Best Boy is probably the most loyal of
The Director's henchmen, not only because of his
addiction to a drug only Gaffer knows how to pro-
duce, but because The Director really does go out of
his way to keep Best Boy living in significant luxury.
Powers/Tactics: Best Boy’s only real power comes
from the narcotic breather he always carries around
with him. While he takes small puffs on an hourly
basis to curb his addiction, he can squecze up 1o two
huge doscs out in combat. This drug speeds up his
melabolism to the pointwhere he becomes unusually
strong, fast,andresistant to pain. I he takesbothlarge
dloses in one day, he will only have enough drug to
curh the addiction for one more hour, and he will
start taking darnage two hours after the second large
dose. He usually forgets this in the heat of battle.
Appearance: Best Boy always wears somestylish vari-
ety of designer suit, favoring rings, silk lics, and the
color white. His hair is short, curly, and golden
blonde, while he generally trics to keep his skin dark



Best Boy

Val CHA Cost Roll Notes

Disadvantages: 150+

20/30 STR 10 15-  1600kg;6d6 [3]
1520 DEX 15 13- OCV:7/DCV:7
17/20 CON 14 13-
12/13 BODY 4 13-

9 INT -1 11- PERRollll-

8 EGO -4 11- ECV:3

15/20 PRE 5 12-  PRE Attack 4d6
16 COM 3 12-

6/22 PD 2

3/7 ED 0
5 SPD 25 Phases: 3, 6, 8, 10, 12
10/13 REC 6
40/46 END 3 Stats after slash
40/48 STUN 10 includedrugbonus

Total Characteristics Cost: 92

Movement: Running: 9"/18"  Swimming: 2"/4"

Powers & Skills

Strect Scuffle Training:
Combat Levels: +2 Levels w/ Combal
Range Levels: +2 Rng Mod w/ Machine Pistol
Martial Arts—Brawling: (25)
Maneuver OCV DCV Damage
Killing Strike -2 0 2dé6K
Sacrifice Throw +2  +1  8d6, You Fall,
Target Falls
Defensive Strike +1  +3  8d6
Offensive Strike -2 +1 10d6
+2 Damage Classes (Added In)
All Damages included increased STR from Drugs.
Without drugs, Best Boy does 2d6 less damage.
The Killing Strike remains the same.
Drug Inhaler: (OAF)
Increased Characteristics: +10 STR, +5 DEX, +3
CON, +1 BODY +5PRE, +14 PD, +3ED, 2 (17)
Machine Pistol: (OAF)
RKA 1d6+1K, AFS, 2 clips of 30 Charges x40, 15>
Jam Chance (15) [2x40]
Lack of Weakness: -10 (10)
Running: +3" (6) [1/5"]
Drug Dealer Skills:
Interrogation 12-/13- (3)
KS: Drug Trafficking 11- (2)
Persuasion 12-/13- (3)
Shadowing 14- (9)
Streetwise 12-/13- (3)
Tracking 11- (3)
Idle Rich Boy Skills:
Combat Driving 13- (14-) (5)
KS: Physical Fitness 12- (3)
KS: Surfing 13- (3)
Mechanics 12- (5)
Total Powers & Skills Cost: 133

Total Character Cost: 225

Berserk when:
Insulted, 11-/11- (20)
Dependence to:
Special Narcotic in Breather, Uncommon, 2d6/hour
(10)
Distinctive Features:
Designer Clothes, Personalized Equipment (5)
Psychological Limitation:
Narcissist/Health Nut (15)
Overconfident (15)
Watched by:
the DEA, 11- (10)

Total Disadvantage Points: 225

andtan,evenin winter. Heonlycdlrivesexpensive cars
with gold trim and accouterments, and they all have
personalized license plateswith “B BOY” written on
them. His machine pistol stays in a custom made
alligator hide holster, and it has an ivory hand grip
with “3.B.” stamped on it in 24K gold letters. Il there
is some new stylistic fashion or fad sweeping Calitor-
nia (and/or sometimes New York), Best Boy will
almost always be dressed in it. He tends to prefer
standing ata profile when making dramatic speeches
in order to show off his rather prominent chin.
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Foley

Background: Like The Director,
LauraNiven had alwayswanted to be
apartof themotion picture industry.
She moved to California right after
graduating from high school, and
began trying to work her way into
“The Business.” Her first opportu-
nitycamein thesoundeffects depart-
ment. She learned quickly and spent
a significant amount of time away
from work studying up on what
would make her better at her job.
After scveral years she becamie a
respected soundengineer,and finally
got to work at a high position in a
majormolien piclure, However,dur-
ing the filming of the movie, old
equipment caused a major sound ef-
fect to go off while Laura was still
selting it up, resulting in Laura’s par-
tial deafnessand several angryactors.
Numerous heated arguments fol-
lowed, and she was eventually fired
because she refused to apologize to
the actors for something that wasn't
her fault. The same night she was
fired, she broke into the sound room
oftheset, stole severalhundred thou-

sanddollars worlh ofequipment,and
then erased the entire soundtrack to
the movie.

Not surprisingly, even though nothing was ever
proven, no movie producers wanted the services of
Lauraafter that incident. The Directorheard of her
through the “you'll never work in this town again”
grapevine,and ittookalmost noeffortto talk her into
joining The Director’s band. Laura began to call
herself Foley, named after her old job, and with the
help of Gaffer has managed to alter mostof the stolen
sound equipment, as well as create a special hearing
aid to compensate for her partial hearing loss.

Quote: “You see, my amp goes to 11.”

Personality/Motivation: Foley is still in the stage
where she is violently angry at Hollyweod for her
hearing loss and (or getting fired after several years of
hard work. She is not insane about it like The Direc-
tor, and she would prefer bankrupting most of the
movie industry rather than killing thosewithin it. She
will actively help in anything that harms Hollywood,
but she won't personally kill anyone if she doesn’t
have (o.

Foley does sympathize with The Dircctor due to
the similarity of their situations, and she is relatively
loyal to him. She is not quite vehement enough to die
for The Director though, and would probably think
twice about taking aseriousbeating for him. She does
understand that she will get out on bail if she is

captured, and does take pride in being able to work
with sound equipment again.

Powers/Tactics: Most of Foley’s powers come from
her modified sound equipment, although the Flash
Defense vs. Hearing comes from her partial deafness.
Her hearing aid compensates for this impairment,
andwhensheconcentratesand adjusts thesettingson
it, she can hear into areas normal humans can’t. She
carries a dampener gun and a dampener generator
that cancel out sound waves in a certain area. Foley
usually uscs these to help someonc do what would
normally be a loud job without being noticed, or to
weakenanysoundrclated powergsuper heroesmight
have. Around her waist is a ring of very efficient
speakers and miniature amplifiers that Foley can use
to deafen foes or to temporarily stun them.

Appearance: Foleyis an average sized womanwith no
particularly distinguishingfeatures. She usuallywears
atantrenchcoatto hideher equipment, (particularly
the speakers around her waist) and tends to prefer
tennis shoes and other comfortable clothing. Her one
trademark is a baseball cap she always wears with the
nameofthe lastmovie she ever worked onwrittenon
it. GMs can either name the title on his cap after a
movic they didn’t particularly like, or use the title
“Flying-Rodent-Man” instead.



Foley

Val CHA Cost Roll Notes

Disadvantages: 150+

11 STR 1 11- 100 kg; 2d6 [1]
16 DEX 18 12- OCV: 5/DCV:5
12 CON 4 11-

10 BODY 0 11-

17 INT 7 12- PERRoll 12-

13 EGO 6 12- ECV: 4

14 PRE 4 12- PRE Attack 22d6
10 COM o0 11-

3 PD 1

2 ED 0

4 SPD 14 Phases: 3, 6,9, 12
4 REC 0

24 END 0

22 STUN 0

Total Characteristics Cost: 55
Movement: Running: 6"/12"  Swimming;: 2"/4"

Powers & Skills

Combat Training:
Combat Levels: +2 Levels with Flash and Suppress
Belt Speakers: (OIF)
Sonic Blast: EB 8d6 EB, AE 4"r, Personal Immunity,
No Range, 2 Charges x2, 14- Act, No Knockback
(20) [2¢]
High-Frequency Sonic Blast: Flash 3d6 vs. Normal
Hearing, 4 Charges, 14- Act (10) [4c]
Sound Field Dampner: (OAF)
Darkness vs. Hearing Sense Group in a 4" Radius, 3
Continuing Charges each last for 1 minute, 14-
Act (17)
Dampener Gun: (OAF)
Suppress: 8d6 vs. Sound Special Effects (1 at a time),
4 Continuing Charges each lasts for 1 turn, 14-
Act(17)
Flash Defense: 5 Hearing (5)
Hearing Aid: (IIF)
Hi-Range Radio Hearing, Concentration (2 DCV)
(7)
Radio Listen, ITF (Hearing Aid) Concentration (V4
DCV) (2)
Ultrasonic Hearing, Concentration (%2 DCV) (2)
+5 Hearing PER Rolls
Foley Artist Skills:
Electronics 11- (3)
KS: Motion Picture Industry, 12- (3)
KS: Music, 15- (6)
KS: Sound Effects, 15- (6)
Mimicry 14- (9)
Total Powers & Skills Cost: 121

Total Character Cost: 176

Physical Limitation:

Partially Deaf (-5 Hearing Perception) (5)
Psychological Limitation:

Strong Dislike for Hollywood personalities (10)
Watched by:

the Police, 11- (10)
Villain Bonus (1)

Total Disadvantage Points:: 176

Stuntmen

Powers/Tactics: Most Stuntmen will be armed with
either common weapons from out of Champions or
with some of The Director’sspecial effects. They have
been known to load weapons with rubber bullets or
blanks when the situation calls for it, and they have all
been extensively trained by The Director or some of
his crew in stage combat, acting, or some other rel-
evant skill. As they are all either out-of-work actors,
stuntmen, or criminals, they are more a group for
easy tasks or for show than a military fighting force.
Theyhavebeen trained to take most of their cuesfrom
The Director’scommands, although they are capable
of limited operations on their own without instruc-
tions. For the most part they also tend to be a tad
melodramatic.

Their Presence Defense comes from the fact that
The Directorhassworntofreeanyofthem onbailand
clear them of any charges any time they get caught
committing a crime. The Director has actually gone
way out of his way to keep this promise, and his
Stuntmen know it. They do not get this bonus vs.
threats of death or extreme physical abuse, only vs.
demandstosurrenderorto “comequietly” etc. There
is also a significant amount of fear involved in the
loyalty of the Stuntmen—quitting a crime early or
ruining one of The Director’s “scenes” is often cause
for an instant conversation with the business end of
Best Boy’s machine gun pistol.

Appearance: Any time a Stuntman is seen in public,
he is always in costume or disguise as ordered by The
Director. These outfits are designed to fit the given
“set” or “scene,” and they are usually of a relatively
high quality. Whenever they are just waiting for a
missionand hangingaround The Director, they some-
times wear black T-Shirts with the words “Deathfilm
Inc. Stuntman Training Academy” written on them
in rainbow colored letters.
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Stuntmen

Val CHA Cost Roll Notes Disadvantages: 50+
15 STR 12- 200 kg; 3d6 [2] Hunted by:
14 DEX 12-  OCV:5/DCV:5 Superhero group, 8- (15)
13 CON 12- Psychological Limitation:
10 BODY 11- Greedy (15)
13 INT 12- PERRoll 12-
11 EGO 12- ECV:4 W":ﬁhe:ll’.’"‘ 11- (10)
12-  PRE Attack 2%d6 e

11- The Director, 11- (10)

Total Disadvantage Points: 100

3 ED

3 SPD Phases: 4, 8, 12 A\
6 REC
26 END

o
&
HOOAORNOWR WO GW

24 STUN
Total Characteristics Cost: 47

Movement: Running: 6"/12"
Swimming: 2"/4"

Powers & Skills

Combat Training:
Combat Skill Levels:
+1 Level w/ Combat (8)

Martial Arts—Stuntfighting (13)
Maneuver OCV DCV Damage
Martial Throw +0  +1 3d6+v/5
Defensive Strike+1  +3 3d6
Offensive Strike -2 +1 7d6

The Director’s Promise:
+15 PRE, For Defense Only, Only vs.
surrender (5)
Stuntman Skills:
Acrobatics 12- (3)
Acting 13- (5)
Combat Driving 12- (3)
Disguise 8- (1)
KS: Movie Industry 12- (3)
KS: Old Films and Plays, 12- (3)
Mimicry 8- (1)
Oratory 13- (5)
Streetwise 12- (3)
Total Powers & Skills Cost: 53

Total Character Cost: 100
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Introduction

Thisis a scenario designed for Champions charac-
ters in the 225 to 300 point range. It is the second
scenario in the three part mini-campaign that began
with “Limelight.” Itpicks up with the Gaffer finishing
The Director’s movie and showing it in as many
major cities as possible. While obviously immoral, it
is also having (at least until the players can stop it)
quiteanimpacton those that watch it. The Gaffer has
loaded the moviewithsubliminal messagesthat leave
audiences wanting to become superheroes.

Virtually any attempt to stop Gaffer will result in
the discovery that most of his super-intellect is cre-
ated by advanced alien micro technology implanted
inhisbrain. While he does notknowthat theimplants
are created with alien circuitry, he will be able to give
the players enough clues for them to learn that The
Director’s movie was secretly financed entirely by
someone with a greatdeal of power and money. The
implants will not reveal too much information, but
the players will start this scenario knowingaboutalien
cybemnetics, and someone known as “Birdman” who
wants large numbers of the population to want to
become paranormal beings.

Meanwhile, there are several sub-plots that will be
going on to keep the playersoccupied. Firstof all, the
heroes will be approached by Mr. Raymond, arepre-
sentative of a scientific megacorporation, who wants
to lend them a new experimental super-computer in
order to field test it. Second, along with the public
desire for super-powers that The Director’s movie is
causing, a large number of people across the nation
are joining various private “Superhero Training
Camps” that promise to test people and help them
bring out their own natural hidden potential for
super-powers. Finally, a new all-female superhero
group called the Dominae is gaining nation-wide
support and its members are becoming incredible
celebrities.

Whether or not the players realize it, all three of
theseeventsarerelated toeach other, toThe Director’s
movie, and to the cybemetic implants in the Gaffer.
Mr. Raymond is actually a three thousand year old
villain named Ra (asin the sun god, AKA “Birdman™)
disguised by his shape-shifting ability. He is working
to transform huge numbers of the populace (includ-
ing as many other paranormals as possible) into
psychiccattleforthealiensin thethird scenario of this
mini-series. In return, the aliens give him their sup-
port, power, technology, and wealth. After the players

got so involved with the movie Ra sponsored, he will
takeanactiveinterestinmakingthem hisnextproject.
Ra recruited and trained the Dominae into working
for him, and he has worked years to create a compli-
cated and very powerful organization under his
megacorporation. He is also behind all the “Super-
Camps” that are successfully granting normal hu-
mans psychic powers, drastically reducing their free
will and ego, and then sending them off somewhere,
Ra will also attempt to infest the player-characters
with a variety of the slow acting genetic poisons that
he is using in these camps. As of yet it is untested on
people with unusual genetic make-ups (i.c., most
paranonmals),and Raseesitmorethan fitting thatthe
player-characters should be his genetic guinea pigs.
The Dominae will be the playersfirst real challenge
in the scenario. Once Ra has assigned the Dominae to
the heroes, they will instantly start working to make
the characters’ lives miserable. Only three of the
Dominae are known to the public, while the other
two work from secrecy. The three public ones have
quite a PR campaign going (sponsored by Ra, of
course), and since the fourth member is also an
anchorperson fora major television network, theyget
coverageofeverythingthey do. Ra will prearrange for
some trumped up evidence to appear (primarily in
tabloids) thattheplayer charactershaveactuallycom-
mitted several major crimes in their careers. When
the heroes try to clear themselves of these charges, the
three public members of the Dominae will actively
attempt to “bringthem tojustice” while the twosecret
members of the Dominae try to trip the heroes up
enough to make this possible and to make the heroes
look bad. The point of all thisis to maim, cripple,and
punish the heroes who have dared to interfere with
Ra’s plans, while also possibly creating an opportu-
nity to capture the heroes long enough for more
injections of Ra's experimental genelic poison. Natu-
rally, the computer Ra gave the players is also moni-
toring everything the heroes do, and reporting every-
thing it can back to Raand the Dominae.
Somewherebetween the firstappearance of Raand
thelastappearance ofthe Dominae, theplayers should
have todeal both with the high probability ofa DNPC
or two joining one of these “Super-Camps”, and the
likelihood that Ra will have been able to infest at least
oneofthe player-characters with his newexperimen-
tal genetic poison. The “Super-Camps” are mostly
talk and training and brainwashing, but the heroes
should easily be able to discover what happens to
those normal humans who register high enough on
the psychic potential test. The genetic poisons are
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slow enough to produce a gradual change in the
charactersthat should givethem plenty of time to find
the antidote, while still producing changes it them
noliceable enough to keep things interesting.

Once the heroes either expose the Dominae for
what they are, or get humiliated/beaten heyond toler-
ance(orboth), Rawilldcadethe heroeshaveoutlived
their usefulness. He will send The Raymend Project
to have them all assassinated, and to bring back the
bodies of any infected heroes to be tested (or the
results of the genetic poison. The Raymond Project
consists entirely of government agents cybernetically
cnhanced by the same technology that was used in
Gaffer. Assuming the playcrs survive The Raymond
Project, they must defeat and caplure Ra and take
evidence of whathe is doing to the publicin order to
stop the rush of people lining up to get transformed
and sent off to places unknown.

InRa’s secretbase, the heroes will find much more
of the alien technology and rockets sending kid-
napped psychics and ego-powered paranormalsinto
outer space. They will find the antidotefor the genetic
poison in the base as well. Just exactly why Ra is
sending psychics into space and where the alien tech-
nology is coming from, is covered in the third part of
this mini-campaign, called “A Psi for a Psi.”

Mini-Campaign Notes

Like the first scenario,if thisscenariois goingto be
run independently of the other two, than this section
should be ignored. Otherwise, the GM should give
the players the following clues just as in the first
scenario. As before, there is one bogus clue provided
to keep the players guessing.

More importantly than giving the players these
new clues, is to make sure that the clues from the first
scenarioarereemphasized in thisone. GMsshould go
bick and review the old clues and make sure the
players are getting them this scenario. This includes
the first bogus clue if the GM has chosen to use it.

1. Charactersmightreadin alocal tabloid (or seeiton
thecover)anarticletitled“Local Slumlord Claims
Comet Struck His Apartments!” and then perhaps
arival tabloid mightalso haveahcadline thatreads
“Streetgang Discovers UFO In Hangout!” Both
articles are obviously filled with a bunch of con-
flicting reports and exira garbage added by the
editorstoadd spiceto the story. Somewhereamong
the nonsense about green alien women with extra
naughty bits and the earth being secretly shifted
into another space-time continuum, there are a
few things that correspond between the two ar-
ticles. Both storiesinvolve the samecity slums,and
both supposedly occurred within two days of each
other. GMs should be careful to either throw in so
much silliness with the articles that the players
remember them but don’t investigate, or the GMs
should just de-emphasize the articles enough that
the players don’t go out and investigate it right
away. If the players have any powers that would

allow them to casually investigate the articles (like
Clairvoyance with Retrocognition or Extra-Di-
mensional Travel through time, for example),
than the GM might just want to skip this clue
altogethcrandconcentrate moreon theonesfrom
the first scenario.

2. The characters will also probablynotice the fanfare
andpreparation for thebiggestrock concertofthe
year coming to the local metropolis. The name of
the band is “The National Bar Association”, and
their concert has absolutely no relevance in the
scenario.

3. If the characters have contacts within the CIA,
NASA, or anywhere in United States national
security, they might be able to gain another possi-
bly useful clue. There is a rumor tloating around
Washington and The Pentagon that a wcather
satellite accidentally took a scries of pictures of
some form of rocket leaving the Earth’s atmo-
sphere and heading out into space. This suppos-
edly has the goverment concerned for threerea-
sons: None of the world’s nuclear early warning
systems claim to have detected a launch of any
kind, nobody seems to know who launched the
rocketorwhatits purpose was, and nobody seems
to have any idea where it might have been going.
Theories on the subject vary from person to per-
son, but the most popular onesare that the photos
are some kind of practical joke, that the photosare
just being misinterpreted, that aliens are flying all
over the world conducting reconnaissance, and
that some third world country has developed
some form of stealth rocket and is setting up an
invisible satellite net above the globe.

Transition From the First

Scenario

This scenario begins at the end of The Grand
Finale. As soon as the battle ends, Gaffer will begin
splicing together the film clips of the heroes to pro-
ducethemovie “Hollywood’s Last Laugh.” It will take
him about aweek to finish the movie,and duringthat
time there are several ways the herocs might find him
before he is finished. If The Director or any of his
people have escaped (and have not been followed,
tracked, etc.), they will be with Gaffer if he is discov-
ered. If players come up with a way to find Gaffer that
isn’t listed here, the GM should allow it ifit isa good
idea and well executed. It is not essential that the
heroes find Gaffer, however. The following is alist of
possible ways the heroes might be able to find Gaffer:

1. Allow one of the Stuntmen or The Director, etc. to
escape from the Grand Finale and then follow/
track them. If the heroes allow someone to escape
more than 12 hours after The Grand Finale, than
they will find Gaffer’s recetving/monitoring sta-
tion, but he will have taken the editing equipment
tohisprivate studio thateven The Directordoesn’t
know about. Note that Gaffer will be monitoring



The Grand Finale enough to notice any blatant
attempts at following someone unless the heroes
go to the trouble of disabling all the flying mini-
cams or somehow hiding from them.

2. If any of the heroes are able to disguise themselves
as The Director and somehow fool Gaffer into
thinking The Director has escaped but is too
wounded or weak to make it on his own, Gaffer
willgo and pickhim up. Gaffer will only do thisfor
The Director, and onlyifheis absolutely sure The
Director has not already been captured (and pos-
sibly brainwashed or had a tracer puton himetc.)
and thatheisnotbeing followed. Note thatafter 12
hours has passed and Gaffer has moved to his
private studio, it will be very difficult to commu-
nicate with him,

3. Any Telepathy or successful Interrogation etc. on
any of the Stuntmen or Foley or The Director etc.
will reveal a link up point where they plan on
meeting after the battle. They will all meet there
immediately after the battle if they win it, and 48
hoursafter the battleiftheylose. From thatlink up
point they are to all go to regroup at Gaffer’s
receiving/monitoring station. Only Foley, The
Director,and Best Boyactuallylmowwhere Gaffer’s
receiving/monitoring station is, and can reveal
that information. None of them know that Gaffer
plans on leaving 12 hours after thebattle (whichis
asfastashe can pack up and go), nor where he will
go after he leaves.

4.Thereare obviouslyanumber ofpowersthatcanbe
used to determine Gaffer’s location as well. These
include but are not limited to Mind Scan,
Clairsentience, and several varieties of Enhanced
Senses.

If the players do find Gaffer, they will find him
(alongwithanyone else whoescapedfrom TheGrand
Finale before the 12 hours it took Gaffer to move) in
a sparsely furnished rented garage filled with thou-
sands ofdollarsworth of stolen editing/splicingequip-
ment. He will be working furiously to finish the
movie, and so intent on it that he could be easily
surprised. Anyone with him will have the same weap-
ons, equipment, and abilities they had when they left
The Grand Finale (along with any wounds or inju-
ries), but they will be helping Gaffer as much as
possible, and have no real defense plan in case any
heroes or police should find them.

If Gafferis defeated here, thereareseveral clues the
players could find to start the scenario rolling:

1. Anyone examining the computer chip in Gaffer’s
head willbeableto useeither Computer Program-
ming or Electronics (or other appropriate knowl-
edge skills) to determine its true nature. A basic
successful roll will reveal that the circuitryishighly
advanced, and not of any standard mainstream
templates commonly found in the electronics/
computer industry. Ifarollismadeby 3 thenitwill
be obvious that this chip can process the same
amount of information as state-of-the-art super

computers, and is of a revolutionary new design.
Ifarollismadeby 5 or more, players shouldbe able
to deduce that the techniques that had to have
been used to make this chip involved conditions,
equipment, and materials that eitherdon’t exist at
the current technology level, or are prohibitively
expensive. Atthis point, itshould be apparent that
this chip either came from some other intelligent
life form, or from earth’s future.

2. Anyone with any knowledge of film production or
editing will be able to gain information from the
equipmentand negatives around the garage. Stan-
dard rolls will be able to determine that extra
frames are being added to the film, and that these
come from acompletelydifferent film stock. Once
this isdetermined, an exceptional film knowledge
roll or an average KS: Psychology or Deduction
roll will be able to learn that these extra frames are
for subliminal messages. If these frames are iso-
lated and studied, another average psychology
knowledge or Deduction roll should be able to
figure out the point of these subliminal messages
are to make viewers want to become super-pow-
ered. Theyarevery frequent throughoutthemovie,
almost to the point where they are more hypnotic
than subliminal.

3. If Gaffer and/or The Director are captured and
interrogated or telepathy is used on them success-
fully, a great deal of information can be learned.
Both The Director and Gaffer have seen Ra, al-
though they know nothing of Mr. Raymond, and
have only referred to Raby the code-name “Bird-
man”. They both know that Birdman financed
their movie, and that one of the conditions of it
was that they put in the subliminal messages he
provided them. They also both know what these
messages will do to audiences, and although they
don’t know why Birdman wants everyone want-
ing to be a superhero, they both find it horribly
ironic. Gaffer knows about the Super-Camps,
because that is where he got his cybernetics in-
stalled. Heknows that he was the pet project of the
head of the camp, but he does not know that this
was Mr. Raymond. Gaffer also knows that he was
specifically assigned by the head of the camp to
work for Birdman (even though they are the same
person, he doesn’t know that), and Birdman as-
signed him to work for The Director. Gaffer’s
loyalties have always been primarily to Birdman,
because he associates him with the Super Camps
that gave him a purpose and changed hislife. He
hasreported every plan of The Director’s to Bird-
man, and knows that the only reason Birdman
financed The Director’s movie was for the sub-
liminal messages.

In the event that Gaffer is not captured or discov-
ered before the movie is finished, the players can still
gain some information after it is released to the
general public. Anyone who makes a successful per-
ception roll by 3 while watching the movie will get a
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headache during the film and suspect something
about it is unusual. Anyone making a successful
perception roll by 5 or more will notice that there are
extra frames in the movie, but will not be able to
determine what theyarefor withoutstoppingthefilm
and examining it (as described above). In addition,
the movie acts as a very slow PRE attack on the
audience. The GM can assume that thisis just causing
large numbers of people to want to become superhe-
roes, orifthe GMisastickler for details, than callitan
8d6 PRE attack with a 2 hour activation time.

With all the controversy that will come with the
release of this movie (and hopefully the arrest of The
Director), this movie will have a very large audience.
If the heroes discover the subliminal messages, and
they are very casy to identify once their presence is
known, the movice will stop being shown immediately
after an investigation is begun. If the heroes do not
discover the subliminal messages, eventually some-
one else in the media will discover them, and it will
become public knowledge after the movie has been
out on the market for a few weeks.

With the mystery of The Director’s movie at least
partially solved, the players are ready to begin the
second scenario...

A4 AV A

The Recruiter

Mr. Raymond Visits the Heroes

Shortly after things with The Director have died
down, Mr. Raymond will attempt to contact the
heroes. With all the information Mr. Raymond will
have gotten from Gaffer, plus any information Mr.
Raymond will have access to in his corporate spy net,
he should be able to cither locate the heroes or know
the simplest way to contact them. Intheeventthatthe
players have taken so many precautions that it is
absolutely impossible for Mr. Raymond to get in
touch with the heroes, even through the media, than
this section should be skipped entirely. However, if
there is any way whatsoever, than the GM is encour-
aged to somehow make sure he at least gets to talk to
them.

Anydelvinginto Mr. Raymond’s megacorporation
will find it highly technologically oriented, very well
organized, and relatively secretive on its specific
projects since it tends to contract out to make secret
stuff for the government and the military. Extensive
contacts in either of these areas might reveal that Mr.
Raymond’s megacorporation has the hardest en-
trance requirements of any business in the U.S., and
some of the finest mindsin the country work for him.
1f the heroces do serious detailed research, call in some
favors, and also have some contacts in the electronics
manufacturing industry, they might be able to learn
that significant amounts of the megacorporation’s
past research has gone towards investigating
paranormal powers and high-tech weapons.

Mr. Raymond will tell the heroes that his
megacorporation is in full supportoftheirworkand
wants to assist them in any way possible. His business
works completely independently of the rest of the
industry, and he can therefore offer this aid regardless
of the heroes’ previous record (or Hunteds or repu-
tations etc.). He not only wants to help them, but he
wants them to help field test what could be a revolu-
tionary new crime stopping super-computer, Evenif
they do not want his help, they should consider it an
honor (not to mention their patriotic duty) to help
test this new piece of investigative equipment. Mr.
Raymondwillgo into quite the sales pitch trying to get
the heroes to accept the computer. It has access to
policerecords, (non-classified) FBI files, (non-classi-
fied) CIA files, world maps, city maps, codebreakers,
video games, tendifferentlanguages, scientificknowl-
edge in physics, genetics, biology, chemistry, and
robotics, it can monitor police band radios, TV sta-
tions, phonelines, satellitelink ups, and FAX lines, it
hasa 3-D holographicimager, anditcancvendoyour
taxes.

If the heroes agree, he can have the computer
installed within 24 hours. If Mr. Raymond met them
somewhere and the heroes do not want him or his
people going anywhere near their base, then he can
arrangeto have it ready for pick-up atany convenient
location complete with installation instructions. If
the heroes do not agree, Mr. Raymond will be very
insistent, and will visit or try to contact the heroes
repeatedly until they actually threaten him with vio-
lence, and then he will send Princess one time after
that to try to talk them into it.

Mr. Raymond under no way wants to reveal his
powers to the heroes. Ifhe is actually threatened, and
feels drastic measures are needed to prevent him
havingtorevealhis powers,he canradioin four teams
of five agents each who will arrive within seconds in
three unmarked cars and one helicopter. In his Mr.
Raymond form he is quite willing to fake fear to
escape theheroes,andifthey actually do force him to
reveal his powers, he will avoid transforminginto Ra
and try to escape as quickly as possible.

If the REDTAPE 2000 Digital Automated Data
Integrated Organizer (D.A.D.LO. for short), does get
installedin the heroesbase, it will come with complete
easy-to-useoperatingand set-up instructions, as well
as a simple preventative maintenance checklistand a
iroubleshooting guide. In addition, Mr., Raymond
will also provide scveral sets of questionnaires (in
truest bureaucratic lingo and inefficiency) for the
heroes to fill out on what they liked, didn’t like or
would like improved on the D.A.D.L.O. computer.

The heroes will also no douht not trust this Trojan
horse and will want to examine it extensively and/or
takeitapart. The specificsemi-technical aspectsof the
computer andwhat canror can’t be discoveredon it
are covered in more detail on the complete descrip-
tion at the end of the scenario. Needless to say, it is
veryunlikelythat theheroes willdiscover D.A.D.LO.’s
secret purpose right away.



Itis designed to be very helpful to the heroes, and
has been programmed with entire libraries of infor-
mation useful to crime fighters, It is also secretly
artificially intelligent, and currently the only non-
organic member of the Raymond Project. It will be
virtuallyimpossible to discover D.A.D.1.O. s artificial
intelligence unless it wants to reveal it.

In addition to truly trying to help the heroes with
whatever information it can give them, it will also be
attempting to transmit everything the heroes do or
say back to Mr. Raymond, as well as monitoring
effects of the genetic poison Mr. Raymond wants to
give the heroes.

D.A.D.1.O. comes equipped with several notable
pieces of hardware and special functions. Itis capable
of complete High Range Radio Hearing, which ac-
cordingto its manual it uses to monitor police radios,
news broadcasts, and whatever else the heroes tell it
to, as well as send and receive FAX messages, satellite
transmissions, and phone messages. In order to do
this efficiently, D.A.D.L.O. supposedly requires an
outside antenna be set up and attached to it. When-
ever this antenna is in place, Doc can set up a Mind
Link with D.A.D.I.O. aslongifheis within sight of the
antenna. D.A.D.L.O. prefers this method of transmis-
sion over normal radio in order to prevent commu-
nications from being tapped. D.A.D.L.O.’s artificial
intelligencealso makes it quite capable of attempting
to fool or convince the heroes into believing the
antenna must or should be up. It might just keep
repeating the message “The antenna mustbe erect for
optimum operation of this unit” or some other such
technique until the heroes getinside it and attempt to
overrideit. D.A.D.1.O. is actually capable of transmit-
ting and receiving radio messages without an an-
tenna, but it needs some part of it where Doc can see
it in order to set up the Mind Link. If the Mind Link
isimpossible for some reason, D.A.D.L.O, will use its
Cryptography skill to send encoded digital messages
whenitthinksthereisagood chance theheroeswon’t
notice.

Attempts at Genetic Poisoning

In all of Mr. Raymond’s experiments, he has per-
fected the technique of altering the normal genetic
structure of people with a simple series of weekly
injections. Unfortunately, this processis still too time
consumingand cumbersome for Mr. Raymond, and
he is now ready to try new, more efficient formulas.
The formula he has now completed is not only avail-
able in several intravenous forms, but will theoreti-
cally work on most non-standard (paranormal) ge-
netic make-ups as well. Mr. Raymond’s plan is to
infest one or two of the heroes with this new genetic
poisonand have D.A.D.1.O. monitor the effects ithas
on them.

With D.A.D.I.O. transmitting the location of the
heroes whenever possible, it shouldn’t be too difficult
for Midnight Blue to slip the genetic poison into
something the heroes are eating or drinking. She will

wait until D.A.D.1.O. informs Doc (viaMind Link or
encoded radio message) that either the heroes are
eating, away from their base, or going somewhere in
their secret ID’s, Midnight Blue prefers to stay away
from the heroes’ base if at all possible, and would
much rather follow the heroes until they change into
their secret ID’s and go eat somewhere. Her intent is
to poison one (or two if it is there are at least five or
moreheroes total) of the heroeswhohaveno obvious
mental powersand thelowest EGO. When doingthis,
she will remain invisible at all times. If her first
attempt fails (the poison can be detected by discrimi-
natory scentand taste) then she will tryone more time
on another target. If she gets frustrated trying to get
the heroes to eat or drink anything, she might try her
mental paralysis and then just force it down a hero’s
throat. In any case, the attempts at genetic poisoning
should occur before the rest of the Dominae begin
hunting the heroes.

The exact effects of the genetic poison and how to
counteract them are covered at the end of the sce-
nario.

AMAAAAAAAMANAAMMNNNNN
Basic Training

The Dominae Target the Heroes

The main purpose of the Dominae is to give Raa
powerful, public tool that he doesn’t have to worry
about hiding all the time. He is making them more
prestigious through a massive PR campaign and sup-
portfrom the news media, combined with arranging
crimes that they can easily stop. With all the involve-
menttheheroeshadwith The Director, Mr. Raymond
will have ordered the Dominae to use these heroes as
their next public embarrassment,

The Dominae are rapidly becoming to the great
American public some of the most popular heroes in
existence. Consequently, they are developing quite a
bit of influence along the way. When the Dominae
announce evidence of the player characters engaging
in criminal activities and therefore needing to be
brought in for questioning, the heroes may be in
trouble. Thechargeswill either be based on facts from
the heroes’ past, their reputations and Hunteds, or
whatever seems to be the popular crime to be pros-
ecuting these days. Ra will have done extensive re-
search on the heroes, and whether or not any legiti-
mate criminal activities can be found, he will create
very detailed, well thought out stories for each of the
heroes. These will show up first in the local tabloids,
and then later (thanks to Midnight Blue’s alter ego)
on the major networks. The GM is encouraged to
come up with accusations best suited to the indi-
vidual characters (even Captain Whitebread occa-
sionally withholds some evidence to help solve a
crime) that will be the hardest for the players to
disprove. Possible charges might include withhold-
ing evidence (particularly keeping drug money from

i

31
Scenario Two



A

32

Scenario Two

past arrested criminals), some form of sex crime
(complete with various “partners” who have been
paid to pretend to be victims), or some other crime
that could easily be committed to benefit the heroes
while they are beating up other criminals. Note that
with Ra’s resources, it shouldn’t be too difficult for
him to come up with some pretty incriminating
evidence (although, the DDominae will be the ones
presenting it). He is not above doctoring photos,
hiring fake witnesses, or whatever else he thinks will
get the job done. Regardless of what slanderous thing
Ra comes up with, once the Dominae announce they
are actively scarching for the “heroes” to bring them
in for questioning, the general public will believe that
the charges are based on fact.

Essentially, thisis all designed to give the Dominae
an excuse to beat, maim, cripple, and otherwise pun-
ish the heroes for interfering with The Director’spart
in Ra’splans, whilealsopossiblyopeningup achance
for a few more of the herocs to be infested with Ra's
genetic poison. It also (theoretically) will boost the
Dominae’s reputations at the cost of the heroes. The
trick is arranging for the heroes to all be somewhere
at once where the Dominae can best (and hopefully
publicly) thrash them before the heroeshaveachance
to clear themselves, The Dominae’s worst fear is that
the heroeswilleither gointo hidingor peacefully turn
themselves in, both of which could prevent the fight
Ra wants,

There are a number of ways the Dominae will
attempt to lure the heroes out to where they can be
attacked. Thefirst of which is toarrange some form of
crime near where the heroes are known to operate,
and then waiting hidden nearby for them to arrive,
This will give Chiffon a chance to mingle in with the
crowd in advance.

IftheplayercharactershaveacceptedtheD.A.D.LO.
2000 computer, and have not yet discovered the
hidden programming, then the com puter will begin
transmitting the heroes’ locations right away. If, for
some reason, the computer is not able to do this,
Midnight Blue will begin followingtheheroesaround
invisibly and radioing theirlocations to the rest of the
Dominae.

Whenever theheroesarenear the crimeset-up, the
Dominae will signal Lackeys one through ten to start
the first crime. The Lackeys are dressed as standard
strect thugs, and when given the signal they will
charge into a crowded supermarket and hold the
place up. They will spread out throughout the super-
market to make it difficult to hit more than one of
them at once, they will block off all the exits, and they
will try to stay in sight of one another as much as
possible. Chiffon will already be in the supermarket
with the crowd, Midnight Blue will stay invisible as
close to the heroes as possible, and Emerald, Ivory,
and Amber will be waitingin a buildingjustdown the
street ready for Midnight Blue’s signal to move in.
Also, Midnight Blue’s TV-Camera team will be on its
way (with a “hot tip”) as soon as the crime starts.

The ten Lackeys have been told to bungle the
robberyuntil the heroesshow up, and then theyareto
take hostages. Chiffon will start draining INT, EGO,
and PRE from the heroes as soon as they arrive,
startingwith whoever Midnight Blue has briefed her
is the most dangerous. Chiffon will try to drain every
hero once or twice (in whatever order Midnight Blue
gave her), rather than concentrate on reducing any
one hero down to a blithering idiot. Midnight Blue
will stayback mostly toadvise the restof her team, but
if she sees an opportunity to trip up a hero or use her
mental paralysis on one where she is relatively con-
vinced the heroes will not be able to figure out it was
anything more than an accident, she will,

TheLackeys willbe as loud and sloppy as necessary
to attractattention and give the heroes time to arrive,
They currently fear their employer more than most
heroes (especially heroes who are having their Pres-
ences drained) and know that they will only be freed
from jail if they put up a good fight. They have been
toldto startattacking the heroesassoonastheyarrive,
and not to stop until either the heroes leave or the rest
of the Dominae arrive,

Midnight Blue will only let the fight go on long
enough for Chiffon to have time to drain one or two
of the heroes. She will probably signal the Dominae
on the first phase of combat, and they will arrive two
phases after that.

When the Dominae do arrive, a simple PRE attack
from them will be enough to make the Lackeys sur-
render or run in fear (as they have been instructed to
do). The Dominae will attack the heroes first, and
make clever soliloquies later. Ifthe heroesdonot fight
back or try to run from the Dominae, the Dominae
willnotholdback their attacks, If theheroes continue
to martyr themselves, make sure and give them an
EGO rollor twoafter Chiffon has drained them to see
ifthey getmad enough to fightanyway. The Dominae
will also not listen to any pleas of innocence from the
herocs,arguing that these “criminals” aretoo danger-
ous to be treated with kid gloves, and that they should
be punished for being an cmbarrassment to crime
fighters everywhere. Note that thereisno real reason
the heroes should assume (at least at first) that the
Dominae are anything other than what they seem—
heroes (obviously misguided) trying to apprehenl
who they perceive to be criminals.

Ifall goes as the Dominae plan, the heroes will be
soundly defeated by them and taken beaten, bloody,
and bruised to be dumped at the local police station.
Note that the Dominae are going for permanent or
long-term injuries; hittingheroesafter they aredown,
trying to beat them into comas, and doing BODY
damage wherever possible. They aren’t really that
concerned with the effect this will have on their
image, because Midnight Blue will be handling the
presscoveragein heralter ego of Jessica Black after the
fight, and shewill only allow interviews and coverage
that allows the Dominae to come out looking good.
Being as how all the Dominae have at least some



Oratory or Persuasion ability, they will naturally use
this to aid their case that much more, and look
particularly impressive in front of the camera. Ifatall
possible, Midnight Blue is also hoping to slip any
unconscious heroes some of Ra's genetic poison.
Regardless of how many opportunities she has, the
GM shouldn’thave Midnight Blue poison more than
half of the heroes in the scenario.

In the event that the heroes go into hiding, turn
themselves in to the local authorities, or continually
run from the Dominae, the Dominae have a back-up
plan or two to make sure the heroes get what is
coming to them. The simplest of which is Amber’s
crystalball. She will attempt tolocate them throughit,
and then use her Ego Attack on each of them until
they find a way tostop it, they all end up in acoma, or
until they get soannoyed byit theyhuntherdownand
want to fight, When Amber does this, she will be with
Ivory and Emerald on a rooftop somewhere, and
Chiffon and Midnight Blue will naturally be hidden
in acrowd or group of people nearby. Theymightalso
decide to use the crystal ball to locate the heroes and
then hunt them using that. In that casc, the three
public members of the Dominae will charge towards
the heroesin their costumes, while Chiffon and Mid-
night Blue take a taxi or some other normal form of
transportation. In no case will the group arrive sepa-
rately, nor will they attack without Midnight Blue’s
command (which will naturally be after Chiffon has
been able to drain a hero or two),

If this fails, there is a back-up plan to the back-up
plan. With more of Ra’s research, they will hopefully
be able to find out anyone whois close to the heroes.
This could range anywhere from those wonderfully
convenient DNPC’s, to contacts, to followers, to just
someone the heroes are known to occasionally asso-
ciatewith. These people willbe kidnapped by three of
the Lackeys, complete with a ransom note, and then
taken to the penthouse or roof or bell tower or
whatever the tallest building nearby is. The Lackeys
will pretend to be fanatical terrorists, saying that they
will throw these innocent people off the building
unless the heroes come to be judged and punished by
them for their crimes. Shockingly enough, reporter
Jessica Black will be on the scene to make sure this
cvent gets plenty of local coverage. Wherever the
heroes are, if they are anywhere near any form of
mediaoranyone clse who hasaccess to it, they should
get this information. The police haven’t been able to
get the “terrorists” off the roof, and the kidnap victims
only have a short time left before they start getting
thrown off the roof, one at a time. Chiffon wil! again
be in the crowd formed at the base of the building,
Midnight Blue will remain in her alter ego as long as
she can, and Emerald, Ivory, and Amber will be
hidden and waiting somewhere nearby for Midnight
Blue’s signal. Otherwise, the combat is planned to go
as in the fake robbery listed above. Regardless of the
outcome of either possible fight, the bad press cover-
age of the heroes should gradually fade away. Ra will

not continue with the evidence once the heroes have
fought the Dominae, and the real press will eventually
learn or uncover theridiculousof the charges on their
own (unless, of course, the heroes have actuallycom-
mitted crimes and Ra found out about it).

The Reaction of the Public

While the players might not care that they have
been framed for these crimes, they might not realize
the effect it will have on the general public. If the
Dominae are actually accomplishing their mission,
this effect could be quite noticeable.

Depending on how many illegal activities the he-
roes have been involved in before, any of the follow-
ing things might happen. The GM should pick which-
cver ones sound the most likely, and change any of
them to fit individual campaigns. Some of these are
rather extreme, and the GM should only use those in
rare circumstances.

The heroes might gain a few temporary disadvan-
tages. These could include Watched by the Media as
other news stations and newspapers get involved, or
Reputations as ‘heroes who use their powers for
personal gain.’ These would probably start out as 8-
disadvantages unless the cvidence was really substan-
tial.

PRE attacks used to influence the general public
might have a -1d6 or -2d6 penalty because of the
doubt the public will have in the heroes. This would
probably require a Reputation be successfully recog-
nized before the penalty was used.

Bases and heroes with Public 1Ds might begin
attracting hate mail or groups of protesters, Celebri-
ties might begin making jokesabout theheroeson TV
or speaking against them publicly.

DNPCs could get in fights at school or work de-
fending the heroes everyonce else is saying bad things
about. DNPCs of heroes with Public IDs might actu-
ally be fired from their jobs if they don’t quit associ-
ating with the heroes.

Contacts might refuse to help the heroes until all
the bad publicity dies down. People might refuse to
allow the heroes to cash in Favors, or require one
Favor extrabecause of the risk they are taking helping
the heroes. Inextremecircumstances, Followersmight
even begin trying to avoid being seen with heroes, or
hinting that they would like to take a vacation for a
while.

Certain Fringe Benefits could be temporarily re-
voked as well. Weapon Permits and Licenses to Kill
areprimaryexamples, with [nternational Police Pow-
ers and Private Investigator Licenses being other
possibilities.

Note that none of these effects are designed to be
permanent,andif theheroesdonothingto reverse or
cancel them, they should eventually fade away on
their own after the third scenario in this mini-cam-
paign. GMs are welcome to keep these penalties
(particularly the disadvantages) if they have a reason
to in their campaign.
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Super Camps

Meanwhile, if being infected by a genetic poison,
monitored by an evilartificially intelligent computer,
and having the opinion of the great American public
turnagainst them isn't enough, thereisagood chance
that one or two of the heroes' DNPCs have enrolled
in one of the Super Camps.

The GM should use any DNPCs who are due to
“getinvolved” in a scenario or just pick one who has
a personality most likely to warrant such behavior.
Just how the characters find out their DNPCs have
enrolled in one of the Super Camps is up to the GM.
Ifa GM didn’t want lo just have them leave a note or
tell someone where they were going, the GM might
have the DNPCs leave out an open comic book with
the Super Campadvertisementcircledin red, orleave
behind one of the “You Too Can Be A Herol” pam-
phiets.  lowever the heroes find out, it should be after
the DNPChasbeen goneloneenoughtoatleastarrive
at the Super Camp.

Thereisa good chance that this will be the first time
anyoftheheroeshearof the Super Camps. Whilethey
arc rapidly spreading across the country, Ra has been
very selective in advertising. The advertising cam-
paign has centered on paramilitary magazines (like
Soldier of Fantasy), comic books, and tabloids. Rahas
been very careful to kecp these Super Camps out of
mainstream media, and most of the ads only tell of
clinics to test for paranormal powers or numbers to
send for the “You Too Can Be a Hero!” pamphlet.
Should the heroes investigate any of these clinics they
will find that they are primarily a stopgap to kecp
undesirables away from the Super Camps them-
sclves. Every applicant is given a complete standard
physical, and then a personal interview. Also, names
and social security numbers are entered into the
computer which does a quick (and secret) back-
ground check on the individual. Anyone who is
determinedtoalready have paranormal powers, any-
one who is found to have connections with any form
of the media or the police or the government, and
anyene who comes up suspicious forany reason (like
say, by giving a fake name or social security number)
are politely told that thetest resultswill besent to their
home address within three to five weeks. Anyone one
who doesn't turn up as suspicious will then be told
that the tests have shown them as having paranormal
potential, and they will then be told of the Super
Camps. Note that it should be relatively easy for the
heroes to getinformation on the nearest Super Camp
from the people who work at the clinic, They are all
normals, and the clinics are not equipped with any
unusual devices that could be used to deal with
lweroes. It should bereadilysuspicious toanyonewho
manages to discover it theamount of information in
the clinics’ computers, and everyone who works in
the clinics knows that they are screening against any
type of media coverage or police investigations. Be-
yond that, the clinic personnel know very little, other
than that they are gelting paid a bonus to be accurate
in their screening and to keep their mouths shut.

Because there are Super Camps (covertly) sprout-
ing up all over the country, GMs can assume that
thereis at leastone out in some secluded rural plot of
land within 300 miles of any major metropolis. For
simplicity’s sake, GMs should just have one Super
Camp somewherenear the heroes, and make thatone
the center of any Super Camp activities thc heroes
have. The map provided should be usedas the general
layout for all the Super Camps around the country.

Any hero who infiltrates or enrolls in the Super
Camp will find it to seem legitimate. Campers appear
to go through training and classes based on their
ability and desires, while paying onlya small fraction
of the costs to run such an operation (usually only
$300 a month for room, board, training, and com-
plete use of the facilities). Many campers are given
financial aid on a case by case basis, and numerous
corporations and institutions (all part of Ra’s
megacorporation) have established grantsand schol-
arships for Super Camp attendance.

The way the Super Camps really work is slightly
different. Anyone of any race, sex, natienality, or
religion is accepted to the camp without question
until at least their initial testing, and camp fees are
temporarily waived for those who can prove they
cannot afford them.

The tests primarily check for abnormal mental
traits, physical traits, and genetic make-up. Those
who test normal or below physically and mentally
with an unusable genetic make-up, are usually asked
to resign. 5% of those are asked to stay as a Level 1
camper and train so that the camp looks good in the
event ofaninvestigation, although these camperswill
rarely be given financial aid, and will rarely progress
above Level 2. Anyone being financed by a major
corporation will usually be kept on as a Level 1
camper regardless of their test results, although they
may advance as far as Level 3.

Anyone with abnormally high physical or mental
traitsand an unusable genetic make-up will be trained
starting at Level 2, with future performance deter-
mining whether or not they are asked to resign after
Level 4. These who do exceptionally well here may
either continue training through Level 8 so they may
leave the camp a shining example, be offered a posi-
tion as a cadre member, or be given the dubious
honor of attending the Special Academy.

Anyone with the proper genetic make-up will be
puton awaitinglist to enrollin any one of the foreign
spedialty schools, the advanced training camps, or the
paranormal internship program. They will all be
automaticallyaccepted for financial aid, and they will
be trained at whatever level is appropriate until their
name comes up. Most of the time campers will not
knowwhen their names have been put on the waiting
list.

Level 1 trainingis primarily a physical fitness pro-
gram, classes on laws and crime fighting techniques,
andsomebasicmarksmanship skills. Levels2 through
4involvethetrainingprovidedatthevariousoutdoor
training courses (Land Navigation, Urban Assault,



etc.) around the Super Camp. Levels 5 though 8
involveadvanced weaponsandvehicletraining (heavy
weapons, submersibles, helicopters). Levels 9and 10
take place at the Special Academy, foreign specialty
schools,advanced trainingcamps,and theparanormal
internship program.

The Special Academy, foreign specialty schools,
advanced training camps, and the paranormal in-
ternship program are all nonexistent. They are all
differentnamesforbeingaccepted to be shipped over
to the secret laboratory, given a series of injections of
geneticpoison, and then transformed into amindless
psychic. On rare cases (the Gaffer, Ox, and Emerald,
for example) campers will actually become part of
much more advanced experiments and technology,
butinno wayis there any type of traininginvolvedfor
most campers who get chosen for these “programs.”

Campers who actually get trained receive honest
quality training from some of the finest cadre mem-
bers available. This training, if continued to comple-
tion, actually has the potential to train normal hu-
mans into efficient fighters of lower level crimes.

Campers who are transformed into mindless
psychics are sent to Ra’s Tomb, where he then either
continues experiments or sends them off into outer
space to the Psychophant Mother ship. Their disap-
pearance is covered with elaborate stories, forged
letters, and doctored or computer generated photo-
graphs to make them appear to be a part of some
secret government operations, or intense training in
some other part of the world, These forged docu-
ments often break off ties with previous relations
(spouses, relatives, friends), saying that the personin
question has given up her or his past life for more
noble and honest aspirations. On some instances,
fake “training accidents” are arranged so that missing
campers appear to have died for some important or
heroic cause.

Just exactly why these Super Camps are primarily
designed to provide mindless psychics for Rato send
to the Psychophants is covered in the third scenario of
this mini-campaign, “A Psi for a Psi”.

Super Camp Description

TheSuper Campsarealllocated in the mostheavily
forested area the local terrain and climate can sup-
port. They are usually secluded far away from heavily
populated areas so the noise and activities don’t
attract too much attention from the general public.
There are no signs to identify the camp as anything
other than a private camping installation.

Thecamp groundsare surrounded byaten foot tall
rockwall (DEF5,BODY 9),lined with floodlightsand
silent alarms activated by motion detectors. These
motiondetectorscanbenoticed byanyone withHigh
Range Radio Hearing (justlike Radar), and shouldbe
treated as a Radar Sense witha+7 Perceptionroll (18-
). The motion detectors will not be able to sense
anything moving underground, more than 5" away,
or more than 2" above the level of the wall, They are

also capable of identifying most small animals, and
generally ignore anything smaller than a large dog.
The motion detectors turn on a bank of flood lights,
and then send a silent alarm to both the outer patrol
and the Laboratory HQ.

Also along the wall, are intermittent guard towers
made of the same rock. Each of these towers usually
contain two of Ra’s Agents 24 hours a day who keep
the media and other undesirables out and away from
the Super Camp. They are friendly to any would-be
applicants and members of the media, however, and
will gladly call for the outer patrol to escort them to
the in-processing building.

The outer patrol consists of a jeep and two more
agents that drive around the outer wall checking to
make sure motion detectors and flood lights are
operational, as well as acting as a double check to
make sure nobody is spying on the camp activities.
Theyareusuallyrelatively friendlyaswell until threat-
ened or attacked.

There are two gates through the outer wall. The
front gate consists of two large sicel grates (DEF 6,
BODY 5) flanked with twoe more rock towers. These
towers each have two of Ra’s Agents in them, along
with a telephone, an extra radio (in case the earplugs
fail), and the controls to open the gate. The agents
keep their weapons concealed so as not to give the
Super Camp an illegal or suspicious look. The gate
and theroad leading up toitare watched by two video
camerasthattransmitback toboth the AcademicHQ
and the Laboratory HQ. These cameras are con-
cealed, but can be spotted with a -2 to Perception
Rolls. The gate agents tend to be suspicious of anyone
just walking up to the gate and asking to be enrolled
in the camp, primarily because of the remoteness of
the camp’s location, and all the camp sponsored
transportation that is designed to get new people
from the cities to the camps quickly and easily.

The Grounds

A) Academic Limits—This is the area where most of
the personnel and campers spend most of their
time, Itisgiven its own completedescription later.

B) Obstacle Courses—This area is filled with barbed
wire, log bridges, log walls, hanging ropes, target
silhouettes, stuffed dummies, saw dust pits, mud
holes, and other features one would commonly
cxpect to sec in paramilitary outdoor obstacle
courses. There are several courses within this area,
some for testing newarrivals, some fordeveloping
confidenceand coordination, and some for teach-
ing tactics. While no deadly weapons are fired in
this area, there are plenty of smoke generators,
grenade and artillery explosive simulators, and
weapons loaded with blanks. Any character who
haseverbeeninthearmyormarines will recognize
this area as a top-of-the line obstacle course.

C) Leadership Reaction Course—While similar to
the obstacle courses, these courses tend to be
much less physically demanding, but filled with
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tricks, traps, and alarmsdesigned to make it much
more challenging mentally. Thereis nothing dan-
geroushere,and thecoursestend to consistmainly
of pipes, walls, and shallow pits. The course is
designed for small units of people to have to work
together lo successfully complete it. Characters
with any military experience will recognize this
site as well.

D) Firing Ranges—These are outdoor target ranges
where campers may become proficient in numer-
ous personal weapons, heavy weapons, and any
new powers that they should happen to acquire.

E) Armory—This is where all the ammunition and
weapons for the ranges are stored. The entire
buildingconsists of thickreinforced concrete walls
(DEF 8, BODY 9) separating two vaults, and two
setsof armoreddoors (DEF 10, BODY 9). Thereis
a silent alarm attached to each door that will signal
the Laboratory HQ and the Academic HQ il it is
tampered with (unlessa Security Systemns roll at -
2 ismade). Inside the first vault there are numer-
ous weapons of almost every type listed under
Ranged Weapons in Champions, with the excep-
tion of Science Fiction weapons and Wire Guided
Missiles (TOWs). The ammunition for all these
weapons is kept in the second vault.

F) Aquatic Systems Area—This is an artificial lake
used to teach SCUBA diving, survival swimming,
water vehicle Combat Driving and Transport Fa-
miliarity, and amphibious tactics. There are sev-
eral boats and submersibles chained to the dock at
all times, and several suits of SCUBA gear and
related equipment stored in the equipment cen-
ter. Whenever notbeingspecifically used for train-
ing, the lake is open [or recreational use by the
campers.

G) Laboratory HQ—This is where all the illegal
activities of the camp occur, and where the real
purpose of the camp is carried out. Itis given its
own complete description later.

H) Land Navigation Courses—These are essentially
largetractsofland setaside for campersto navigate
through. Whenever the courses are in use, stakes
are set in predelermined coordinates, and camp-
ersare given a certain amount of time to use their
map to find them all. Advanced campers must
find the stakes at night without using any artificial
light. Both areasare surroundedwithathinbarbed
wire fence and signs to let campers know when
they are straying off course. When not being used
as a navigation course, small unit tactics are prac-
ticed in this area,

I) Urban Assault Course—Thisis probably one of the
most used sites in the campgrounds. [t is a mock
city filled with empty buildings, streets, sewer
systems, power lines, etc. Everything has been
alteredfor Lrainingpurposes,however. Theamount
of water in the sewer system is adjusted by remote
control, the power lines can have any amount of
electricity programmed to run through them,any
building can appear to be set on fire, cars with
automatic driving systems wander in preset pat-
terns throughout the streets etc. Campers arc
taughthere howtohunt, fight,and discover crimi-
nals and villains in the area that they will most
likely be living. Pop-up targets of criminals and
innocent bystanders can be set up anywhere, to
simulate any conceivable type of crime or disaster.
Campersalso use thisarea to learn ground vehicle
Combat Drivingand Transport Familiarity, along
with a few air vehices (usually helicopters or
gliders) as well. There are a number of cars, jeeps,
and motorcycles kept here for use to train camp-
ers, as well as a few unarmed APCs, gliders, tanks,
and helicopters.



Academic Limits

A) Fence—This fenceisa
standard chain link
fence about eight feet
tall. Campers are told
that this fence is de-
signed primarily to
keep wildlife and such
out,ratherthantokeep
them in. The gates are
all kept fastened but
notlocked,and guards
are only posted at the
gates at night. These
guards are campers
who get this duty for
onenighteverycouple
of weeks or so. They
are given only whistles
and clubs, and pull
guard more as a func-
tion oftraining than of

security. Motion de-
tectors built into the
fencecornersand gates
secretly keep track of
how many people
comeand go each day
and when. This infor-
mation is constantly
being trans-mitted

back to both Academic

and Laboratory HQs.

B) Barracks—These buildings each consist of two
floors of rooms, The rooms are furmished com-
fortablybutsensibly. The floorsin thebarracksare
all tile, there are communal bathrooms and show-
ers, there are no cooking facilities in the rooms,
and each room usually holds two people. There
are separate facilities for men and women, al-
though they all live in the same barracks.

C) Mess Hall/Meeting Hall—All the campers eat all
three meals in this building. It is divided up into
three cafeteria lines, a kitchen for campers who
wantto cook their own food, and four large dining
rooms. Atnightthe diningroomsareoftenused as
meeting halls,

D) Kitchen/Food Storage—This is where the food is
prepared for the mess hall, and where all the
freezers are that hold the massive amounts of
perishable food. There are usually several campers
on KP here atany one time helping clean cooking
equipment and other menial tasks.

E) Recreation Facility—Thisbuildingconsists of gym-
nasiums, weight rooms, basketball courts, hand-
ball courts, racquetball courts, TV/VCR rooms,
movie theaters, shopping facilities, mail boxes,
snack bars, dance halls, and auditoriums.

F) Cadre Quarters—These buildings contain simall
butbetter furnished housing for all of the cadrein
charge of trainingthe campers. Every cadre mem-
ber has private sleeping, cooking, and showering
facilities.

G) Academic Buildings—These buildings contain a
library, a few indoor weaponsranges, all the initial
testing laboratories, and numerous dassrooms. It
is here campers receive all of their Level 1 training,
and some of Lhe instruction for their Levels 2
through 4 training,

H) Helipad—This is a flat piece of concrete used for
VIPs to land their helicopters.

A

37

Scenario Two



A

38

Scenario Two

I) The Field—This area is where campers perform
mandatory physical fitness every morning, and
where they show up foraccountability, and where
they meet before every major training event. The
flags on the edge of The Field are the U.S. flag, the
statc flag of whatever state the Super Camp is in,
three historic military flags, and the Super Camp
flag (a golden triangle on solid dark blue back-
ground.)

]) Motor Pool—This lot contains all the vehicles used
by the cadre, administrators and campers in the
Super Camps.Thereare severaljeepsandbuses, as
well as a few nicer cars for the camp commander
and her staff. Along the southern edge of the
motor pool, are garages and tow trucks used to
recover and repair broken or damages vehicles.

K) Academic HQ—This building contains all the
administrative offices for the Super Camp, as well
asa command post for the outer patrol, theagents
that guard the outer wall, and all the surveillance
equipment that monitors the grounds and the
academicareas, Records of each camper and cadre
member are kept in computers here, as well as
trainingcalendars, food and ammunitionrecords,
and financial records for the Super Camp’s “hon-
est” activities. The camp commander, Col. (Ret)
Alexeii Fairfield, also hasher office here, as well as
her living quarters. A few other staff members
have their quartershere as well, and therest livein
the Cadre Quarters. Colonel Fairfield’s quarters
are rigged with both motion detectors and IR
camerasfor security. Theundergroundlevelwhere
the surveillance is monitored is hidden from ev-
eryone but Colonel Fairfield and the agents who
monitor it. There are up to two teams of four
agents available at any time to respond to any
trouble. This does not include those agents on
outer wall guard or on outer patrol.

L) Open Area—This land is for the general use and
recreation of the campers. Ithasenoughtreesand
well-kept grass to keep it attractive, while also
being filled with useful featuresas well. It hasa few
tennis courts, some soccer and football fields, an
Olympic sized swimming pool, and plenty of
benches and open spaces for relaxation.

Laboratory HQ
All walls in this facility are of reinforced concrete
(DEF 8, BODY 5) unless otherwise specified.

A) Fence—This is another 8 foot tall chain link fence
with warnings posted that the areais restricted and
offlimitsto unauthorizedpersonnel. Thereareno
obvious guards or cameras, although thefencehas
more motion detectors built in its posts, with a 4"
range. These motion detectors transmit alarms
and information down to the Laboratory HQ
only. The gate on the fence is kept padlocked atall
times.

B) Surface Level—The only thing visible on the sur-
face inside the fence s a grassy hill with a huge old
metallicdoor in its side, and a dirt road leading to
the door. The areca looks unkempt and deserted,
although characters with Deduction or excep-
tional Perception Rolls might determine that it is
used regularly because of the new padlock on the
gate, and the fresh oil stains near the door. Under
afootof dirtis a reinforced concrete wall (DEF 8,
BODY 5) that makes up the bunker that formsthe
hill, and thedoor is of a thick heavy steel (IDEF 13,
BODY 13) 8' tall with no visible handles, locks, or
hinges. Beyond the door is a paved tunnel that
leads down to a small, lit parking lot.

C) Parking Lot—When campers are brought this far
(usually in jeeps), they are told to store their
clothing and bags here and then proceed into the
welcome room. While it appears to be just a
underground parking lot, there is a concealed
room in front of the surface entrance. If anyone
ever attempts to force entry past the vault doors,
the false wall can open up to release three weapon
turrets manned by agents behind the wall. Two
turrets are .50 cal. Machine Guns, and one turret
is a 57mm Recoilless Rifle. These are exactly the
same as found in the Ranged Weapons section of
Champions. The Machine Guns have 200 rounds
of ammunition each, and the Recoilless Rifle has
10 rounds which must be loaded one shot at a
time. The turret gunners are regular agents and
have OCVsof 5, but are safe from mostreturn fire
unless something can shoot through the DEF 7,
BODY 9 weapons in front of them. The false wall
will only be opened in the event of an emergency.

D) Welcome/Holding Room—This room looks like
a waiting room that one would find in a doctor’s
office, except thatitis much bigger. It has a recep-
tionist desk, plenty of reading material, plenty of
couches and chairs, a bathroom, and a TV. New
arrivals are told pleasantly to have a seat and wait
their turn for the final examination before they
proceed on to their next phase of training. All
campers are told that thisis part of their final out-
processing that everyone leaving the Super Camp
must go through.



E) Hallway—This hallway is designed to look like
something found in a hospital. There are various
colored lights over each door, and the hallway
smellslike disinfectant. There area number of fake
doors and medical signs and paraphernalia along
the opposite wall of the hallway to reinforce the
hospital look.

F) Examination Rooms—These are examination
rooms identical to those found in hospitals or
clinics, down to the little details like paper on the
exam tableand strange metallic instrumentsin all
the drawers. Any character with an appropriate
Knowledge Skill or experience in hospitals or
clinics might be able to determine that although
most of the equipment and tools in these rooms
are authentic, most of them haven’t been used in
along time. Characters might find trash cans that
are completely empty instead of having tongue
depressors and other disposable stuff used in ex-
aminations in them, boxes of rubber gloves and
tongue depressors etc. that are open but unused,
and other clues that would alert someone with a
medical background who was curious enough to
look. Once someoneisbrought into these rooms,
they are given an injection and told it is a type of
vaccination for the climate where theyare going to
beassigned next(amalariashot, for example). The
injection is really an 18d6 STUN Drain (NND,
defense is resistant PD), that takes 1 minute to
activate, and returns STUN at a rate of 5 points
every hour. The “doctor” or “nurse” that gives the
injection enters from the hallway at G, and that
door remains locked before they enter and after
they leave.

G) Hallway—After patientsare knocked unconscious
by theinjection, stretchers are broughtinand they
are taken out into this hallway to await the eleva-
tor. This hallway also looks like a hospital hallway,
just in case any patients look out before they get
their injection. Like the other hallway, there are a
number of fake doors and medical signs and
paraphernalia here as well. The elevator doors are
DEF 7, BODY 3 and require a code be punched
into the electronic lock to open. This code is
known by everyone who works in this building.

H) Reception Office—The door from the Welcome/
Holding room isanormal door thatiskeptlocked.
There are always at least two friendly people in
here taking names and passing out important
looking forms to fill out. The doors to the elevator
and the door to the back hallwayare DEF 7 BODY
3 and require a code be punched into the elec-
tronic lock to open. This code is the same asin G.

1) Elevator—This elevator is oversized to accommo-
date several stretchers, and has a video camera
concealed behind a mirror in the ceiling. The
elevator can be stopped and locked shut from area
T, and electrified at the push of a button. When
electrified it acts as a 10d6 Energy Blast damage
shield to anyone touching any part of the elevator.
This shock can be repeated as necessary at SPD 3.

J) Scientist/Technician/Agent Quarters—These are
individual rooms for the personnel thatlivein this
building. Each room hasitsownbathroom, and is
well furnished.

K) Guard Room—A team of 5 of Ra's Agents stay
here in the event of any treuble with any of the
patients. They are the ones who man the three
turrets that face down the entrance, and they are
the ones summoned in the event of an alarm.

L) Laboratory Storage—All the chemicals, spare
equipment, and instruments for the Main Labo-
ratory are kept in thisroom. They are inventoried
weekly.

M) Main Laboratory—This laboratory is primarily
used to convert as many people into mindless
psychics as possible. There are rows of human
sized tubes that hold and moniter patients while
injecting them with nutrients, genetic poisons,
and drugs to keep them unconscious. Each tube
stands vertically and has its own computer termi-
nal that can be used to alter injections and add or
subtract things for the system to monitor. The
tubes are made of plasteel (DEF 7, BODY 1), and
will do 2d6K damage to anyone within them if
suddenly shattered withoutany precautions being
made. Atany time there are numerous patientsin
various stages of transformation into mindless

psychic.
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R) Garage/Shipping Area—This is
where the buses enter the under-
ground building. The outer doorsare
made of steel (DEF 10, BODY 8) and
havesecurity cameraswalchingdown
them as well. These doorscan onlybe
opencd from the inside. The buses
that take the mindless psychics away
appear as charter buses with tinted
windows,

S) Tunnel—This tunnel has a paved

N) Experimental Laboratory—This laboratory is
whereany new geneticexperimentsare conducted
on patients with rare genetic make-ups. While
most experiments that come out of this room
teach the scientists something, they also tend to
kill the subject as well. Pcople like Emerald are
notable exceplions to this rule, however. At any
time there might be one or two subjects being
experimented on in this room.

0O) Advanced Research Laboratory—Any strange
mutations or particularly successful experiments
are examined, researched, and catalogued in this
room,

P) Shipping Point—Once someone is transformed
into a mindless psychic, they are taken here to
awaitshipment to Ra’s Tomb. Theyarebroughtin
and chained to the wall until they can be tagged
and cleaned, and then stand idly until someone
leads them ontoa bus to be taken away. The whole
room has been lined with a special electric field
that makes thewalls Hardened toany attacks with
a mental special effect, and actas a 106 Suppress
vs. all powers with a mental special effect in the
room,

Q) Lounge—This is a break, dining, and recreation
area for the scientists and technicians that work in
the laboratories.

road that leads ten miles out away
from the Super Camp before surfac-
ing from a concealed exit near a de-
serted highway somewhere.

T)SecurityMonitor Room—Another
team of four of Ra’s Agents rotate
through a 24 hour shift monitoring all the security
cameras and motion detectors throughout this
building and the Super Camp.

Super Camp Personnel

For all of these personnel use the stats for Compe-
tent Normals (From Champions, pg. 134) with an
intelligence of 17, plus the skills mentioned.

Col. (Ret) Alexeii Fairfield: Super Camp Commander

Skills: Bureaucratics 15-; Persuasion 14-; Streetwise
12-; LS: German 4; LS: Korean 1; Oratory 14-; Secu-
rity Systems 12-; Military Organization 14-

Col. (Ret) Fairfield served 23 years in the army as a
Military Intelligence officer before retiring, She is the
only person who stays within the Academic Limits
who knowsthetruepurposcbehind the Super Camps.
While sheisin charge of the activities of the camp, she
has to answer Lo almost everyone in the Laboratory
HQ. Sheisvery big on discipline and looking out for
the welfare of the Cadre and the campers, but some-
times she lacks common sense in her decision mak-
ing.
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Scott “Skipper” Turner: Cadre Leader

Skills: Tactics 14-; 2 Levels all Combat; Concealment
13-; Military Organization 11-; Amphibious Ops 12-
Skipper spent most of his life as a sergeant in the
Marinesuntilhe waskicked outbecause of misappro-
priating government equipment (stealing). While
still a very professional leader, he can’t resist occa-
sionally collecting military weapons or explosives.
His primary concern is the training of the campers,
although he follows Colonel Fairfield’s orders even if
they seem to contradict his training philosophy.

Dr. Jonathan Cortese: Camp Dean

Skills: Criminology 16-; Deduction 11-; Military Sci-
ence 12-; Cryptography 13-

Dr. Cortese is in charge of supervising all the classes
taughtin the academic side of the camp. He has never
been very physical, and tends to think his classes are
the most important thing in the camp. He is disliked
by almost everyone but those under him who leach
the classes. He has his doctorate degree in Criminol-
ogy.

Dr. Lawrence Yan: Director of Laboratory HQ

Skills: Genetics 17-; Biochemistry 15-; Medicine 13-
; Administration 12-; Microbiology 12-

Dr. Yan has gone from a brilliant hard-working
scientistto a paper-pusher and anadministrator. His
efforts now entirely revolve around the smooth op-
erations of the Laboratory. He hasn’t been actively a
part of an experiment in several years, but he is very
efficientat keeping his Laboratory running up to Mr.
Raymond’s standards. He seems to never sleep or
relax, and is constantly buzzing around the area.
While Dr. Yan has a direct phone hotline to Ra’s
tomb, only the bus drivers who transport the mind-
less psychics actually know thelocation of Ra’s tomb.

Dr. Julie Grossman: Assistant Director of
Laboratory HQ

Skills: Genetics 18-; Biochemistry 17-; Zoology 17-;
Biophysics 17-; Medicine 15-; Pharmacology 14-
Dr. Grossman is one of the most driven scientific
minds in the world. She works for Mr. Raymond
becauseheprovidesthe fundssheneedsfor unlimited
research and experimentation. Sheisan active part of
every experiment that occurs in the laboratory, and
she never misses an opportunity to explore any new
breakthroughs she or her team might discover. She
spends most of her ime workingin the Experimental

Laboratory, and it was her genius that helped create
Emerald.

Dr. Delbert Sherman: Assistant Director of
Advanced Research

Skills: Genetics 19-; Medicine 18-; Robotics 17-; Bio-
physics 14-

Dr. Sherman is one of the most unusual personalities
at the Laboratory HQ. While he is considered one of
the top minds in his field, he tends to spend most of
his time working on ridiculous robotic inventions or
practical jokes to play on the other scientists. Dr.
Sherman is very popular with everyone in the Labo-
ratory HQ except Dr. Yan, who sees him as an ineffi-
cientannoyance. Hisroboticsskills contributed greatly
to the creation of Ox.

Life In A Super Camp

In the event that a DNPC does enroll in a Super
Camp, or aheroenrollsor sneaksin tolearn whatgoes
on inside one, the following guidelines are given for

what they might encounter.

SuperCamp Schedule.
Mon-Fri:
0600........... Physical Fitness Training
0730..0c0ueeee Personal Hygiene/Breakfast
0900........... Classes/Training (Based on level)
1130....cccceee Lunch
1300....cccce.. Classes/Training (Based on level)
1530........... Recreational Activities (Sports etc.)
1700........... Personal Hygiene
1800........... Dinner
1930.......... Academic Limits
2400........... Taps
Sat:
0900........... Classes/Training (Based on level)
1130........... Free Time
0100......c.... Taps
Sun:
0800........... Voluntary Religious Activities
1000...........Free Time
2400........... Taps

Unless campers are involved in special training
activities or have special permission, they are sup-
posed to remain within Academic Limits atall times.
The motion detectors on the fence keep track of
personnel leaving the area, and report it back to both
HQs. Usually, offenders who leave the area are given
an hour or two before being escorted back to the
Academic Limits. Camp life is designed not to appear
too paramilitary, sooffendersare usuallyjust verbally
counseled the first few times they stay out more than
a couple of hours. Repeat offenders, or anyone who
gets too near a training area or the Laboratory HQare
usually given extraduties(guards,KP, etc.),and those
proven seriously delinquent are either asked to resign
from the camp, or transfer to cither a foreign specialty
school,anadvanced training camp, or the paranormal
internship program to learn some discipline (and
consequently never heard from again).
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The first week of the camp is basically filled with
classes explaining how the camp works, what camp-
ers can look forward too, how to receive financial aid,
ctc. Also during that week are the series of physical,
mental, and medical tests given to cach new camper
used to determine their potential for advancement.
In game terms player characters and DNPCs should
be categorized using the following guidelines.

Anyone with a STR, DEX, CON, or BODY Char-
acteristic of 16 or higher, should be considered to
have an usually high physical trait.

AnyonewithaSP’D Characteristic of 4 or higher,a
REC of 7 or higher, or an END of 35 or higher, shoukl
be considered to have an usually high physical trait.

Anyone with a INT and/or EGO of 16 or higher,
should be considered to have an usually high mental
trait.

Anyone who has any mutations, Characteristics
overnormalhumanmaximum, Talents,ormental or
EGO based Powers, should be considered to have the
appropriategenctic make-up required for the genetic
poisons to take effuct. This assumes these abilities or
powers are not gained entirely from magic, technol-
ogy, or some other focus or non-natural require-
ment.

The GM should also determine whether or not a
character or DNPC is genetically compatible based
on theirindividi: atharacter histories. Aliens, robots,
ancient deities, cyborgs, animals, magical creatures,
and other non-humans are almost
guaranteed nottobe geneticallycom-

A

Call to
The Raymond Project

Atsomepoint, Rais goingtowant theheroeskilled.
There are several possible reasons why. If the heroes
have been beatenby the Dominae and the publicstill
believes them to be criminals, than they have outlived
their usefulness and no one will mourn their deaths
anyway. If they have exposed the Dominae for what
theyreally are, than the heroes must die as amatter of
pride and security to Mr. Raymond’s activities. [fany
of them have been genetically poisoned, Ra will want
to see thebodies (dead oralive) to examine the effects
of his new experimental version of the genetic poi-
sons. Ra will probably order the assassinations as
heroesenroll or try to investigate the Super Camps. If
they do nol enroll or Iry to investigate the Super
Camps, he will order the heroes killed after either the
Dominae are inactivated somehow, or shortly after
the heroes have had to fight them. The assassins
assigned to the job will be the Raymond Project.

Thereare lwopossible placesthe Raymond Project
will try to kill the heroes. The first place is in a Super
Camp, the second place is somewhere near where the
heroes operate. A plan is given for the Super Camp
assassination. If the players do not investigate the

ARATAY AN A

Arms

patible. Humans with a history of
mutations or mental powers in their s
family (even if they personally don’t ¢
have them), or extended exposure to
radiation prabably have a very good
chance of being genetically compat-
ible. Finally, pure-strainhumans with
nodistinguishing featuresor exciling
histories, still have a 10% chance of
being genetically compatible based
on completely random chance.

People (particularly heroes and
DNPCs) who are genetically com-
patible will be put on the waiting list
to go to aforeign specialty school, an
advanced training camp, or the
paranormal internship program. In
addition, they will also be offered an
instantall-expenses-paid scholarship
for their first lwo years at the Super
Camp. Thereis usually onlya 1d6+1 ;
week waitbeforebeing transferredto | ©
one of these ‘illustrious’ programs, '
For playability purposes, characters
and DNPCs should not have to wait
longerthanaweek beforebeing trans-
ferred to the Laboratory 1Q for their
“final out-processing.”




Super Camps, the Raymond Project will try to hit
them in their home city, using a plan very similar to
the one spelt out. In the city plan, Princess will come
to the heroes, masquerading as computer program-
merin Mr. Raymond’semploy. She’s found outsome
terrible information about Mr. Raymond, and will
useit to lure the players into an ambush.

Note that the Raymond Project will have access to
any information Mr. Raymond or the D.A.D.L.O.
2000 computer have before the assassinations arc
planned. Each member of the team will have different
tasks depending on their abilities,

While the intent is to kill the heroes, if any of them
are obviously incapacitated beyond non-medical re-
covery, the Raymond Project might just capturc them
and takethem to the Super Camp Laboratory HQ for
examination and more genetic poisoning. Any he-
roes who escape will only be pursued if the rest of the
heroes are dead, captured, or incapacitated and the
Raymond Project is certain they can handle whoever
escaped. These possibilities also give the heroes a
second chance if they do particularly poorly against
the Raymond Project the first time.

The Plan:

Princess

She will be using knowledge gained from Mr.
Raymond and the D.A.D.LO. 2000 to attempt to
befricnd one or more of the heroes in an appropriate
disguisc based on the heroes’” known personalities. If
any of the heroes are enrolled (or pretending to be
enrolled) in the Super Camp, she will probably first
meet them pretending to be another camper. If they
are just infiltrating the Super Camp, she will mas-
querade as a camper who is brealkang her limits to go
exploring in the woods, and using directions from
Doc (whe will be getting his directions from
D.A.D.L.O,, the camp securily systems, and Ted’s
tracersifanyarein place) to “accidentally” bumpinto
the heroes out in the woods one day. However she
meets the heroes, she will try to befriend them with
stories of hidden laboratories she has discovered and
wanits to go explore. She will seem very determined
and honest (using her Acting and Persuasion wher-
cver possible) trying to get the heroes to come explore
with her. While she talks, she will attempt (via Sleight
of Hand) to place one of Ted’s tracers on the easiest
target, and she will call it a good luck charm if caught.
I(the heroes refuse to comewith her, she will leaveon
her own until she gets word via Mind Link from Doc
whether or not the heroes are following her. If they
are, she will pretend she doesn’t know it, and will
continue on to the ambush site. If they don’t follow
her, she will begin tracking them until the rest of the
Raymond Project can catch up and try to establish a
new ambush sitesomewhereintheheroes’ path. Ifshe
ends up traveling with the heroes, she will offer them
snacks and/or water from her backpack/canteen as
they walk. Naturally, the food and her canteen are
both laced with Doc's hallucinogenic. She is also

carryingall cight dosesof Doc’spoison, which she will
attempt to slip into any food or liquid she sees any
herocs carrying in two groups of four doses each.
Also, if anyone gets stunned during the fight, she
might try and force some down thcir throat if she
thought she could get away withit. Once theambush
is ready, she will signal Doc to have the outer patrol
“discover” her (if she is alone either following or
being followed) and begin chasing and shooting at
her. Ifshe is travelingwith the heroes, she will just lead
theminto theambush and thenactsurprised. Shewill
remain ready to use her abilities to get her close
enough for a surprise throat punch (Nerve Strike) or
Aikidothrow(Martial Throw)whenever it seemslike
it will do the most damage.

Bruce

In the ambush site, Bruce will have used his Con-
cealment and as much time as possible to bury him-
self in a small pit under a net of dirt and leaves. This
pitwill be just to the rear and left of the arca where the
Raymond Project plans on attacking the heroes. He
willhopefullyallow theheroestopassby himandinto
theambushssite. After theinitial attacks by Ted, Shot,
and Ox, he will leap out of hiding and charge the
heroes from behind. He will be wearing hiskevlar vest
under his camouflage, and he will use his adrenal
activators as soon as the initial attack begins.

Urban
Assasination
Site
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Shot

Before Princess even leaves to go to the ambush
site, Shot will have concealed himself up in a tree
several yards (approximately 30"; a -6 range modi-
fier) in front of the ambush site. e will have left
significant amounts of small tree limbs between him-
selfand the ambush site, and will be able to casily see
and shoot through them with the sights on his rifle
while still concealing his position. Once the heroes
trigger, disarm, or avoid Ted’s mines, Shot will fire a
grenadeinto their midst. He will fire only rifle rounds
after that as long as Bruce stays close to the heroes.

Ted

Also before the battle begins, Ted will have set up
his three Claymore Mines around the ambush area.
They will be set up as the corners of a triangle with
sidesapproximately 8" long. They will allbe facingin,
so that anyone inside the triangle will automatically
be in Lthe 4" cone of effect of at least one of the mines.
Their trigger is a radio detonator that Ted is holding
in his hand. He will be manning his scanner to
monitor the heroes (or at least the tracers) as they
approach, and he will try to set off the mincs with as
many people as possible in the 8" triangle. He will also
be taking Mind Link directions from Doc, and will be
off to one side concealed within eyeshot of the am-
bush site. After the battle begins he will activate his
jammer. Hewillnotdo thisuntil hehas detonatedhis
mines, because the jammer will keep him from trig-
gering the mines. If any heroes are using Stealth or
Invisibility during the battle, he will continue to use
hisscanner to locate them and tell the rest of the team.
He will be near enough by to be able to use his
equipment elfectively, although he will be in a cloth/
leaf/dirt covered pitsimilar to the one Bruce is hiding
in. [fattacked he will defend hinzselfwith hisconcus-
sion grenades. If Doc directs him to, he is also pre-
pared to throw a massive C-4 explosive charge out
into the batile.

Ox

Before the battle starts, Ox will have stockpiled a
number of large boulders and carved a massive club
out of a good sized tree. He has driven these boulders
slightly into the ground and laid the tree over them so
it looks somewhat like a natural formation. This has
also left him some space to hide among the boulders
concealed both from the sides and from overhead.
These boulders require a STR of about 30 to lift, and
Ox will use 50 STR to throw them a maximum of 8"
with a-2 (balanced, unaerodynamic) range modifier
to hita DCV 3 hex (-2 from 2 to 4", -4 from 4 to 8").
Theywilldo 10d6if they hit. When he hears the battle
start or gets the command from Doc, he will start
throwing boulders at the heroes. These each actas an
Area Effect of 2" by 2", [fall the heroeshavearrived by
air, he will use all 70 STR to throw the boulders as far
as 16", doing as much as 14d6 damage to anyone they
hit (still having the same Area Effect). He will use the
tree as a club against anyone who tries to melee with
him, with a 2" Area Effect.

Doc

Using the information from D.A.D.LO. (assum-
ing itis still active) the Super Camp security systems,
and Ted's scanners tracking the tracers (assuming
any were placed), Doc will attempt to start setting up
Mind Links, Ego Defense, and Danger Sense on the
rest of the team about one minute before the heroes
arrive, After all thatisdone, he will put the Force Field
up around himself and Bruce. He will be located in
another nearby treetop, watching and directing the
battle with the aid of a pair of binoculars (+3 vs. sight
range modifiers).

Finding Ra and His Tomb

If the heroes are still around with D.A.D.L.O,,
geneticpoisons, the Dominae,a Super Camp, and the
Raymond Project all working against them, well, first
off they should be complimented on their persis-
tence, Theywill have successfully attracted Ra’s 100%
attention, and he will now deem them a personal
threat to his plans. Unfortunately for Ra, being the
megalomanic that he is, instead of going into hiding
a few months and letting the whole thing blow over
before he acts, he will now also deem the heroes a
personal challenge to his powers.

There are two ways the heroes can find out the
location of Ra’s tomb. The first way is to follow one of
the bus drivers who transport the mindless psychics
to Ra’s tomb. It is also possible to use Interrogation,
Presence Attacks, Telepathy, or the like on these
normals, although they have a tremendous fear of
Mr. Raymond and are relatively loyal to him. Note
that just following the tunnel out of the Laboratory
HQreally won’t help the heroes much, as it just takes
them ten miles away and onto a regularly (albeit
lightly used) highway. The second way the heroes
mightlearn thelocation of Ra’stombis by him telling
them. If D.A.D.LO. is still functioning, then it will
have “miraculously” used its Deduction and massive
mathematical abilities to come up with alocation that
has a 96.365% chance of being the center of all the
recent activities (i.e., Rawill have radioed D.A.D.LO.
and told itto say this). If the heroes still think Princess
isworkingin Mr. Raymond’s megacorporation (after
the Urban Assassination attempts) and she never got
a chance to attack them, then she might “somehow”
find the location of the assassins’ boss’s hideout by
tapping into the megacorporation computers and
then call the heroes and tell them. If Midnight Blue is
stillin good health and the heroes never exposed her
asreporter Jessica Black, thenJessica Blackmight call
the heroes and tell them the TV station just got an
anonymous tip on the location of where the assassins’
HQis. Ifallelse fails, Ramight actually send theheroes
a crudely drawn map, written in hieroglyphics on
papyrus parchment, that shows the location of a
hidden pyramid buried under the city, accompanied
by several curses in ancient Egyptian. GMs should
give the heroes a chance to discover the location of
Ra’s Tomb on their own before having Ra somehow
send the information to them.



When the heroes arrive, and Ra hashad anyway to
knowthat theyarethere (tracers, D.A.D.1.O., security
systems, Midnight Blue, etc.), then he will meet them
in the entry way of the main laboratory as Mr.
Raymond. He will have left as Ra through his War
Galley exit, and returned through the main entry
tunnel as Mr. Raymond, so none of his Sun Children
orscientists willknow hissecret 10. The Sun Children
and scientists all know Mr. Raymond as Ra’s second
in command, and will treat him accordingly. By now
the heroes should know (oratleast be suspicious) that
Mr. Raymond may not be on the side of the good
guys. He will freely admit to being behind most of
whatever the heroes accuse him of, and he’ll say that
he will gladly let them get down to the business of
trying to arrest him later. First, however, he would be
honored if the heroes would allow him to give them
apersonallyguided tourof thearea. Hopefully hewill
have some leverage (a DNPC in stasis or already
shipped off as a mindless psychic, a hero being af-
fected by the genetic poison, etc.) to help convincethe
heroes to allow the tour.

Thetourisprimarilyjustthat, atour.Mr. Raymond
is the kind of megalomanic that must reveal every-
thing before he kills his enemies. The only malicious
purpose the tour hasis to get the heroes to Ra’s arena
located in his recreation area so that they can fight
without endangering the tomb or Ra’s secret ID. Mr.
Raymond will be very arrogant in the tour, and will
throw in sarcastic comments whenever possible. The
lastthingonthe tour willbe thearenain hisrecreation
area.

If the heroes insist on attacking Ra in the main
laboratory (and missing a really neat tour), Mr.
Raymond will attempt to force it outside into the
tunnel to protect his tomb. Regardless of where the
fight starts, Mr. Raymond will transform into Ra,
“Pharaoh of the Gods,” at the very beginning. In this
form his megalomania will reach full force, and his
gloating will start revealing more and more. During
the fight he will start laughing about any of his tricks
that worked, going all the way back to his hiring The
Director. He might mention D.A.D.I.O., Princess,
the Dominae, and anything else the heroes might not
have figured out by now. The only things he will not
mention, are to whom the mindless psychics are
being sent (because he would much rather send them
there to meet the Psychophants personally) or why,
and exactly where the Psychophants’ mother ship is
located (becausehe doesn’tknow). It simportant the
GM reveal all this as Ra fights, because if he loses
(particularly if his tomb is damaged) there is a really
good chance he is going to have a mental breakdown
and not be able to say anything.

Meanwhile, Ra will probably notbe fighting alone.
If the fight occurs where any of the Sun Children can
see it, they will join in and fight to the death. At the
sametime,if Midnight Blueis still capable offighting,
she will be there invisible as well. Ra has given her
specific instructions not to interfere with the fight
(because he naturally won’t need her), but she is

strong-willed and defiant enough to ignore those
orders and help anyway if she seesa good opportunity
or if it looks like Ra is losing.

IfRaloses, inaddition to him very probably having
amental breakdown instead of admitting he should
probably try to escape, several other things might
occur. [fany of the scientists have seen Raloscand are
still capable of moving, theywillbegin purgingdatain
the computers, destroying the formulasto the genetic
poisons, and smashing thelife support systems to the
stasis field tubes. Note that the computers are artifi-
ciallyintelligent, and if they (especially the oneinRa'’s
study) happen to detect Ra’s defeat, they will begin to
start erasing their own data bases. They will not
commit suicide or erase any of their non-incriminat-
ing information, however. If Midnight Blue sees Ra
lose and there is no way for her to win on her own, she
willhead directly for the nuclearreactor controlsand
begin destroying them. She knows that Ra isimmor-
tal and that she can just fly out through the shuttle
escape tube, and she couldn’t care less about any of
the scientists or Sun Children. She will want all evi-
dence of Ra’s activities and anything that might in-
criminate her destroyed, and if it takes a nuclear
accident to do it that is OK with her. The only things
she might save on the way out would be a copy of the
genetic poison formula and Ra’s Ankh.

If Ra wins, he will commence injecting the heroes
with genetic poisons until they become mindless
psychics, and then hold them until he can ship them
off on the next shuttle. If they are somehow immune
to the genetic poisons, Ra will incapacitate them and
hold them until he can go ahead and send them to the
Psychophants anyway. Unbeknownst to Ra, the next
shuttle due Lo arrive has been captured by escaped
alien slaves, and no new shuttles will be coming until
that shuttle is destroyed or recaptured (which will
likely take several days, or maybe even weeks). This
will all be covered in “A Psi for a Psi”. The important
thing to note is that if Ra wins, the heroes should have
plenty of time to try and escape and defeat him again.

Ra’s Tomb

A) Blackdog Bus Depot—This charter bus company
is set up on the edge of whatever metropolis is
most convenient to the GM. It is an actual charter
bus service that is being run by four more of Ra’s
Agents. Everything related to this company that
they do is completely legitimate, with the excep-
tion of the fact it also hides the entrance to Ra’s
tomb. The grounds consist of one huge fenced-off
parking lot filled with charter buses, a building for
drivers to rest, shower, and wait for assignments,
a garage for threebuses, and an office. Most of the
drivers present are normal drivers who know
nothing of the activities of Mr. Raymond. The
drivers assigned to pick up and deliver mindless
psychicsare constantly on theroad or resting from
anassignment. The garage has three separate bays
withnowindowsin thedoors. Thebay furtheston
the left is actually a massive elevator that leads
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down to Ra’s tomb. It can only be operated when
all the doors Icading into it are closed and locked,
and requires aretinal scan to activate. The elevator
has walls of DEF 6, BODY 4, and is capable of
lifting 25 tons. Theelevatorshaft is approximately
100" (17") deep, is unlit, and has rungs leading
down the side to the hottom. This bay is only
monitored via two video cameras by the agenltsin
the main officeand by Ra is his tomb. Theywill try
to chase off, kill, or capture anyone caught tinker-
ing withtheelevator, Theagentsknow theyarenot
allowed into the tomb under any circumstances,
and will tie up anyone captured, toss them into a
bus, and then call Mr. Raymond to let him know
irespassers are coming,.

B) Tunnel—This tunnel is 16 miles long, and is sized

and paved to accommodate charter buses with
ease. Along the wallsare concretestatues of Egyp-
tian gods and creaturcs of mythology lighting the
tunnel with perpetually lit torches (fed by butane).
The hundreds of torches create an eerie lighting
effect, and the whole tunnel is filled with strange
shadows and orange (lickering light. Every half
mile or so,anethervideo camerais monitoringthe
tunnel and sending the pictures Lo Ra's tomb. At
the end of this tunnel is a massive pair of iron
doubledoors thatare DEF 10and BODY 15. These
doors require a STR of 30 to push open (if un-
locked), and can be opened with hydraulics from
the inside. There are four of Ra’s Sun Children
guarding the outside of this door. Only their reti-
nalscanswill clear the personnel inside to open the
doors.

C) Main Laboratory—This massive room is the core

of Ra’s tomb, and will be discussed separately.

D) Quarters—These areas can be reached by elevator

and are divided up into two sections. In the main
portion, are the quarters of all the Sun Children
that work in this tomb. Their living quarters are
relativelyaverage, and everyroom hasitsown TV,
bathroom, and plenty of room for personalitems.
The Sun Children have a gym, a recreation center,
and a large cafeteria for their meals. The smaller
section is kept separate from the Sun Children’s
quarters, and is the home of all the scientists that
workin the tomb. Their living quarters are more
luxurious than those of the Sun Children. Each
scientist is given a two room suite, complete with
its own kitchen. The scientists also have a gym,
cafeteria, and recreation center, but they also have
co-ed saunas, hot tubs, and swimming pools.

E) Ra’s Quarters—These quarters are sealed off by a

3" cube of stone that is DEF 5, 16 BODY, and
weighs 6400 kg (requiringa STR of40 to lift). This
“door” must be lifted to get into Ra’s quarters. He
choose this both for security reasons and because
that is how most Egyptian pyramids and tombs
were sealed off. After the door is a stone corridor
thatleads down tohischambers. The actualcham-
bers are incredibly opulent. Everything within is
antique, made of some precious material, and
usually hand-made or one of a kind. Not surpris-
ingly, the general motif of the room is ancient
Egyptian. Most of the furniture is lined or made of
gold, gold statues of Egyptian deities and mytho-
logical creatures are everywhere, and the walls are
covered in gold-inlaid hieroglyphics telling Ra’s
life story.

F) Trophy Room—Thisroomisa museum of ancient

artifacts and relics of the past. Everything inside is
authentic and sealed in glass for protection. The
area forms a massive maze of corridors arranged
in chronological order from ancient Egypt to the
present. Inside arelostpieces of art, Greek statues,
German tanks, Japanese swords, medieval suits of
armor, American Indian headdresses, Spanish
galleys, Viking ships, Roman chariots, Colonial
cannons, French biplanes, Hebrew scrolls, Afri-
canmasks, Chineseidols, etc., etc. The value of the
collections in this museumn are beyond normal
monetary estimations. In the very first chamber,
displayed proudly in an exhibit all of its own, is
Ra’s Ankh. This display is also surrounded with
various warnings and curses stating that death by
fireawaitsall mortals who dare touch the Ankh. If
theentiremuseumwereaboul tobe destroyed, the
firstand foremost thing Ra would attempt to save
would be his Ankh.



G) Private Study—This room is where Ra monitors
all of his security systems, and runs most of his
operations. The room is filled with computers
(similarin power tothe D.A.D.I.O.andconnected
to the mainframe in the main laboratory), scien-
tific equipment, communication equipment, TV
screens, and books. This is the only place in Ra’s
tomb where he will normally appear as Mr.
Raymond, and then only whenheiscommunicat-
ing with someone outside the tomb.

H) Recreation Area—This series of chambers is di-
vided up into several ancient recreational type
areas. There isa massive Roman style heated bath,
apitforgladiatorial combat and for animal fights,
a bow/spear/crossbow live animal target range,
etc, etc.

I) Galley Exit—This area is where Ra keeps his War
Galley. It is a large round room with a tunnel
leading out through the ceiling. The tunnel goes
threemilesbefore exiting througha secretdooron
top of a large lonely hill.

J) Nuclear Power Plant—Beneath the tombis asmall
fission plant that powers the tombs’ operations. It
is created entirely out of the alien technology.
Backup batteries provide five hours of power in
the event of a technical failure in the power plant.

Main Laboratory

Note that this entire area is constantly lined with a
special electric field that makes the walls Hardened to
any attacks with a mental special effect, and actas a
12d6 Suppress vs. all powers with a mental special
effectin thearea. This effect willbenegated if themain
power is shut down. This whole room is also deco-
rated in ancient Egyptian. Everywhere there isn’t
some piece of technology, hieroglyphics and statues
abound. Note thatmostall of the technology foundin
this room is at least partially created from the alien
technology. This room is constantly filled with ap-
proximately 20 (normal) scientists and technicians,
and 15 Sun Children. While the scientists dress in
standard whitelabcoats,theSunChildrenalwaysstay
in their bright orange robes.

K) Entryway—Whenever a bus of new mindless
psychicscomesin, itstops here. Afteritis emptied,
the floor turns the bus back around and the bus
leaves again.

L) In-processing Area—This is where the mindless
psychics are herded over directly after departing
the bus. They are formed into rows of people who
are then re-catalogued, rechecked, and prepared
for shipment out into outer space by a small force
of eight Sun Children. Names and numbers are

View not to scale for reference only
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called out, sedatives are injected, clothes are re-
moved, and more permanent tags are attached to
the mindless psychics. The whole process is quite
noisyand chaotic, but has been practiced numer-
ous times and is usually over relatively quickly.

M) Stasis Chamber—After the mindless psychics are

completely ready to be shipped off into outer
space, they are taken to this hallway. Inside are
hundreds of stasis field tubes (DEF 3, BODY 2)
that keep waiting mindless psychics from aging,
damaging themsclves, or [rom having to eat. At
any time there are usually 150 - 200 of these tubes
filled.

N) Shuttle Bay—Here mindless psychicsare escorted

onto the shuttle. Itis now empty asall the shuttles
are currentlyin transit. The shuttles land and take
off through a tube leading up to the surface. This
tube exits in an oil field that lias constantly burn-
ing fires to mask the noiseandlights of theshuttles.
Shuttles also bring any money, alien technology,
precious mincrals, or other forms of payment Ra
might want or need for his helping the
Psychophants. A carcful search of this area might
bringup large traces of heavy metal alloys (namely
gold and pieces of the shutile) as well as abnor-
mally high amounts of microscopicharmlession-
ized waste (from the exhaust). Note that the door
into this bay opensabout even with where the top
ofthe shuttle wouldbe. With it empty, thereisa 8"
drop from the door to the bottom of the tube.

Q) Power Station—This is where the small fission

plantbeneath the tombis controlled. There are six
stations for various technicians, and the whole
apparatus has DEF 4 and BODY 16. Destroying
the control station has a 75% chance of startinga
meltdownorsomeotherformofnuclearaccident.
Notethatiheadvanced technologyinvelved would
give anyone with the appropriate Knowlecdge Skill
a -1 to operate the controls, but improved fail-
safes also make it nearly impossible for a nuclear
accident unless the entire control station is de-
stroyed or physically disabled. In the event of a
nuclear accident, the GM should use the following
as a guideline to the dangerous effects. The first
minute after the accident begins, everyone in the
Main Laboratoryshould take I pip of KillingNND
(Defense is Life Support vs. Radiation) radiation
damage and start to notice an extreme rise in
temperature. The second minule anyone in the
Main Laboratory should start taking 1 pip of
Killing NND radiation damage every phase 12
recovery,andthetemperatureshouldriseto nearly
unbearable. The third minute the damage in-
creases to 1 pip of Killing NND radiation damage
every 6 segments alongwith everything and every-
one taking 1d6 Killing damage every phase from
extreme heat. Each minute thereafter, the radia-
tiondamage willincrease one damage class until it
has reached a maximum of 2d6 Killing NND
radiation damage, and the heat damage will in-
crease one damage class until it has reached a

maximum of 6d6 Killing damage. Once both of
these have maxed out, the lab should be entirely
destroyed, and the effect should start spreading to
thesurfaceand then to the surrounding city. The
GM isencouraged to allow any reasonableway for
the heroes Lo stop this accident before it begins.
Bringing in excessive amounts of lead, rewiring
the controls (at severe penalties}), throwing the
radioactive material out into space, or any other
rcasonable ideas should be allowed. The nuclear
accident should represent only true apathy or
stupidity on the part of the heroes, and should
otherwise be avoided.

P) Balcony—Up on this level, computers organize
the data of catalogued mindless psychics, techni-
cians pull maintenance on any shuttles thatarrive,
and other systems like the stasis chamber are
monitored. Anyscientists not workingat thepower
station work on this balcony, reprogramming
computersandrepairing, maintainingorimprov-
ing equipment. The computers hold ennrmous
amountsof personal dataon everyperson thathas
ever gone through a Super Camp or been trans-
formed into a mindless psychic, as well as most of
the records on Ra’s other illegal activities, bank
accounts, ctc. These computers areartificially in-
telligent, and made almost entirely of alien tech-
nology. Thislevel holds theentrance toRa'scham-
bers.

Q) Elevator—On both the bottom floor and the
balcony, an clevator lakes people to and from the
miain laboratory and the quarters below. A palm
scan is required to get to the scientists quarters (by
scientistsonly),although theelevator has no other
security measures.

R) Genetic Laboratory—Thisisa small areasimilar to
thegeneticlaboratariesfound in theSuper Camps.
It is only used for examining strange new muta-
tions or reactions to the genetic poison. Here is
where all the genetic poison antidote is kept in a
small DEF 10, BODY 8 vault that can only be
opened with a retinal scan and a combination
known only to Ra and two other scientists. There
is enough genetic poison antidote to cure twenty
people, and the formula for making more of it.

AMAMAAANADAAAAAAANMAADAAAA
Taps and Lead into the
Final Scenario

Attheend ofthis scenario theheroesshouldrealize
how involved they have become in something very
big. Everyone in Ra’s tomb knows that shutile loads
of mindless psychics are regularly being sent into
space, and shuttle loads of gold and technology are
coming back in return. Only Ra knows who the
shuttlesare going to (he has actually met face-to-face
with the Psychophants), although because the shuttles
are self guided, he has no idea where the mother ship
is.



The computers in the tomb are clearly (to anyone
withssignificant Electronicsand/or Computer Knowl-
edge) created from some technology far beyond the
norm, and have statistics on over 10,000 people who
have been “erased” from sociely and sent off into
outer space over the course of several years. There is
also significant amounts of information on years of
genetic research, and experiments specifically tar-
geted on turning normal humans into mindless
psychics. Mental powers and potential areintention-
ally enhanced, while inteltect, will, and self-confi-
dence are intentionally dampened. The genctic poi-
sonsarcalsa based on biochemistry far more compli-
cated than anything modern science is capable of.

Itshould also be obvious how much time, money,
and effort has gone into setting up this entire opera-
tion designed solely to transform humans and send
them off into space. Both the media (through The
Director and through Midnight Blue’s alter ego, TV
reporter Jessica Black) and at least one very powerful
megacorporation are involved.

The third and final scenario in this mini-campaign
begins with alien slaves escaping the Psychophantsin
the missing shuttle. From there the heroes should
have the opportunity to find the location of the
mother ship, and fly out toconfrontthe Psychophants
in their own base.

AVAVAY AR A ARV A AR AAA

Roll Cali
Ra (aka Mr. Raymond)

Background: Ra was born as a hideously ugly child
thousands of years ago in one of the deserts of north-
ern Africa, He was very bright, but outcast at the age
of eight by his family because of his horrible features.
Left to die in the wastelands, he was forced to cat rare
beetles and other creatures for sustenance. Some-
thing in his strange metabolism reacted with the
unusual diet and he was able to survive in conditions
that should have killed him.

As he grew older, he began to experiment with
natural chemicals and their effects on his body. After
almost half a decade of living alone in the desert, he
returned to his society. His experiments had gradu-
ally transformed his hideous head into that of one of
thedesertbirdshe hadadmired as a child. When the
people attacked him thinking he was a demon or
someother foul creature, hisanger triggered the great
power he had inadvertently stored within himself
while in the desert.

After the great display of power that followed, Ra
left again for the desert. The people that survived
spread the word of his magic, and soon they adopted
him as one of their gods. Centuries passed and Ra
became accustomed to the groveling and gifts and
idolsassociated withhimselfand his newfound pow-
ers. He continued his experiments and studiesin the

desertwhilehisreligion continuedtogrowandspread
acrossancient Egyptand the Middle East.

At the height of his popularity and power, one of
his experiments went wrong, and he lapsed into a
coma for thousands of years. He finally came out of it
in the early 20th century with most of his memory
gone. He traveled the world learning about technel-
ogy and all the history he had missed, occasionally
trying to regain his lost status as a god along the way.
Atlasthehasattained alevel of power and knowledge
wherehebelievesheisreadyto claimhisrightful place
above mortals.

Quote: “Worship me and perhaps I will spare you!”

Personality/Motivation: Apart from normal man-
kind almost all of his life, Ra eventually began to
believe lie really was a god. His megalomania is so
complete, thatin hisearlier days when large groupsof
superheroes ganged upagainst hisgrandiose schemes
of power and defeated him, Ra collapsed in a mental
breakdown that left him a blithering idiot for several
months.

Hehas mellowed outenough since then to remain
calm and relatively normal in his alter ego of Mr.
Raymond as long as he is not attacked or physically
harmed, but hisincredible ego demands nothing but
the ultimate respect when he appears as Ra. He plans
everything down to the smallest possible detail, and
hasgained quiteabitof patience with his immortality.
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Ra (aka Mr. Raymond)

Val CHA Cost Roll Notes

Disadvantages: 150+

60 STR 50 21-  100tons; 12d6 [6]
29 DEX 57 15~ OCV:10/DCV:10
30 CON 40 15-

15 BODY 10 12-

28 INT 18 15- PERRoll15-

18 EGO 16 13- ECV:6

30 PRE 20 15- PRE Attackédeé
18 COM 4 13-

10 PD -2
10 ED 4
7 SPD 31 PHA:2,4,6,7,9,11,12
18 REC 0
60 END 0
60 STUN 0

Total Characteristics Cost: 248

Movement: Running: 6"/12"  Swimming: 2"/4"
Flight: 40"/80"

Powers & Skills

Fire and Light Powers:
Elemental Control (40)
a - Fire Blast: RKA 4d6, Penetrating, 2x END (33)
(18]
b - Fire Aura: EB 7d6, AP, Damage Shield, 0 END,
Will not work in water or heuvy rains , No KB
(27) l0]
c - Light Aura: Flash 3d6 vs. Sight Group, AE 9"
Cone, AP, 6 Charges (27) [6¢]
d - Force Field +25 PD, +21 D, 0 END, Hardened,
Act 14-(27) |9
e - Flight 40", Will not work in water or heavy rains
(27) [1/5"]
Shape-Shifter Powers:
106 pt Variable Power Paol, All powers are limited to
simulate normal animal abilities and must match
form of Shape Shift (129)
Shape Shift to Any normal animal or human, 0
END, Linked to Variable Point Power Poel (10)
{0]
Mental Defense: 16 (12)
Bird’s Eyes:
+10 Telescopic Vision vs. Range Mods only (15)
IR vision (5)
Immortality Powers:
Full Life Support (30)
Damage Resistance 10 PD, 10 ED (10)
Regeneration 2 BODY/Turn, Only when in
Sunlight (16)
Mastermind Skills;
Computer Programming 15- (3)
Tnventor 15- (3)
KS: U.S. Govt. Agencies 15- (3)
Languages (All at Fluent Conversation): Latin,
Lgyptian, Spanish, German (7)
Linguist (3)
Persuasion 15- (3)
Sciences (15- each): Genetics, Biochemistry,
Physics (6)
Scientist (3)
Total Powers & Skills Cost: 439

Total Character Cost: 687

Distinctive Features:

Bird Head (10)
Enraged when:

Insulted in combat, 14-/11- (10)
Hunted by:

everal Major Hero Groups, 11- (25)
Physical Limitation:

Has total temporary mental shutdown when soundly

defeated in combat and plans (15)
Psychological Limitation:
Megalomanic (20)
Vengeful (10)
Reputation:

Ancient pagan deity, 14- (20)
Secret Identity: Mr. Raymond (15)
Unluck: 2d6 (10)

Vulnerability:

%2 STUN from magic (20)
Watched by:

the U.S. Government, 11- (10)
Villain Bonus (372)

Total Disadvantage Points: 687

He considers Midnight Blue a superior human, but
like most things, he believesherto bejusta temporary
tool for his schemes.

While as a general rule Rais rather ruthless in his
operations, he does take it upon himseli'to occasion-
ally look after thase mortals wise enough to worship
him. This may range from a quick death when some-
one deserves a slow lingering one, to arranging for
high paying job openings to suddenly appear.

In almostall of his recent work, Ra has appeared as
Mr. Raymond to anyone he deals with. Of all the
people he has worked with over the last decade or so,
only The Director, Gaffer, Midnight Blue, the Sun
Children, and the Psychophants have ever seen him
in his Ra form, Of those, only Midnight Blueand the
Psychophants know Ra and Mr. Raymond are the
same person.

Powers/Tactics: Ra always appears with his Damage
Shieldand Force Field up. He prefers to begin combat
withhisflameblastalongwithastrong PREattack. He
knows how much his flame bhst drains him, how-
ever, so he tends to gloat during combat to gain an
extra REC or two. Ra tries not to fly in combat
whenever possible to conserve energy as well. In
extremely wet conditions or times when his flames
will not work, he prefers to Shape Shift into large cat
forms and attack with claws enhanced by his incred-
ible STR.

His immortality powers are essentially a form of
GM fiat. Whenever heisreduced to -15 BODY or less
(i.e., killed), he immediately begins to come back to
life, For the first three months afler “death,” hisbody
will slowly repairitself. If it is continually harmed or



burned or whatever, the process will keep starting
over until it has enough time to completely recover.
Once Ra’s body is completcly restored, it will appear
tobe inacoma, andno amount of medical treatment
will be able to revive it. Three months later, if Ra’s
body is not further injured, his soul will return to the
body via the Swunmon and bring him back to his
normaiself, Ifthe body s killed againbefore the soul
can re-inhabitit, the processmuststart again fromthe
healing process. Note that all of this is accomplished
by the GM taking gross liberties with therules; Ra has
not paid peintforany of theseabilitiesbeyond his Life
Support and his Regeneration.

Appearance: Ra appcears as a large man with dark
oliveskin and the head ofabird. Hewearsan Egyptian
skirt, headset and collar woven out of red and gold,
and red boots, a red sash and armbands with a gold
ankh set in each of them. In his alter ego of Mr.
Raymond, heappearsasalarge man of Arabicdecent.
IHe wears a double breasted black suit and tie, with
slicked back black hair and a tuft of gray at each
temple.

Ra’s Ankh

The Seven Great Ankhs existed eons before even
Ra, and have longbeen a mystery. Thousandsofl years
ago, Ra discovered an Ankh being worshipped by
followers who were once his, and instantly claimed
the object as his own. From that point on he casried
it wherever he went, and it soon became a part of the
religion that had grown around him.

The Ankhs had become famous for their three
greatmagical abilities. Firstof all they wereindestruc-
tible. In the millennia that has past since their discov-
cry, none of them have ever been harmed by any
source. Second, they all burn by fire all mortals who
would dare touch them. Finally, they can bring spirits
back from the dead.

In truth, the Ankhs actually do have most of the
powers associated with legend. While their age is
unknown, the Ankhshave proven impervious fo all
known weapons, and noneof them havebeen known
to havebeen harmed. Almostanyone who touches an
Ankh will in fact be engulfed in flame, although
“immortality” is not the factor that determines
whether ornota person iskilled by the Ankh. Appar-
ently the Ankh does notharm individuals of extraor-
dinarily massive power, [n game terms the Ankhs
onlyburn characterswith less than 400 1otal character
points, or those with no “inherent” (i.e. not foci,
cybernelics, etc.) powers at all. These flames will
continue burning as long as the subject continues to
hold the Ankh. In the hands of anyone powerful
enough not to be burned by one of the Ankhs, there
have actually been reported several cases of people
actually being brought back from the dead by the
Ankhs, The mechanics of this, ifneeded, areleft to the
GM., The Ankh cannot use thisabilitymore than once
a day, and cannot bring extremely powerful charac-
ters (800 points or more) back to life.

Raisparticularly superstitiousabout his Ankh (the
other six have appeared and disappeared throughout
the centuries and are currentlyalllost), ashehas seen
it bring others back (rom the dead, and believesiitis
the source of his immortality. It is the only objecthe
holds dear to him, although he is still too overconfi-
dentand arrogant to admitit to others or to showhis
superstitiousness.

Powers & Skills

Ankh Powers:

All powers are based on an OAF (The Ankh),
Unbreakable, that is also Indcpendent.

Flames: HKA 4d6, 0 END, Persistent,

Damage Shield, Continuous, Penetrating, Only
works vs, “Normals” (characters with less than
400 character points, or haracters with no
inherent powers),

No Knockback,

Focus Limitation (53) (0]

Ra’s War Galley

This vessel was a gift to Ra from a group of his
priests who had mastered enough magic to create it.
For a very long lime they were favored among Ra’s
followers, and he rode the galley everywhere asa sign
ol his power. In more recent times, however, it has
served more as a trophy and a reminder of the past
than as a vehicle.

Ra’s War Galley

Val CHA Cost Roll Notes

40 STR 0 17- 6.4 tons
29 BODY 57 15-

4 Size 30

8 DEF 18

29 DEX 57 15- OCV:10/DCV: 10

7 SPD 31 PHA: 2,4,6,7,9,11,12

Total Characteristics Cost: 140

Movement:  Flight: 46"/368"

Powers & Skills

Flaming Aura:
HKA 1d6, 0 END, Persistent, Damage Shield, OAF
(Galley), Bulky, Not in water (9) [0]
Prolection vs. Magic:
Armor +40 PD, +40 ED, OAF (Galley), Bulky, Only
vs. Magic Special Effect (34)
Magical Flight:
Flight 46", x& Non-Combat (90)
Knockback Resistance: -6"
Vehicle Points: 133

Total Cost: 55
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Ra’s Agents

Val CHA Cost Roll Notes

Disadvantages: 125+

15 STR 5 12-  200kg; 3d6 [1)

16 DEX 18 12- OCV:5/DCV:5
13 CON 6 12-

11 BODY 2 11-

15 INT 5 12- PER Roll 12-

13 EGO 6 12- ECV: 4

16 PRE 6 12- PRE Attack 3d6
10 COM 0 11-

6 PD 3

6 ED 3

4 SPD 14 Phases 3, 6,9, 12
8 REC 4

30 END 2

30 STUN 5

Distinctive Features:
Always wears dark suit, sunglasses, and Fgyptian tie
clip (5)
Normal Characteristic Maxima (20)
Psychological Limitation:
Always obeys orders of superiors (15)
Watched by
Ra, 8- (10)

Total Disadvantage Points: 175

Total Characteristics Cost: 79

Movement: Running: 7"/14"
Swimming: 2"/4"

Powers & Skills

Combat Training:

Energy Pistol: (OAF, 2x12 Charges)
Multipower 30 131 pool (15)

u - RKA 1'%, AP, Jam 15> (1)
u - EB 6d6, Jam 15> (1)

Martial Arts—Agency Training; (20)
Maneuver OCV DCV Damage
Martial Throw +0  +1 3d6+v/5
Martial Strike +0 42 5dé
Choke Hold -2 +0 2de6

NND
Killing Strike -2 +0 1d6-1K
Martial Block +2  +2 Block
Armored Suit Vest: (IIF)
Characteristics +10 PD, +10 ED, Act.
12- (10)
Armor +4 PD, +4 ED, Act. 12- (6)
Sunglasses: (OAF)
Flash Defense: 8 Sight (4)
IR Vision (2)

Earplug: (OAF)

Radio Listen and Transmit (3)

Running: +1" (2) [1/5"]

Enhanced Perception: PER Rolls +2

Agent Skills:
Interrogation 12- (3)
KS: Government Operations 12- (3)
Security Systems 12- (3)
Shadowing 12- (5)
Tactics 12- (3)
Tracking 8- (1)
Total Powers & Skills Cost: 96

Total Character Cost: 175

Ra’s Agents

Background: All of Ra’s Agents who are not spedli-
cally part of the Raymond Project are essentially
regular special agents he has recruited from agencies
inthe government. Theyare primarily taken from the
CIA, the FBI, and the Secret Service. Most of them are
experienced in covert operations and have substan-
tial field time.

Theyare all chosen because of their abilities to take
orderswithoutquestioning them. They only know Ra
as Mr. Raymond, and they all obey him without
question and hope to gain his favor for eventual
advancement within his organization.



Powers/Tactics: Each agent carries certain standard
issue items with him at all times. These items are
usually an encrgy pistol,a bullet proofvest, an carplug
radio transmitter/receiver, and a pair of special sun-
glasses.

The energy pistol comes with two battery packs
with enough energy for 12 shots each, and the pistol
can be set on a thin concentrated laser (“Kill”),anda
wider beam of accelerated photons (“Stun”). The
bullet proof vest looks exactly like a dark suit vest,
including buttons and pockets, and is worn under a
suit coat like a regular vest.

"The radio earplugsare earplugs with wires thatrun
down into the suit of an agent to a black box attached
to their belt. Originally, these earplugs were flesh-
colored and virtually invisible, but Mr. Raymond
later had them redone in basicblack to give his people
thatintimidating “agent” look. The transmitting part
of this device is voice activated and picks up sounds
directly from the speaker’s head, it does not require
hands to operate or a microphone.

Thesunglassesare made ofa special polarized glass
that both shield the agents from bright flashes and
bend light into the infrared spectrum as well. While
they do not hinder the vision of the wearer at all, they
give the wearer normal sight and IR Vision 24 hours
a day.

All of Ra’s Agents have a least a basic amount of
training in taclical operations. In combat, they will
split up into teans that allow firepower as well as
flexibility and mobility. They tend to try and sur-
round an opponent before attacking, and then all fire
simultancously on command. They are almost al-
ways used in missions involving normals or very low
powered paranormals. They travel in teams of three
to five agents, and no more than four teams are ever
assigned to the same mission.

Appearance: All of Ra’s Agents (male and female)
dress exactly the same while on duty. They wear dark
three piece suits, sunglasses, earplugs, and black ties
with golden Ankhs for tie pins. They keep their pislols
concealed in shoulder holsters under their coats,and
radioes and spare battery clips on their belts.

Sun Children

Background: While most of Mr. Raymond’s experi-
ments have been tailor-made to suit individual’s own
particular genetic characteristics, he has been suc-
cessful in one technique that seems to work the same
way on the majority of the subjects he performsiton.
Usinghisown blood asa template, Mr. Raymond has
developeda serum that when combined with months
of genctic treatment, transforms normal people into
Sun Children,

While Sun Children attain unusual powers and
almost perfect physical condition, it lends to dull
their mental capacities in the process. Because of the
nature of their crealion, Sun Children are all fanati-
cally loyal to Mr. Raymond and obey him without
question.

Powers/Tactics: Originally, Mr. Raymond picked his
best agents for transformation into Sun Children.
Once he discovered that Sun Children almost always
end up with perfect bodies and flat average intelli-
gence no matter what they started with, he began to
transform his enemies and thos¢ unhelpful to his
cause instead.

The Sun Children are able to store heat energy in
their bodiesmuch the same way Mr. Raymond does,
and theyare able o releasc it as small flames for shor!
periodsonceor twicea day. These flamesburn around
the hands, and do not have any range. They are hot
enough to ignite almost anything for at least a few
rounds, and once ignited, contact doesnothave to be
maintained for the victim/object to keep burning.
The Sun Children always use either two or four
chargesin the attack when they useit so asto make the
most use out of the continuous and uncontrolled
effect. In addition to being able to create flames, Sun
Children are also able to ignore extreme hot and cold
temperatures, and can breathenormallyin eventhick
black smoke.

Because of their inability to ever be exceptionally
innovative or clever, Mr. Raymond usually uses Sun
Children for guard work, simple laber, or missions
escorted by a normal agent. When on a mission, their
favorite taclicis to simply setanarea (building, house,
field) on fire, and then use the heatand smoke of the
inferno to cover their operations. When attacking,
large numbers of Sun Children will all leap at an
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Sun Children

Val CHA Cost Roll Notes

Disadvantages: 100+

18 STR 8 13- 300kg 3%d6 [2]
18 DEX 24 13- OCV:6/DCV:6
18 CON 16 13-
13 BODY 6 12-
10 INT 0 11- PERRoll11-
10 EGO 0 11- ECV:3
18 PRE 8 13- PRE Attack 3l4d6
10 CoOM 0 11-
6 PD 2
6 ED 2
4 SPD 12 Phases 3, 6,9, 12
8 REC 0
46 END 5
40 STUN 9

Total Characteristics Cost: 89
Movement:  Running: 8"/16"  Swimming: 2"/4"

Powers & Skills

Combat Training:
Combat Levels: +1 Level w/ Combat (8)
Flames:
HKA 1d6, Continuous, Uncontrolled (put out as
normal fire), Does not work in water, 4 Charges
(17) [4c]
Martial Arts—Agency Training: (12)
Maneuver OCV DCV Damage
Olfensive Strike -2 +1 7 Hdé6
Martial Grab -1 -1 STR 28 Grab
Martial Block +2 +2 Block, Abort
Life Support: Can breath in smoke and immune to
intense heat and cold (8)
IR Vision (5)
Gliding: 5" (5) [0]
Running: +2" Running (4) [1/5"]
KS: Arson 11-(2)
Total Powers & Skills Cost: 61

Total Character Cost; 150

opponent with a flying shin kick (Offensive Strike)
until the opponent is stunned, or they will all try to
grapplewith their target. Eitherway, they willattempt
to set the opponent on fire as soon as the target’s
defenses are down due to being stunned clc.

Appearance: When on guard capacity within Ra’s
Tomb, the Sun Children all wear bright orange robes
with hoods and golden Ankhs on the backs of them.
‘When on amission, they will either wear the robes or
dress as normal average people, depending on the
circumstances. While usually exceptionally strong,
they donot tend to look any more muscular than they
did before their transformation. The demographic
make-up of the Sun Children is almost exactly the
sameas found in any major United States metropolis.

Normal Characteristic Maxima (20)
Psychological Limitation:
Fanatically Loyal to Ra (2)
Watched by:
by Ra, 8- (10)

Total Disadvantage Points: 150

AYATATATA

e Donae

Midnight Blue

Background: Jessica Black grew up asanonly childin
a rich, cold family. Isolated! from most othier kids of
her age, she had few friends in her early childhood,
and took most of her pleasure out of tormenting,
ordering around, and playing tricks on her servants.
Money soon meant nothing to her, and she began to
live only for the power she could wield over other
peoples lives.

Little did she know, that before her mother had
gotten oul of middle class socicty by marryingintoa
very rich family, her mother had signed up for drug
experiments to earn some extra money. While most
of these experiments were billed as new aspirin tests
and thelike, they were really geneticdrugs sponsored
by Ra.

For 16 years, Jessicaandhermotherhadnoideathe
drugs had been anything more than what they ap-
peared to be. OnJessica's 1 6th birthday, Mr. Raymond
showed up and recruited her to quit school and join
his branch of the government. Jessica accepted both
because it sounded exciting and because she knew it
would infuriate her parents. Within six months after
joining Mr. Raymond, he gave her the necessary
drugs to free the genetic potential he had planted in
her mother 18 years earlier, and Midnight Blue was
born.

While Ra was able to manipulate almost every
other agent under his control, Midnight Blue had
both the will and the intelligence to resist his persua-
sions, and to learn what he was really up to. Fortu-
nately for the two of them, Midnight Blue not only
didn’t mind Ra’s plans, but found them a fascinating
challenge. Because she is one of the few people in the
world who have actually figured him out, Ra respects
her more than anyonce, and they have becuine almost
partners over the years—although they have never
had any romantic interest in cach other.

She eventually bought her way into the media
business,and now works asaleading TV reporter for
a major tclevision network in her alter ego. She has
used this position numerous fimes to further her
goals.



Quote: While Midnight Blue has no identifyingquote,
she almost always arranges for the song “Devil With
A Blue Dress On” to be playing somewhere nearby
whenever she is in her Midnight Blue persona.

Personality/Motivation: Midnight Blue has little re-
spect for anything or anyone except for herself and
maybesometimes Ra, Shehas recentlybecomesome-
what of a mother figure to Chiffon, whom she sces as
the next generation to carry on her plans. Midnight
Blue is very protective of Chiffen, not as a mother
would protect a child, but as an artist would protect
something they put a lot of time into. She is entirely
motivated by her own needs, and she is completely
amoral about whatever she does. She is also rather
spoiled, and has never really had anyone say “noe” to
her. While her interests change whenever she gets
bored,sheis currentlyenjoyingthepowerthe Dominae
are accumulating. She tends to be very vengeful when
crossed, and she has a very, very good memory when
it comes to people crossing her. She takes particular
pride in having people she knows always afraid that
she could be there with them, listening and watching.

Pawers/Tactics: Midnight Blue delights in using her
Desolidification and Invisibility to spy on others and
to scare them. When she uses her Desolidification
powers, she isactually becomingalivingshadow, and
hence can only go where light or shadows could go.
While she could easily pass through the strongest

Force Field if it were transparent, a
wooden cage constructed so light
couldn’t getin or out would prevent
her from using her Desolidification
to go through it. While it only takesa
spot big enough for a single ray of
light to go through, she dislikes hav-
ing to contort herself to fit through
opening smaller than about two fect
square. Consequently, because she is
actually a living shadow, she is al-
fected by any attacks that use concen-
trated light, darkness, or shadows as
their special effect. She also is cur-
rently experimenting with the con-
cept of keeping parts of her body
solid while turning them into two-
dimensional shadows. She has only
been successful at turning her fingers
two-dimensional, and her HKA
comes from slashing with her finger-
tips only a molecule thick. When in
her shadow form, her touch has a
dampening effect on a few minor
electrical impulses. While this does
not affect machines as yet, it does
radically interfere with brain im-
pulses. This is how she generates
mental paralysis. Theseabilitics, com-
bined with her almost perfect invis-
ibility, makes her the perfect spy/as-
sassin/thief. She loves to listen to
people plan or plot against her, and then uses her
mental paralysistomake them helpless. Scaringsome-
one in this situation and letting them know just how
many ways she could have killed them is much more
pleasurable to her than actually killing someone. She
also understands how ignorance is fear, and she will
keep her identity, powers, and all other information
about herself concealed as long as possible, so as to
keep up the mystery of just exactly what her enemies
are up against. In combats involving more than one
person, she prefers to remain anonymous and attack
only when the chance of discovery is minimal, while
using her powers to gain information about her
enemies and give that information to her allies.

Appearance: Midnight Blue usually wears a over-
sized, baggy hooded sweatsuit that is entirely mid-
nightbluein color, along witha mask that allows only
hereyes, mouth, andlong black hair to be seen (when
the hoodis pulled back). This looks casual enough to
allow her to blend into crowds as a simple nonde-
script jogger, but dark enough to allow her to sneak
around and be a mysterious hooded figure in the
background whenever she doesn’t feel like using her
powersorshewantspeople to worry. Inher alter-ego,
she will often dress up as whatever fits the situation to
deceive others, to include wigs, contacts etc. While in
these simple disguises she will always have some piece
of clothing on that is midnight blue in color.
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Midnight Blue

Val CHA Cost Roll Notes

Disadvantages: 150+

20 STR 10 13-  400kg;4d6 [2)

29 DEX 57 15- OCV:10/DCV:10
23 CON 26 14-

11 BODY 2 11-

23 INT 13 14- PERRoll15-

18 EGO 16 13- ECV:6
18 PRE 8 13- PRE Attack 3%d6
20 COM 10 13-

4 PD 0
5 ED 0
¥ SPD 31 PHA:2,4,6,7,9,11,12
12 REC 6
46 END 0
33 STUN 0

Total Characteristics Cost: 174

Movement:  Running: 6"/12"
Flight: 10"/20"

Swimming: 2"/4"

Powers & Skills

Distinctive Features:

Always wears something midnight blue (5)
DNPC:

Chiffon, 11- (10)
Hunted by

several Major Hero Groups, 11- (25)
Psychological Limitation:

Amoral (15)

Overconfident (20)

Vengeful (10)
Secret Identity: TV News Reporter (15)
Vulnerability:

x2 STUN from Light or Shadow attacks (10)
Watched by:

Ra, 14- (15)

U.S. Government, 11- (10)
Villain Bonus (330)

Combat Training:
Combat Levels: +1 Level w/ Combat (8)
Mental Paralysis:

Mind Control 15d6 Mind Control, with telepathic
link, Affects Physical World, No Range, One
Command: Remain paralyzed, Target will always
remember being mind ¢ontrolled, cannot add
END to prevent mind control from growing
weaker over time (70) [24)

Shadow Form Powers:

Blade Hand: HKA 2d6 (3d6 w/STR) (30) [3+]

Invisibility to Sight group, Hearing group, N-Ray
(140) [0]

Desolidification (Affected by light, darkness, and
shadow attacks), 0 END, Per, Usable on one
other and hersell by touch, Cannot go through
barriers that light cannot penetrate (100) [0]

Mental Defense: 14 (10)

Flight 10" (20) [1/5"]

IR Vision (5)

Martial Arts-—--Agency Training: (18)

Maneuver OCV DCV Damage

Martial Throw +0 41 4d6+v/5

Martial Strike +0 +2 6d6

Martial Disarm -1  +1 30STR

Disarm

Martial Grab -1 -1 30STRGrab

Martial Gscape +0  +0 35 STR Escape
Reporter Skills:

Acrobatics, 15- (3)

Conversation, 15- (7)

Disguise, 8- (1)

High Society, 13- (3)

Oratory, 15- (7)

Persuasion, 15- (7)

PS: TV News Reporting, 13- (4)

Seduction, 14- (5)

Shadowing, 11- (3)
Total Powers & Skills Cost:: 441

Total Character Cost: 615

Total Disadvantage Points: 615

Amber

Background: Alicia Braoks had lived a relatively nor-
mal life until she wasabout 20 years old. She had gone
to normal schools and after high school left home to
seek a career in show business. Along the wiy she had
several lemporary acting jobs, and at the age of 20
becameanassistant to a famous traveling Gypsy stage
magician. While working for her, she began to sus-
pect that most of the Gypsy's tricks might have had a
bit of real magic in them.

Late one night she hid in the Gypsy's room and
spied on her. There she watched the Gypsy magician
sumimon magical spirits that enchanted items. After
several weeks of spying, shebegan to learn a few of the
rituals the Gypsy used, and began experimenting with
creating her own magical items. She was mostly
successful, except that she had never learned any of
the charms to protect her from the magics she was
using. As a result, she has accumulated several items
of great power, buther mind has been slightly warped
withagreed for moreeven more power, and her body
has devcloped a distinctive magical allergy to silver
and dependence on mistletoe.

While Alicia was flying around one night testing
her newest magic item (in this instance her cape),
Midnight Blue spotted her and followed her home.
For weeks after that, Midnight Blue visited Alicia in
her Jessica Black alter ego unitil she gained her trust
and learned cnough about Alicia to recruit her into
the Dominac. Alicia became Amber shortly thereaf-
ter,and hasworked faithfully for Midnight Blue cvery
since.

Quote: “Hey hero, Abracadabra!”



Amber

Val CHA Cost Roll Notes

Disadvantages: 150+

10 STR 0 11- 100kg2d6[1)
21 DEX 33 12- OCV:7/DCV:7
10 CON o0 11-

10 BODY 0 11-

10 INT 0 11- PERRolll1-
18 EGO 16 13- ECV:6

15 PRE 5 12- PRE Attack 3d6
16 COM 3 12-

23 PD 0

2 ED 0

5 SPD 19 Phases 3, 5, 8, 10, 12
8 REC 8

40 END 10

20 STUN 0

Total Characteristics Cost: 104

Movement: Running: 6"/12"  Swimming: 2"/4"

Dependence on:

Mistletoe, 2d6/turn (20)
Psychological Limitation:

Overconfident (15)
Secret Identity: Magician’s Assistant (15)
Susceptibility to:

Silver, 1d6/turn (20)
Vulnerability:

x2 STUN from silver (10)
Watched by:

Ra, 8- (10)

the U.S. Government, 11- (10)

Total Disadvantage Points: 250

Flight: 10"/20"

Powers & Skills

Combat Training;

Combat Levels: +1 Level w/ Energy

Blast & Ego Attack (3)
Evil Gypsy Spells:

Elemental Control (40)

a - Ego Attack 8d6, OAF (Pins and
wax doll), Fragile (18) [8]

b - EB 8d6, AF 5, AP, 5 Charges,
Extra Time: +1 Phase,
Concentration: 0 DCV (15) [5¢]

¢- Mind Scan 10d6, +15 ECV on Ego
Attack Roll, OAF (Crystal Ball),
Act: 14-, Extra Time: 1 Turn,
Concentration: 0 DCV (10) (8]

d - Force Field +27 PD, +26 ED, 2x
Hardened, IIF (Ring), 3
Continuous Charges each lasts for

\ 1 minute, Extra Time; +1 Phase,
Ablative (12)
 Flight Cape: (IIF)
v Flight 10" Flight (16)[15"]
Lucky Feather: (IAF, Fragile)
5d6 Luck (14)
Stage Magician Skills:

Acting 12- (3)

Contortionist 13- (3)

KS: Occult 13- (4)

KS: Stage Magic 12- (3)

Latin, Fluent Conversation (2)

Streetwise 12- (3)

Total Powers & Skills Cost: 146

Total Character Cost: 250

Personality/Motivation: The magics that gave Am-
ber her powers have also gradually changed her men-
tality from a normal member of society to the cold
supervillain she is today. She is readily adopting
Midnight Blue’s amoral attitude, although she still
has enough of a conscience to be loyal to those near
her and to attempl to refrain from hurting people
when not in her Amber persona.

Amber secretly fears what the stolen spells are
doing to her mind and body, and has spent many a
free hour studying and trying to find the magics to
counteract her dependence on mistletoe and her
aversion to silver. She is afraid to ask the Gypsy
magician about her magical side-cffects, for fear that
the Gypsy will cancel out all of Amber’s magic once
she finds out what Amber has done.
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Powers/Tactics: All of Amber's powers come [rom
her stolen spells or the magical items she has created
from those spells. When in a direct combat, she
usually takes the lime to put up her Force Field right
away. She prefers to attack with her Ego Attack until
she tires, saving the Autofire Encrgy Blast for emer-
yencies or opponents who are somehow resistant to
her Ego Attack. To use the Ego Attack, Amber must
stick pins into a special wax doll she usually carries
around with her. Al times, when someone has par-
ticularly angered her and escaped or is hidden so she
can’t see them, she will find opponents through her
crystal ball (via Mind Scan), and attack them through
it with the Ego Attack. Thislast techniqueisone of her
favorites because it allows her to incapacitate some-
onc or even put them in a coma in a mysterious
mystical way thatisverydifficult totrace. The Autofire
Cnergy Blust is always a series of amber colored
beams, although she can change them to look like a
barrage of mystical arrows, darts, or daggers.

Appearance: AmberisaJapanesewoman with straight
long black hair, and large brown eycs. She wears a
black medium length skirt and sleeveless top, with a
short black cape, long black gloves, thigh high black
boots, and a black masqueracle mask. She keeps her
magic feather on her right shoulder, and her crystal
ball in a black velvet pouch hanging (rom her waist.

Emerald

Background: Al an carly age, Julie Davert was aware
ol the negative stereo types and images that represent
women in most forms of media. Gradually, this has
built from an awareness to one of her strongest
motivations. She has soughtpowerboth toensure her
own personal freedom and to dispel any stereotypes
about her gender. She had just graduated in the top
5% of one of the finest law schools in the country
when she heard of the first Super Camp that was just
starting as a temporary experimenting post near-by.
She joined up that same week, and when Ra saw her
psychotlogical profile, he determined that she would
be a perfect candidate for a group of women super-
agents Midnight Blue was starting to organize called
the Dominac.

Ra and his scientists worked around tbe clock
studyingJulie’s genetic make-up, until they found the
perfect serum to bring out her natural abilities and
enhance them into great powers. In the process Julie’s
body lost some of its ability to resist other chemicals,
and now she is particularly vulnerable to chemical
and gas lype attacks. Shortly after gaining her new
powers, she readily joined the Dominae and dubbed
hersell Emerald after the colors of her powers.

Now she continues work as a lawyer in her alter
eg0,and in the short time shehas had her powers she

has become the most respected and known of the
three public Dominae. Unbcknownst to Emerald at
the time, she accidentally crippled the son of the
leader of alocal super-villain group during one of her
earlier battles. Since then, this group has keptan eye
out for her in hopes of settling the score.

Quote: “Oh, don’t mind little o’ me.”

Personality/Motivation: Emerald is happy now in
her circle of female [tiends, and she enjoys the work
the Dominae now do. She will always go out of her
way to take the harder path over something easier,
and the other members of the Dominae know her
enough to stay out of her way when she does. While
shehasnoconvictionsaboutpermanently injuringor
killingmen, she tendsto do the minimum amount of
violence necessary tosubdue or defeat women oppo-
nents.

Emerald has become very dependent on the
Dominae and the fecling of safety shehas when with
them. She is very confident in her abilities, and does
not particularly fear anything, but the Dominae are
the only people she feels she can trust. As such, she
pretty much goes along with whatever they do and
say, assuming that anything is worth keeping the
bond she has with her friends.

Powers/Tactics: Emerald’s powers concentrate as
sparkling green fields around her hands and wrists.
When she focuses this power into a narrow field, she
can strike with the edge of her hand and do just
devastating damage to buildings, cars, and other
inanimate objects. She particularly likes to use this to
destroy foci, super vehicles, and the main structural
supports of buildings and bases. When this same
abilityisused on livingtargets, it tend gto tear through
armor and hiteveninsubstantial opponents, She can
increase the cnergy ficlds to cause much more of a
concussive effcct without the penetratingability,and
for a short period of time she can actually engulf
opponents in a sparkling green burning fame.

In combat, she prefers to attack with the Double
Knockback punch because it does the most damage,
costsno END, and looks the most dramatic. She uses
the AP chop on bricks and heavily armored oppo-
nents, and saves the continuing flame attack for
oppoenentswho recover quicklyand justrefuse to stay
down when stunned. Ifthe Dominaearedoing wellor
any opponent secms emotionally too attached to a
foci or vehicle, she will go out ofher way to destroy the
inanimate object.

Appearance: Emerald has sandy blonde hair and
green eyes, andis only about 5’1" tall. She wears anall
greenoutfit thatlooks somewherebetween asummer
dress and something [rom a European fashion show.
She concealsher face with a green masquerade mask,
and wears green Chinese (lats for shoes.



Emerald

Val CHA Cost Roll Notes

Disadvantages: 150+

15 STR 5 12- 200kg;3d6 [1)
23 DEX 39 14- OCV:8/DCV:8

12 CON 4 11-

10 BODY 0 11-

16 INT 6 12- PERRoll12-

10 EGO 0 11- ECV:3

15 PRE 5 12- PRE Attack 3d6
18 COM 4 13-

25 PD 22

25 ED 23

5 SPD 17 Phases 3, 5, 8, 10, 12
7 REC 4

24 END 0

27 STUN 3

Total Characteristics Cost: 132

Movement:  Running: 11"/22" Swimming: 2"/4"

Powers & Skills

Combat Training;
Combat Levels: +1 Level w/ Multipower (3)

Green Energy Powers:

Multipower 60 pt pool (60)

u - HKA 4d6 HKA (5d6 w/ STR), Only to damage
[nanimate Objects (3) [6+)

u - HA +8d6, 0 END, Double Knockback (5) [0+]

u- HA +6d6 HA, ¥4 END, AP x2, Penetrating, Affects
Desolid (6) [3+]

u - Fire: EB 4d6 (Fire), Penctrating, Continuous,
Uncontrolled (Turned off asa regular fire), 8
Charges, Extra Time: +1 Phase (3) [8¢)

Damage Resistance: 15 PD, 15ED (15)
Running: +5" [1/5"]
Lawyer Skills:

Conversation 12- (3)

KS: Law 12- (3)

Oratory 12- (3)

Perk: License to Practice Law (1)

Persuasion 12- (3)

Total Powers & Skills Cost: 188

Total Character Cost: 250

Enraged when:

Stereotyped, 11-/11- (10)
Hunted by:

Super Villain Group, 8- (15)
Psychological Limitation:

Overconfident (15)

Seeks power (15)
Secret Identity: Lawyer (15)
Vulnerability:

%2 STUN from Chemical/Gas attacks (10)
Watched by:

Ra, 8- (10)

the U.S. Government, 11- (10)

Total Disadvantage Points: 250
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Ivory

Background: Sandra Eaton had worked with various
aslronomy rescarch teams for almost seven years
when she got what sheconsidered to be her bigbreak
in the field. During some down time at the local
observatory,she watched astrangemeteor fall through
the sky without burning up in the atmosphere. She
was able to track its location, and then went out to
investigate on her own.

What she found was a massive crater filled with a
mysterious white mist. She entered the crater to try
and find test samples, unknowing that the mist was
actually composed of microscopic spores that had
been released by the meteor. As she collected the
remnantsof themeteor, sheinhaled agreat deal of the
spores, which instantly started to infest her body. By
the time she discovered that the meteor was actually
a space seed sent by some massive alien plant, the
spores werewell on theway to transforming her body.

Bysome quirk of nature, Sandra’simmune system
was able to resist the spores enough that she was not
killed, but only after she had spent days being warped
and changed by the alien life form. When il was all
over, she found herself physically bigger and in per-
fect shape, with the ability to store up nuclear cnergy
and releaseitat will. Unfortunately, shealso ended up
with shiny white skin, all white eyes, and slight dam-
age to her ears.

Ashamed of her new appearance,
she quit her joband wentintohiding
in hopes of somchow figuring oul
how to lopk normal again. She took
to robbery to pay the bills during this
period, and eventually became well
enough known to attract the atten-
tion of Ra’s information network.

Ranotonly taughther how to best
use her powers, but developed a spe-
cial skin make-up and contacts that
allowed her to continue anormal life
when she wanted as well. After
monthsofpersuasion, Rafinallycon-
vinced her to become Iveryand join
the Dominac.

Quote: “Get ready to see stars!”

Personality/Motivation: Ivory is the
least ruthless of all the Dominae. She
believes that the Dominae are actu-
ally doing some good. She does not
know Ra'’s secret schemes, and hon-
eslly believes she is doing socicty a
favor in her work. If she were to find
out Ra’s true motives, it would still
probably take quite a bit of talking to
get her to quit the Dominae just be-
cause she has become happy with
what she isdoing. However slight the
chance might be, Ivory is the most
likely to ever question any orders
Midnight Blue or Ra might give her.

Ivary hasalwaysliked thestars,astronomy, and the
thought of the wide open skies, and she is violently
opposed to small enclosed spaces. She actively pur-
sues her career in astronomy, and is always ready to
discuss or read about any new scientific theories or
discoverics in the subject. She spends a great deal of
her frec time in orbit around Earth because of the
great view of the star-filled sky, and has been late to
many a meeting or job because of losing track of time
while doing so.

Powers/Tactics: Two of Ivory’s biggest problems arc
that she can’t protect herself while she is flying, and
that she hasn’t quite mastered her cnergy projection
yet. If she has to flyinto combat, she tends to land as
soon as possible on a nearby rooftop and power up
her Force Field. She switches to Density Increase
whenever she has determined she doesn’t need the
extra defense ol the Foree Ficld or that she absolutely
has to have Lhe extra strength.

When attacking, shetries to use her easiest Energy
Blast hecause the others tire her very guickly. She
usually uses the NND blast against bricks she wants to
take out in a hurry, the Lxplosion against martial
artists or groups of normals, and the 12d6 Blast
whenever she wants to seerm more powerful than she
really is. She will not use any of these exhausting
altacks more than ance per lurn though, unlessit will
definitely end a battle or it is an emergency.




Ivory

Val CHA Cost Roll Notes

Disadvantages: 150+

20 STR 10 13- 400 kg; 4d6 [2]
23 DEX 39 13- OCV:8/DCV:8
I1 CON 2 13-

11 BODY 2 12-

15 INT 5 11-  PERRoll 12-

12 EGO 4 11-  ECV:4

14 PRE 4 13- PRE Attack 3%4d6
18 COM 8 11-

14 PD 10

12 ED 10

6 SPD 27 PHA: 2,4,6,8,10, 12
8 REC 4

22 END 0

40 STUN 13

Total Characteristics Cost: 134

Movement: Running:86"/12" Swimming: 2"/4"
Flight: 20"/40"

Powers & Skills

Alien Spore Powers:

Multipower 40 pt pool (40)

u - Full Life Support (3)

u - FTL Travel 1 LY/Year (1)

v - Force Field +20 PD, +20 ED, 4 Continuous
Charges eacl: lasis for 5 minutes (4)

u - Density Increase: 425 STR, +5 PD, +5ED, -5"
KB, Weight: 3200 KG, 0 END (4) [0]

u - Flight 20" (4) [1/5")

Radiation Blasts:

Multipower 60 pt pool, Act 14- (40)

u - lon Rlast: EB 9d6, % END (4) [3]

u - Photon Blast: EB 12d6 (4) [6]

u - Plasma Blast: EB 8d6 EB, Explosion (4) [6]

u - Radiation Blast: EB 6d6, NND Defense is Life
Support vs. Radiation or a lead-lined costume/
enclosure) (4) [6)

Astronomer Skills:

SS: Astronomy 11- (2)

S§S: Physics 11- (2)

Total Powers & Skills Cost: 116

Total Character Cost: 250

Distinctive Features:

Ivory/Shiny skin and all white eyes (10)
Hunted by:

Super Villain Group, 8- (15)
Psychological Limitation:

Claustrophobic (10)

Overconfident (15)
Secret [dentity: Astronomy Laboratory Technician (15)
Vulnerability:

x2 STUN from Sonics (10)
Watched by:

Ra, 8- (10)

the U.S. Government, 11- (10)

Scientific Groups, 8- (5)

Total Disadvantage Points: 250

All of her offensive powers come from the natural
radiationhernewalien cellshave stored up. While she
ismuchbetter atreleasing these powers now, shestill
occasionallylosesher concentration and fails to focus
theblast. Her other powers come from the changes to
her physiologycaused by the alien spores, They arcall
powers Lhealicn plantevolved to survive therigorsof
space lravel and living in harsh environments that
nowarcapart of her body. Herimmunessystem keeps
most of these at bay, and she actually has to concen-
trate to use them, and then only one at a time.

Appcearance: Ivoryisa 6' 1all woman with white shiny
skin, silvery white hair, and all white eyes. Whenever
she is using any of her powers, her eyes light up with
white light, and her hair begins to glow with a shim-
meringdisplayofradioactive fires. Unlikemost of the
Dominae, lvory chooses not to wear anything over
her face. While working as an astronomy laboratory
technician her skin make-up, a wig and contact lenses
concealher unusualappearance, buther hairand eyes
willstill glow if she uses any of her powers, This make-
up takes about 30 minutes to properlyapply, and can
only be removed by a special solution Ra had devel-
oped just for that purpose.
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Chiffon

Background: Chiffon’s real identity is a mystery, as
she was discovered abandoned as a baby in a city
dumpster by Midnight Blue. Ra had been using
drunks, derclicts, and bums in his genetic experi-
ments for years, and saw this child asanother guinea
pig. While most of Ra’s earlier experiments turned
oul short-lived freaks or killed the subjects, his work
with this child was an unexpected success.

Her powers were first noticed when all of the
scientists near her suddenly became equal to her in
intellect and maturity, and began playing childish
games with her. No device was able to detect exactly
howshe reduced thementalityofthosearound her, or
whether or not those are her only powers, but this
ability was quickly recognized as an asset to be care-
tully watched and researched.

She gained the name Chiffon because it was one of
the first words she ever said (no one knows what she
was really trying to say at the time) and it stuck with
her. Midnight Blueadopiet Chilfen as her personal
project, and supervised her training and education
from that point on. Ycars later, when the Dominae
was being formed, Chiffon was allowed 1o join asan
apprentice member. Since then, she has become a
crucial part of the teams activities.

While Chiffon has been almost campletely left
under Midnight Blues care, Ra and his team of scien-
tists still keep awatchful eye over her and occasionally

retesther lo seeifher powersare changing or if she has
developed any new abilities. AL this timeit is strongly
suspected that puberty will cause some noticeable
change in her powers.

Personality/Motivation: Chilfon is only eight years
old, and despite some of thebest training and school-
ingavailable, shestill hasthementality ofaneightyear
old. She has had a rather sheltered childhood, and in
genceral only really cares about pleasing Midnight
Blue or riding horses. She spendsalmostall of her free
time doing schoolwork or riding or caring for the
horse that Midnight Blue bought for her.

She has never developed a real respect for most
adults or people of power, because whenever they
uptet her she knows she can simply reduce their
mentality dewn to her level. Chiffon considers Mid-
night Blue her only real family, and the other mem-
bers of the Dominae her friends. Both the Dominae
and Ra haveall escaped Chiffon’s humiliatingpower,
although Midnight Blue is the only person who can
really punish her and get away with it.

Overall, Chiffon is a rather well-behaved child
consideringtheconditionsofherupbringingand the
incredible power at her disposal. She is still rather
naive,although not nearly as much as a regular eight
year old would be. She is very proud to be allowed to
work as a member of the Dominae, and she is con-
stantly working at becoming better at working with
them,

Powers/ T'actics: Chiffon essentially has the power to
reduce people’s mentality Lo that of a smallchild. Her
Drain takes away enough INT, EGO, and PRE to
severelyalfectsomeonc’sthought processesina hurry.
Herpawersarccompletely invisible, and assuch most
people do not realize right away that they have been
alfected by them. Heroes find simple calculations
suddenly very difficult, they lose their metivation to
do things, and they suddenly become casly influ-
enced or scared by others. The effects usually gradu-
ally wear off in a couple of days, althgugh there is
currently no known way to speed up this process.

In a combat situation, Chiffon will usually have
been told ahcad of time to cither use her powersas she
wants, toallack specilic opponentsin a certain order,
or lo wait and take all her commands from Midnight
Blue. In general, becauge she can only use her powers
a limited numbgr gf times per day, she tries to hit
everyone with it at least once or twice rather than
repealing the |yrocess on one person until they area
blithering idiot. Midnight Blue has specifically drilled
this into Chiffon’s head becauge itis much less obvi-
ous thata powerisbeing usedifit justslightly reduces
the mentality of everyone. [feveryone isaffected by it
they all have a smaller chance of noticing, whereas
anyone can tell something is being done to them
when rocket scientists suddenly starts sucking on
their thumbs.

Shehasbecgme relatively proficient at picking out
the leader of a group and hitting him first, although



Chiffon

Val CHA Cost Roll Notes

5 STR -5 13- S50kgldé6[1]
18 DEX 24 13- OCV:6/DCV:6
8 CON -5 13-

6 BODY -8 12-

13 INT 3 11- PERRllI2-

8 EGO -4 11- ECV:3
20 PRE 10 13- PREAttack4dé
14 COM 2 11-

1 PD 0

2 ED -

5 SPD 22 Phases 3, 5, 8, 10, 12
3 REC 0

16 END 0
43 STUN 0

Total Characteristics Cost: 40

Movement:  Running: 4'/8" Swimming: 2"/4"

Powers & Skills

Combat Training:
Combat Levels: +2 Levels w/ Drain (6)
Drain 1dé6 INT, 4d6 EGO, 2d6 PRE, Returns at 5 pts/
day, Ranged, Fully Invisible, 12 Charges, Extra
Time: +1 Phase (150) [12¢]
Running: -2" (-4) [1/5"]
Kid’s Skills:
Animal Handler 11- (3)
Riding 12- (3)
Stealth 8- (1)
Sleight of Hand 8- (1)
Total Powers 8 Skills Cost: 160

Total Character Cost: 200

Disadvantages: 125+

Physical Limitation:

Very Young (20)

" Understands little of adult world (15)

Psychological Limitation:

Naive (15)

Only Loyal to Midnight Blue (15)
Watched by

Ra, 8- (10)

Total Disadvantage Points: 200

she usually bases this on wha yells the loudest or who
has the most impressive costume. She never makes
any dramatic soliloquies or threats, and has been
working very hard at being inconspicuous when
using her powers.

Appearance: Chiffon is an eight year old girl who
tends to dress in pink frilly dresses with large pink
bows in her hair and who occasionally carries a
lollipop or a doll. She is very good at instant crying
whenever someoneaccuses her of beinganythingbut
a spectator, and she is careful to act less intelligent
than she really is whenever necessary.

The Raymond Project

Bruce

Background: MikeMathewshadbeenaSpecial Forces
helicopter pilot who was highly decorated for his
efforts in the Vietnam war, After Vietnam, Mike quit
the military and began working in various U.S. Gov-
ernment agencies. He started in the FBI, transferred
to the Secret Service, and eventually ended up witha
low level position in the CIA.

His record was spotless, but his personality profile
marked him as having violent tendencies and fits of
anger. This kept him from ever achieving the higher
positions within any government agency despite his
hard work and intelligence, and frustrated him for
years. Finally, Mr. Raymond got a copy of Special
Agent Mathews’ records, and saw him as a perfect
candidatefor hisnewsecretstrike force. Mr. Raymond
promised him the prestige he deserved, and Special
Agent Mathews agreed to moonlight secretly for Mr.
Raymond’s megacorporation. Mr. Raymond discov-
ered Special Agent Mathews’ particular fondness and
ability for hand-to-hand combat, and had cybernetic
adrenal activators implanted in Special Agent
Mathews’ body.

After months of training under some of the best
instructors money can buy, Special Agent Mathews
became an official member of the Raymond Project,
and adopted the code-name Bruce. As a member of
the Raymond Project, he has finally achieved (in his
mind) a status above most of the other Special Agents
he left behind in the other agencies.

Quote: “I'm going to hit you with my shin, and you
won’t be able to stop it.”

Personality/Motivation: Bruce has always been the
perfect soldier. He takes orders without question, and
constantly works to improve his proficiency and
whatever task or job is assigned to him. The only
commands he questions are those to take an unfair
advantage over an opponent, or to deliberately lie on
an official report or statement. Itis for this reason Mr.
Raymond keeps him away from the media and orders
him not to make any statements of any kind to
anyone.

His temperhasbeengreatly reduced over theyears,
but occasionally the extra adrenaline produced by his
cybernetics triggers fits of uncontrollable rage and
violence. He dislikes using the adrenal activators
because of this, but will not hesitate to use them if a
mission requires it or is in jeopardy of failing. Note
that his temper has nothing to do with his service in
Vietnam;Brucehasbeenahot-head sincehigh school.

Powers/Tactics: Bruce’s only real powers come from
the adrenal activators implanted in his body. For
shortperiods of time, they can quadruple theamount
of adrenaline in his body. These cybernetic devices
have a built in fail-safe that keeps them from being
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Bruce

Val CHA Cost Roll Notes

Disadvantages: 150+

20 STR 10 13-  400kg;4ds [2]
20 DEX 30 13- OCV:7/DCV:7
20 CON 20 13-

12 BODY 4 11-

15 INT 5 12- PERRoll12-

18 EGO 16 13- ECV:6

13 PRE 3 12- PRE Attack 214d6
10 COM 0 11-

Berserk when:

using Adrenal Activators 8-/11- (15)
Normal Characteristic Maxima (20)
Psychological Limitations:

Honorable (20)

Always obeys orders of superiors (15)
Secret Identity: Government Agent (15)

Watched by
Ra, 14- (15)

Total Disadvantage Points: 250

8 PD 4

8 ED 4

4 SPD 10 Phases 3, 6,9, 12
10 REC 4
44 END 2
42 STUN 8

Total Characteristics Cost: 122

Movement: Running: 6"/12"
Swimming: 2"/4"

Powers & Skills

Combat Training:

Combat Levels: +4 Levels w/ Martial
Arts (12)

Martial Arts—Advanced Agency
Training (43)
Maneuver OCV DCV Damage
Martial Throw +0  +1 6d6+v/5
Martial Strike +0 +2 8d6
Offensive Strike -2 +1 10d6
Martial Block +2 +2 Block,

Abort
Martial Dodge -  +5 Dodge
Nerve Strike -1 +1 3dé6

NND
Martial Disarm -1 +1 40 STR

Disarm

Killing Strike -2 0 2d6K
+2 DCs with all MA (already figured
in)
Use Art w/Polearms, Clubs, Swords
Adrenal Activators:
Characteristics +10 DEX, +7 REC,
3 Continuous Charges each lasts
for 1 minute, Act 14- (22)
Kevlar Vest:
Armor +5 PD, +5 ED, Act 14- (8)
Government Agent Skills:
Combat Pilot (Helicopter) 13- (3)
Combat Sense 14- (7)
Concealment 12- (3)
Find Weakness with Martial Strike 13- (20)
KS: Jungles 11- (2)
Stealth 13- (3)
Survival 11- (3)
Vietnamese, Basic Conversation (2)
Total Powers & Skills Cost: 128

Total Character Cost; 250

used too often or for too long because of the adverse
affects that would have on his body. Being cybernetic
theyarenot perfect, and some timesthey do not work.
Note that these cybernetics are made of the same
material and alien technology that created Gaffer.
Whenever he is fighting a normal (or two), he
usually doesn’t bother to activate his cybernetics. His
favorite attacks are his shin kick {Offensive Strike)
and karate kick (Martial Strike). When his adrenal
activators are heing used, he is usually fast enough to
dodge or block every incoming attack and still have
enough actions left over to attack back. He saves the
thumb jab (NND) for quick and silent take-downs,



and the karate chop (HKA) for opponents who have
particularly angered him or fought unfairly in com-
bat.

While he is able to use all of his martial arts with
polearms, clubs, and swords, he usually does not
carryany of these as he feels they give him too much
of an advantage. If he goes berserk in combat, he
attacksunarmoredtargetswithhiskaratechop (HKA),
and armored targets with his shin kick (Offensive
Strike). Bruce is most likely to disarm somcone and
use their own weapon against them or grab some-
thing for use as a club when he is berserk.

Appearance: Bruce is a IHispanic man of average
height and has dark hair, dark eyes, and a muscular
body. When on assignment, he prefers to dress as a
vagrant,a beach bum, orasalost tourist, Thesc outfits
sometimes allow him to get within striking distance
of an opponent without having to dodge lots of
ranged attacks. These outfitsalsoinvelveloose clothes
thatallow him the flexibility he needs for his hand-to-
hand combat.

Shot

Background: Doug Williams enlisted in the army
rightoutof high school. There had been alongline of
successful military careers in his family, and he saw
joining the army as his patriotic duty, After several
years in the infantry, Doug was sent to the Army
Sniper school where he excelled from the beginning.
Soon afterwards, he became a member of a special
unitofcounter-terrorist troops. His careercontinued
to keep him active until at last he was assigned to an
anti-drug-smuggling mission in South America. Due
to a tragic miscalculation by his team’s leader, Doug
was captured bya South American druglord and the
rest of his team was killed.

He spent the next few months as a hostage, being
constantly tortured-and interrogated for informa-
tion. Duringthistime, his captors’ favoritemethod of
torturewasto tie him onhisbackunderafoot of water
so he constantly had to struggle to keep his head
where he could breathe.

Eventually he managed to escapc, and after three
weeks living alone in the nearby jungles, he finally
reached civilization and wastaken back home. While
his superiors were very impressed by his abilities and
accomplishments, they could not publicly reward
him because of the delicate political situation sur-
rounding his caplure. Bitter and angry, he becamr a
perfect recruil for the Raymond Project.

Mr. Raymond willingly took him in, and soon
Doughad been given the new identity of Shot. He has
been given the mast efficient statc-of-the-art equip-
ment, and continues to happily “serve his country”
bothin theregularmilitaryand under Mr. Raymond’s
command.

Quote: While Shothasnoidentifyingquote, heinsists
on the other members of the Raymond Project talk-
ing to him the same way. Whenever someone wants
him to shoot someone, no matter how they are
communicating themessage (including Mind Link),
heinsists that they hold their hand up to their mouth
asifithad a walkie-talkiein it and say, “(Click) Take

‘em out.”

Personality/Motivation: Shot has been a career mili-
tary man for aslongashe can remember,and willnow
willingly do whateverhebelievesisin thebestinterest
ofhiscountry. Hewilllie, kill, or anythingelseif there
is a valid rational behind it. He is not a completely
blind follower, and Mr. Raymond knows not to give
himanyridiculousordersthatseem tobe onlyfor Mr.
Raymond’s own interest and not for the country.
The torturing in South America left a noticeable
mark onShot,andhestill hasa seriousaversiontoany
body of water over a few feet deep. The drug lord he
escapedisalsorumored to have put a contractouton
Shot, although there have been no noticeable at-
tempts on hislife thus far.
Powers/Tactics: Shot’s primary abilities lie in his
incredible marksmanship and in the incredible
weapon he carries. Hisrifleis of amassive caliber,and
itisloaded withsixmagnum depleted uranium rounds
ata time. It has a grenade launcher attached under-
neathit,and a very powerful multi-spectral scope that
can see through virtually any substance but water,
Even a heavy rain is enough to scatter the energy
waves the scope usesto see through other substances.
Inany form of combat, Shot prefers tostay very far
from the battle and fire from hiding. He will often
scout outa high spot somewhere near a likely battle-
field hoursbeforeafight,and then waitpatientlythere
untilitbegins. Because heisable to usehisscopetosee
through most walls and windows, and because his
gun does so much damage, he has occasionally used
thetacticoffiring throughwallsat targets, losing only
a little bit of power and taking “concealed” victims
totally and completely by surprise, His gun breaks
down into pieces small enough to carry in a large
briefcase, and it is in this form he conceals it as he
moves to and from his position.

Appearance: Shot is average African American man
with unremarkable features, When on urban mis-
sions, Shot usually dresses as some type of business-
man, to include whatever the latest trend in suits
might be. This outfitallows the briefcase gun case to
go without suspicion. When on any type of wilder-
ness mission, hewill dressinwhatever type of camou-
flage that best suits the terrain he is in. This camou-
flage will be so complete as to conceal all of his
features, and when dressed this way he also conceals
his gun and carries it in a special camouflaged back
pack.
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Shot

Val CHA Cost Roll Notes Disadvantages: 150:
13 STR 3 12- 150 kg. 214d6 [ !] Hunted bY
18 DEX 24 13- OCV:6/DCV:6 South American Terrorists, 8- (10)
12 CON 4 I2- Normal Characteristic Maxima (20)
10 BODY 0 11- ¢ i
15 INT 5 12- PERRoll14- Psychological Limitation:
16 EGO 12 12- ECV:5 Pedrofnater(10)
15 PRE 4 12- PREAttack2%d6 Sisperpatriot (10)
10 COM 0 11- Secret Identity: U.S. Army Sergeant (15)
6 PD 3 Watched by
5 ED 3 Ra, 14-(15)
4 SPD 12 Phases 3,6,9, 12 the CIA, 8- (10)
2?5 IE{E% ? Total Disadvantage Points: 250
30 STUN 7

Total Characteristics Cost; 85

Movement: Running:6"/12"  Swim-
ming: 2"/4"

Powers & Skills

Combat Training:
Combat Levels:
+4 Levels w/ Guns (20)
Range Levels:
+1 Range Mod w/ Guns (3)
Sniper Rifle: (OAF)
Rifle: RKA 3d6, AP, +1 StunModifier, 6
Charges (33) [6¢]
Underslung Grenade Launcher:
EB 5d6 EB, Explosion, AP,
Extra Time: +1 Phase,
3 Charges (13) [3c]
Auto Pistol: (OAF)
RKA: 1 Y4d6 RKA, +1 Stun Modifier, 2
Clips of 8 Charges (13) {2x8]
Rifle Scope: (OAF)
+6 Level vs. Range Modifiers for Rifle only
(9)
+2 Levels with Rifle, Only used for OCV
(3)

N-Ray vision (not through water) (10)
Enhanced Perception: +2 PER Rolls
Army Sniper Skills:

Climbing 13- (3)

Concealment 13- (5)

KS: South American Climates 12- (3)

Lockpicking 13- (3)

Resistance: +3 (3)

Security Systems 13- (5)

Shadowing 13- (7)

Spanish, Completely Fluent (3)

Stealth 13- (3)

Streetwise 13- (5)

Survival 12- (5)

Tactics 12- (3)

Weaponsmith 13- (7)

Total Powers & Skills Cost: 165

Total Character Cost: 250



Ted

Background: Robert Carlson was afraid of crowds
since the day he was nearly trampled to death as a
small child ata local amusement park. From that day
forward he tended toward jobs where he could oper-
ate alone or with as few coworkers as possible.

Ie spent several years on the police bomb squad
before he finally quitand wenton to becomeacivilian
employee for the U.S. Government. e was able to
land a job within an agency where he warked away
from large crowds of people, With his almost perfect
photographic memory, he was able to learn any job
quickdy, and become an expert at whatever field he
worked in. Unfortunately, his boss recognized his
usefulness, and enjoyed taking credit for Robert’s
work. His boss secretly prevented Roberl from being
promoted to a higher job just so he could keep him
around,

Once Robert finally figured this out, he began to
complain to those above his boss. Because Robert
rarely saw anyone but his boss, it became an issue of
his word against hisboss’s. The higher levels of super-
visors were less than sympathetic, and threatened to
fire Robert if he didn’t quit spreading rumors about
some of the more outstanding government employ-
ees,

Robert did not quit or continue complaining, and
all of his superiors soon resumed taking advantage of
his abilities. While Robert continued to work dili-
gentlyand obediently, he was gradually gathering the
materials necessary to get his revenge. One day Rob-
ert showed up for work late, and then sct off a series
of bombsthatleveled hisentiredepartment, killingor
seriously wounded all of his bosses and supervisors.
Heallowed himself to be minorly wounded aswell to
avoid suspicion, and ended up with permanently
damaged hearing because of it.

Nothing was cver proven in the investigation that
followed, but there was enough evidence to justify
Roberts’ eventual dismissal from the agency. When
Mr. Raymond heard about the incident, he had his
people conduct another investigation. He liked what
he found, or rather didn't find, and determined that
Robert was efficient, careful, and ruthless—--in shorl,
perfect for admission into the Raymond Project.

Robert joined the team as its technical/explosives
expert, and did exceedingly well in the months of
training that followed. He has developed quite a few
helpful gadgets for the team since then, although he
still prefers to keep his distance from the other team
members whenever possible. He took his code name
after the nickname for the thick army-issued glasses
he always wears (T.E.[>.s—Tactical Eye Devices). In
his alter ego he now works as technician in Mr.
Raymond’s many Research and Development de-
partments.

Quote: “Boom, boom, out go the lights.”

Personality/Motivation: Ted’s fear of crowds has
haunted him as long as he can remember, and even

having four or five people in the same room as him
makes him nervous. He is not anti-social however,
and has, in fact, made friends with almost all of the
Raymond Project on an individual basis. He prefers
to travel and work at night or in places where there
aren’t many other people around.

Because of these unusual habits, his first and only
marriage failed miserably, and he was left with ason
tolookafter. His son just entered Junior High School,
and has recently begun to takean activeinterestin his
father’s work. Ted has thus far been able to keep his
covertactivitiesasecret, buthe still has to keep an eye
out for an occasional curious teenager.

Unlike most of the rest of the Raymond Project,
Ted works for Mr. Raymond with the secret under-
standing that heis goingagainst whatisreally good for
the United States, and thatevery act he does increases
his revenge for how he was treated that much further.
Hedoesnot openlydiscusshow he feels with theother
members of the team, bul secretly enjoys the statushe
now has overthosewho fired him or took advantage
of him when they were his boss.

Powers/Tactics: Ted is almost never seen in direct
combat, and is usually helping the tcam before they
realize it or from an inconspicuous position nearby.
His primary functions are to take out vehicles, set up
distractions,confuseorseparateopponents,andother
operationsthat damage the enemywhile notindirect
combat.
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Ted

Val CHA Cost Roll Notes

Disadvantages: 150+

15 STR 5 12- 200 kg; 3d6 [2]
16 DEX 18 12- OCV:5/DCV:5
11 CON 2 11-

10 BODY 0 11-

18 INT 8 13- PERRoll 13-

15 EGO 5 12- ECV:5

14 PRE 4 12-  PRE Attack 2%4d6
12 COM 1 11-

5 PD 2

4 ED 2

4 SPD 14 Phases3,6,9,12
5 REC 0
46 END 3
33 STUN 7

Total Characteristics Cost; 76
Movement: Running: 6"/12"  Swimming;: 2"/4"

Powers & Skills

Claymore Mine: (OAF)
RKA 2d6, AE 4" Cone, Trigger (Changeable), 3
Charges, Extra Time: 1 turn to set up (18).[3c]
C-4 Charge: (OAF)
EB 12d6 (Concussion), Explosion, AP, Time elay, 1
Charge, Act 14-, Extra Time: +1 Phase, No Range
(25) [1c]
Plastique: (OAF)
EB 8d6 (Concussion), Explesive, AP, Time Delay, 4
Charges, Act 14-, Extra Time: +1 Phase, No
Range (20) [4¢]
Concussion Grenade: (OAF)
EB 6d6, Explosion, 2 Charges (13) [2c]
Radio Jammer: (OAF)
Darkness 15"r vs. Radio Group, 2 Continuous
Charges each lasts for 5 minutes, Extra Time: +1
Turn, Act 14-, Fragile, No Range (34)
Martial Artis—Agency Training: (11)
Maneuver OCV DCV Damage
Martial Throw +0 +1 3d6+v/S
Sacrifice Throw +2  +1 3d6, Fall
Choke Hold -2 + 2d6 NND

Scanner: (OAF)
Detect Tracers, Sense, Range, 360, Parabolic +16
range penalties, 2 Continuous Charges each lasts
for 1 hour, Fragile, Extra Time: +1 Turn (14)
Bomb Technician Skills:
Concealment 13- (3)
Demolitions 14- (9)
Electronics 11- (3)
German, Fluent, No Accent (3)
SC: Structural Engineering 11- (3)
Raymond Project Agent Skills:
Acting 8- (1)
Breakfall 8- (1)
Disguise 11~ (3)
Eidetic Memory (10)
Inventor 8- (1)
Stealth 12- (3)
Total Powers & Skills Cost: 174

Total Character Cost: 250

DNPC

Teenaged Son, 8- (10)
Normal Characteristic Maxima (20)
Psychological Limitation:

Fear of crowds (20)

Vengeful (10)
SecretIdentity: Technician (15)
Vulnerability

x2 STUN from Sonic Attacks (10)

Watched by:
Ra, 14- (15)

Total Disadvantage Points: 250

He usually carries several pounds of C-4 (U.S.
Army plastique explosive) with timers that he uses
either to take outimportant structures, vehicles, or as
traps. When necessary, he uses these to break into
secured areas as well. His knowledge of explosives is
s complete that he can create shape-charges with
these demolitions toamuch greater (armor piercing)
effect.

The three Claymore anti-personnel mines he car-
riesaredetonated either by a switch attached toa long
wire, or by a Lripwire or pressure plate of some sort.
He uses these almost entirely for assassination booby
traps. Theyare excessively deadly to everyonenearby,
so he usually gets permission from Mr. Raymond
before he uses them. He also carries a belt of concus-
sion grenades in case he should ever somehow get
involved in direct combat.

Hehasdeveloped aportable radiojammerthat can
work off battery power for limited periods of time. It
creates a 15" radius sphere impervious to all radio/
television/radar transmissions and receptions. He
uses this either to prevent police from calling for
back-ups, or to disrupt the communications of hero
groups that give orders and via radios. It is most
efficient il activated after combat is begun, so that the
opponents will nt have the time to coordinate whal
to doagainst this sudden lack of communication. On
rare instances, this device has also been successfully
used to blind paranormals who sce entirely with
radar, and to keep isolated heroes from calling their
teammates for help.

His last invention is a special tracking device, He
has manufactured several tracers out of a very rare
mineral,andhastuned thistrackerto beabletosearch
for and locate them. He hides these tracers on oppo-
nents or in their vehicles, and then can trace their
location from that moment on, The tracker loses its
efficiencyaltera certain range,andit hasaveryserious
drawback. Because the tracker does not have any
analytical abilities, should anyone ever analyze any of
these tracers, they wouldn’t have too much trouble
manufacturing thousands of them and hiding them
everywhere if they could get the proper mineral, thus
rendering the tracker useless.



Appearance: Ted is a pleasantly plump figure of a
man with short hair and thick glasses. He always
wears a tan photographer’s vest over plain clothes,
and fills the numerous pockets and pouches with his
explosives and other gadgets.

Ox

Background: Billy “Ox” Stewartisagoodol’ boy from
the backwoods of Alabama. At the age of 16 he started
working at a car repair garage to pay the bills, and
continued thereuntil his parents died inaplane crash
eight yearslater. He then decided to getaway and start
his life over again.

He packed up and moved across the country, and
eventually enrolled in the same initial experimental
Super Camp that had transformed Emerald and Gaf-
fer afew years earlier. [1is metabolism was incompat-
ible with any genetic alteration, so the scientists de-
cided to enhance his body with cybernetics instead.

After almost two years of painful operations, Ox
was finally ready to start his new life. He accepted a
lower level position in the Secret Service to give him
more experience for the government. In no time he
had proved himself more than capable for any mis-
sion, and was judged an incredible success. Mr.
Raymond wasted no time insnatchinghim up for the
Raymond Project, where he hasremained the newest
and least experienced member every since.

Quote: “I'm gonna beat you like a buck-toothed
freckle-faced red-headed stepchild!”

Personality/Motivation: Ox is intelligent, but has
never been very educated. His idea of morality is not
hitting someone in the back or when they’re down.
He trusts Mr. Raymond, and has never really stopped
to think whether or not the activities of the Raymond
Project are legal or morally correct. As far as he is
concerned, ifa megacorporationas important as Mr.
Raymond’s is backing it, it must be either the right
thing or vitally important.

Ox is well mannered and polite whenever he can
be. He will open doors for people, uses the terms
“Ma’am” and “Sir” as a matter of course, and refrains
from the use of strong language. He considers his
missions with the Raymond Project as work that has
to be done—cven if they might be less than pleasant
sometimes—and feels no guilt over them.

[1le usually prefers to fight opponents he thinks
might be closely matched with him, and then he will
help them up whenever he knocks them down if they
wish to continue fighting. He strongly dislikes the
idea of having to fight women or anyone under the
age of 18 (regardless of how powerful they are}, and
hewould have to take quitea bitof damage from them
inorder toactuallyconsider itnecessary to fightthem.

Powers/Tactics: All of Ox’s powers come from the
cybernetics implanted in his body. The Armor and
Damage Reduction come from the many kevlar scales
just under his skin. The Life Support comcs from
insulators, blood monitors, and synthetic chemicals
that are released periodically throughout his body. A

miniaturizedradio transmitter/receiver has beenbuilt
into hisskull, and his eyeshave been coated with a thin
layer of fiber optics that allow him to see in the dark
with the aid of the IR sources that attach to his
temples. Hisskeletonhasbeenreinforced,andaseries
of servo-motorslinealmost every muscle in his body.
With tremendous effort, he can activate thesemotors
and temporarily usc them for feats of incredible
strength. His self contained breathing comes from
small tanks within his body that hold liquid oxygen.
Once this oxygen is released, it is all released, and
whether Ox wants it er not, he won’t need to breathe
for fivehours. Thesetanksmust berefilled bya special
machine kept at the Raymond Project’s main office.
Note that these cybernetics are made of the same
material and alien technology that created Gaffer.
In combat, he prefers to taunt his opponents into
coming to him, because he doesn’t have enough
control over his servo-motors to activate them white
he moves. He usually starts off only using a total of 40
or 50STRifitlookslikeheisgoingtohave to conserve
his energy for a long fight or several opponents.
Whenever he is fighting a particularly powerful or
obnoxious foe, however, healso knowshe can always
rest while a foe is on the ground thanks to a 70 STR

punch.
The metal in his reinforced skeleton and servo-

motors make him particularly vulnerable to mag- 69
netic and electrical attacks, and his eyes and ears
overload when exposed to extreme sound or light. Scenario Two
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Ox

Val CHA Cost Roll Notes

Disadvantages: 150+

20 STR 10 13- 400 kg; 4d6 [2]
20 DEX 30 13- OCV:7/DCV:7
20 CON 20 13-

18 BODY 16 13-

14 INT 4 12- PERRolll2-

13 EGO 6 12- ECV:4

20 PRE 10 13- PRE Attack 4d6
10 COM 0 11-

8 PD 4

8 ED 4

4 SPD 10 Phases 3, 6,9, 12
10 REC 4
46 END 3
45 STUN 7

Total Characteristics Cost: 126
Movement: Running: 8"/16"  Swimming: 2"/4"

Pawers & Skills

Combat Training;
Combat Levels: +1 Level w/ Martial Arts (3)
Martial Aris-—Agency Training: (12)
Muaneuver OCV DCV  Damage
Martial Throw +0  +1  4d64v/5/
Defensive Strike+1 ~ +3  4d6/14d6
Martial Block +2 42  Block, Abort
Cybernetics:
Characteristics: +50 STR, 3x END, Requires full
phase, Act 14- (17) [15]
Armor +15 PI), +15 ED, Ablative (23)
Damage Reduction 50% Non-Resistant Physical &
Encrgy, Act 14- (27)
IR Vision, OIF (IR Light on Temples) (3)
High Range Radio Hearing
Life Support: Need not ¢al, sleep, or excrete,
Immune lo Disease, Safe Environments:
Vacuuny/High Pressure, Inlensc Heat/Cold (14)
Lifc Suppaort: Sell Contained Breathing, 1
Continuous Charges Lasts for 5 hours, Costs
END (6) [1]
Running: +2" Running [1/5"]
Mechanics 11- (3)
Total Powers & Skills Cost: 122

Total Character Cost: 250

Appearance: Ox isa massiveman justover 7' tall, with
bright blue eyes and a constant smilc. All of his body
hair except for a scraggly beard and mustache was
removed in the operations thatimplanted the kevlar
stales under his skin. He is completely bald, and his
skin has a scaly look to it when examined. He has a
small black box attached to each temple which act as
IR flashlights whenever he is using his IR vision. 'To
anyone else using IR vision at the same time, he will
appear to have abright light on either side of hishead.

ke usually wears blue jeans, work boots, no shirt
and a large leather weight-lifting belt whenever he
goesinlo combat, unless the situation dictates some
other outfit. He speaks with a distinct Alabama ac-
cent, and is almost always spitting from a perpetual
wad of chewing tobacco in his mouth.

Normal Characteristic Maxima (20)
Psychological Limitation:
Prefers fair fist fights (10)
Secret Identity: Secret Service Agent (15)
Vulnerability:
x2 STUN from Electrical/Magnetic Attacks (10)
x2 Effect from IR, Normal Sight, or Hearing Flash
Attacks (10)
Watched by:
Ra, 14- (15)

Total Disadvantage Points: 250

Doc

Background: Dr. HershalMifilingraduatedat the top
of hisclass from medical school, but only atter he had
lied, bribed, cheated, and fought his way past all the
other students. is goal to become the best was
unhindered by morals or any consideration for any-
one but himself, and sgon he had become a promi-
nent surgeon at q major hospital,

However, at the height of his carcer his past slowly
began to catch up with him. Drugs he had used in
college to keep him awake for tests and studying had
become full time addictions, patients he had per-
formed thousands of dollars of unnecessary surgery
on began to suc, arcl investigations started up to try
and discover why so many of his regular clients had
such massive prescriplions to contrelled narcotics.

He was forced to retire in shame, but this still did
not stop his illegal activities. He kept contacts that
allowed him access to huge quantities of drugs and
chemicals, and he kept in touch with the wealthy
patients he had gradually addicted over the years.
Meanwhile, his own addiction lured him into dan-
gerous biochemical experiments on himself to try
and discover the optimal drug for releasing mental
consciousness.

He eventually heard through the medical under-
ground about Mr. Raymond’s teamn of genetic re-
searchers, and successfully managed 1o join them.
With the knowledge he was able to steal from Mr.
Raymond’s experiments, and with the advanced
chemical compounds he was able to steal from the
laboratory, Dr. Mifllin finally completed what he
believed would be the perfect hallucinogen. Unfortu-
nately, he overdosed on the new drug the first time he
took it, and went into a coma that lasted almost three
weeks.

Mr. Raymond was there when he awoke, and
informed him of the incredible results of the good
doclor’s personal experiments, Apparently the drug
had not only cured his body of all chemical depen-
dencies, but had also given Dr. Mifflin incredible
mental powers as well. Mr. Raymond was so im-
pressed thatone ofhisstaff hadshown theinitiative 1o



give himself powers, that he immediately offered him
the job of leading the Raymond Project both as
tactical commander and head researcher. Dr. Mifflin
became Doc and accepted the position almost before
Mr. Raymond could finish the offer.

Quote: “Did that hurt? No? Well try this then!”

Personality/Motivation: Doc is probably the mem-
ber of the Raymond Project who thinks the closest to
thesamewayMr. Raymond does. Hemanipulatesthe
other teammates according to their various person-
alities into doing what he and Mr. Raymond want.

Doc no longer pretends to be a loving, caring,
healer, and instead has taken on a dark, ominous,
almost sadistic attitude when not dealing directly
with other members of the team. He enjoys interro-
gating and torturing captives for information, and
prefers to cause them significant pain before turning
to his truth serum. He tries to keep these twisted
tendencies from the other members of the team, but
most of them suspect enough from him to keep their
distance when not working with him.

Doc is also a bit of a neatness freak. His office and
laboratory are always kept spotless, and he changes
clothesand showers several limes each day. Whileno
one really seems to mind this quirk too much, it
quickly becomes annoying when he starts correcting
the less than perfect hygiene habits and organiza-
tional skills of everyone around him.

Powers/Tactics: Doc has two sources of powers: his
own mental abilities, and the drugs he has manufac-
tured for his personal use. The mental powers are
primarily used to control and protect the Raymond
Projectwhilehestayshiddensomewhere safety nearby,
and thedrugsare used to harmor getinformationout
of his opponents.

Before the Raymond Project gets involved in com-
bat, Doc surrounds each of them with a telekinetic
ForceField and asignificantamountof EGO Defense.
As soon as the opponents get within sight, he also
imparts each member with the ability to sense danger
in and outof combat, and sets upaMind Link with all
of them. The Danger Sense and the Mind Link only
lastatotal of 5 minutes, and he mustkeep line of sight
to maintain the Force Field, EGO Defense, and Dan-
ger Sense. Even with these restrictions, however, Doc
is usually able to adequately protect and communi-
catewilh histeam whenitis necessary. Note thatsince
there are only five other members of the Raymond
Project and Doc’s Mind Link can work with up to
eight people, Doc has tuned himself to the artificial
intelligence within the D.A.D.1.O. 2000 Computer,
which should be considered part of the Raymond
Project for all of Doc's mental abilities.

The three main drugs he carries are Sodium
Penathol (truth serum), a strong synthetic non-ad-
dictive hallucinogenic, and a relatively effective poi-
son. The truth serum must be in-
jected (and therefore heroes with re-
sistant PD are immunetoit),and the
poison and the hallucinogenic must
be ingested (and are negated by Life
Supportthatkeepsthecharacterfrom
having to eat). The hallucinogenic
and poison are inobvious foci be-
cause they can take the form of a
powder that can easily be hidden in
food or drinks,

Thetruthserum requires thatques-
tions be asked (it is not actually te-
lepathy in the truest sense), and the
person under the influence will an-
swer any questions they hear for the
full five minutes of the drug’s effects.
The hallucinogenic creates five min-
utes of completely random mental
illusions within the vicim’s head.
These range anywhere from just
changing the colors of cverything
seen, to transforming the world into
acompletelydifferentdimension. The
GM is encouraged to make up illu-
sionsbased on the characters person-
alityandany psychologicaldisadvan-
tages they might have. The poison is
divided up into eight lit tle capsules
that can either be administered indi-
vidually to weaken opponents, or in
bigger doses o seriously incapacitate

or kill opponents.
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Doc

Val CHA Cost Roll Notes Disadvantages: 150+

10 STR 0 11- 100kg 2d6 (1] Hunted by

13 DEX 6 12- OCV:4/DCV:4 the DEA, 11- (25)

{(l) ESII;IY g : : Normal Characteristic Maxima (20)

21 INT 12 13- PERRollI3- P”Et?;°§'c‘::'§::“"i§1°?; s

17 EGO 14 12- ECV:6 c? ¥ " 131’ 1)

12 PRE 2 11- PREAttack2d6 ompuisively nea _ .

10 COM 0 11- Secret Identity: Megacorporation Medical Researcher
4 PD 2 (15)

4 ED 2 Watched by

3 SPD 7 Phases 4, 8,12 Ra, 14- (15)

4 REC 0 the AMA, 8- (5)

22 END 0

21 STUN 0 Total Disadvantage Points: 250

Total Characteristics Cost: 50

Movement:

Powers & Skills

Running: 6"/12"  Swimming: 2"/4"

Awesome Mental Powers:

Elemental Control (22)

a - Force Field +12 PD, +11 ED, Usable by selfand 1
other at range, Ablative (12) [5]

b - Mind Liok (w/members of Raymond Project, 8
peuple maximum, over any distance), Invisible,
Concentration: ) DCV, Extra Time: +1 Phase, 2
Continuous Charges each lasts for 5 minutes (9)
¢ - Mental Defense: 17, Usable by others (8 people

(13)

d - Danger Sense, Sense Danger Out of Combat on
16-, Usable by others (8 people max and self at
range), Extra Time: +1 Phase, 2 Continuous
Charges each lasts for 5 minutes (24)

Drugs:
Hallucinogenic Pill: Mental Illusions 12d6, NND
(Defense is Life Suppeort), IAF, Mental Powers
flased on CON, No Range,, Fragile, 2 Continuous
Charges each lasts for 5 minutes, Extra Time: +1
Turn, Random effects on target, Must be ingested

(20)

Poison Tablet: Drain 1d6 BODY, 2d6 STUN, Return
at 5 pts/hour, IAF, Fragile, Continuous,
Uncontrolled, 8 Charges, Extra Time: +1 Turn,
Act 14-, Must be ingested (22)

Sodium Penathol: Telepathy 10d6, NND (Defense is
resistant PD), OAF, Mental Power based on
CON, No Range, Fragile, 2 Continuous Charges
each lasts for 5 minutes, Extra Time: +1 Turn

(24)

Illegal Research Doctor Skills:
Bribery 8- (1)

Forensic Medicine 15- (7)

Forgery 12-(5)
Interrogation 11- (3)
KS: Anatomy 17- (8), KS: Medicine 16- (7)
KS: Pharmaceuticals 17- (8)

Paramedic 17- (11)
Perk: License to practice Medicine (1)

SS: Bacteriology 13- (4)

SS: Biochemistry 12- (3), SS: Biology 15- (6)—
§S: Genetics 13- (4), SS: Organic Chemistry 15- (6)

Total Powers & Skills Cost: 200

Total Character Cost: 250

Appearance: Doc is a scrawny little man with small
wire rimmed glasses and thinning long straight hair.
Hewearsadark brown leather duster over ablack suit
and tie, and keeps a small medical kit attached at his
side on a belt.

Princess

Background: Donna Killfeather was raised by her
father on the Cherokee reservation where she was
bom. Her mother had died ather birth, and her older
brother had been imprisoned for car theft. She de-
cided ata very early ageto make somethingofherself,
and (o never let hersclf become a burden on society
like her brother.

She studied speech and public relations in college,
whilesimultaneously establishing herself as an actress
in local plays and productions. After college, she
joined the FBI. Driven by incredible willpower, she
was able to prove herself and advance rapidly within
the department, and soon she was regarded as one of
the agency’s best agents.

When Mr. Raymond heard about her and wanted
her for the Raymond Project, he determined by her
personality profile that she would never work farhim
willingly with her flawless record in the FBI. After
some careful planning, he arranged to frame her for
the killing of a wrongfulty accused suspect.

When the news hit the press, her career in the FBI
was over, and Mr. Raymond was there ready to give
her the second chance she wanted. She gratefully
accepted the position in the Raymond Project, was
renamed Princess,andnowworksharder thaneverto
regain her lost reputation.

Quote: “Please, sir, can you help me?” *Whap!*
Personality/Motivation: Princess is a very strong-
willed individual who only wants to be the best at
whatever she does. She also gladly takes to the chal-
lenge of being the only member of the Raymond
Project to nothaveany powers, cybernetics, or super-
human abilities.



Princess

Val CHA Cost Roll Notes Disadvantages: 150+

20 STR 10 13-  400kg 4d6 [2] DNPC:

21 DEX 36 13- OCV:7/DCV:7 Incompetent Aging Father, 8- (15)

10 BODY 0 11- the Underworld, 8- (15)

s INT 6 1 PERRLL- Normal Characteristic Maxima (20)

18 EGO 16 13- ECV: 6 : D

13 PRE 3 12 PREAttack 2%4d6 Peychological Limdsatiope

16 COM 3 12- Must be the best at whatever she does (20)

6 PD 4 Secret Identity: Corporate Executive (15)

3 ED 4 Watched by

& SPD 9 Phases 3, 6,9, 12 Ra, 14- (15)

9 REC 2

4 END 4 Total Disadvantage Points: 250
31 STUN 2

Total Characteristics Cost: 115

Movement: Running: 6"/12"  Swimming: 2"/4"

Powers & Skills

Combat Training;
Combat Levels: +1 Overall Level (10)
Combat Levels: +1 Level w/ Pistols (3)

Martial Arts—Agency Training: (30)

Maneuver OCV DCV Damage
Martial Throw +0 +1 8d6+v/5
Nerve Strike -1 +1 4d6 NND
Martial Escape +0  +0 55 STR Escape
Martial Grab -1 -1 50STRGrab

+4 DCs to Martial Arts (Already added in)
Agent Skills:
Acting 13- (5)
Breakfall 13- (3)
Bugging 12- (3)
Cherokee, Fluent Conversation (3)
Climbing 13- (3)
Computer Programmer 12- (3)
Concealment 12- (3)
Conversation 12- (3)
Cryptography 12- (3)
Deduction 12- (3)
Disguise 15- (11)
High Society 12- (3)
KS: Cherokee Indians 13- (3)
KS: Government Agencies 12- (3)
Lip Reading 11- (3)
Lockpicking 13- (3)
Persuasion 12- (3)
Riding 13- (3)
Shadowing 14- (9)
Sleight of Hand 13- (3)
Stealth 13- (3)
Streetwise 12- (3)
Tracking 15- (9)
Total Powers & Skills Cost:: 135

Total Character Cost; 250

Princess believes that weapons and special equip-
mentarecrutches for the weak-willed, and hascome
to rely almost entirely on her own abilities. She is
proudofherskills,and nothing angers hermorethan
for someoneto suggest thatshe got her position tofill
a quota due to her race or gender.

Over the years her father has become more and
more senile and eccentric, and she has had to spend
moreand more time lookingout for him and keeping
him out of trouble. On rare occasions, he has been
known to do things like ride horses through rush-
hour traffic, and to be arrested for indecent exposure
while trying to geta “moon tan.”

She also occasionally runs into members of the
underworld she helped arrest when she worked with
the FBI. There have been a couple of attempts on her
life by the underworld since she joined the Raymond
Project, although shehas thus far easily avoided them
and captured the individuals involved.
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Powers/Tactics: Princess has no real powers and
rarely carries any weapons or equipment. She is
primarily an intelligence gatherer, although she has
mastered several special martial arls moves for quick
escapes and self defense. She is a master of disguise,
she hasa very efficient analytical mind, and sheis very
good at working with others and getting them to do
what she wants.

Usually she is the one whao infiltrates enemy orga-
nizationsor befriendsopponentstolearnabout them.
She can generally pull off any acting roll necessary to
accomplish her mission, and will often so completely
fool an enemy so that they will never know she was
workingagainst them. She is also very goodat placing
tracers on people or vehicles, computer espionage,
and following or tracking somecone.

In combat, she will almost always pretend to be
somcone helpless ar terrified or trying to help untl
she can get close enough to strike from complete
surprisc during a crucial part of the battle. She prefers
not to do this more than once with the same oppo-
nents, and so trics to wait until it seems most crucial
that she act.

Appearance: Being a master of disguise, Princess is
rarely scen in the same outfit or with the same appear-
ance twice. When not in disguise, Princess is rather
attractive, and has the characteristic features of an
American Indian. Her long straight black hair is
almost always kept up in a bun, and she tends to wear
sunglasses and dress in skirted suits.

The Redtape 2000 Digital
Automated Data Integrated

Organizer

Powers/Tactics: The D.A.D.L.O. computer appcears
to most examinations as a normal albeit advanced
piece of electronic hardwarec. It is approximately the
size of a tall desk, has a large thin monitor screen, has
several obvious visual, audio, radio, phone and tele-
vision receivers and transmitters, and has a large
holographic projectorattached toitstop. Itismade of
a solid metal shell, that opens to reveal all the elec-
tronic boards and other equipment inside.

If the heroes agree to take the D.A.D.L.O., they will
no doubt want to take it apart and examine it for
hidden equipment, secrel programming, or weap-
ons. For most characters, no amount of'searching will
be able to reveal the compuler’s secret—its artificial
intelligence. The reason for this is because the cir-
cuitry involved for its Al is nol anywhere in the
clectronic boards or other equipment. The Al is
located in the metalshell that houses the computer. It
is composed of two identically looking (but molecu-
larly ditferent) metals with varying electrical resis-
tances that compose a giant clectronic grid through-
out the metal shell. While the technology used to
create thisis far beyond anything that could normally
occur on Earth, it was possible with the genius of Ra
combined with the advanced science of the

Psychophants. In order for a character to discover
this, they would have to do a detailed analysis of the
molecular components of the case, or analyze the
minuteamounts ofenergy flowing through the invis-
iblecircuits of thecase. Even telepathyand thelike will
have a difficult time breaching the 33 total points of
Mental Defense.

The D.A.D.L.O. will attempt to conceal its Al atall
cost, even if it seems that the evidence is obviously
against it. It has a sense of self-preservation, but is
willingto sacrificeitselffor Mr. Raymond, itscountry,
or to conceal its Al. The only mental quirk not
intentionally programmed into it that might give it
away, is the D.A.D.L.O.’s love of riddles. This love is
not so great as to make it obvious to anyone that it is
an Al but a skillful computer programmer mightbe
able to discover that there are no riddles or programs
for using them in any of the main memory boards.
TheD.A.D.LO.is extremelyintelligent, however,and
if it figures out that the riddles are giving it away, it
might stop doing them or attempt to write a riddle
program for the normal memory.

Its primary mission is to monitor everything the
heroes do and send the information (particularly
locations) back to Mr. Raymond and/or Doc. [t will
also naturally monitor any radio communications
that the heroes make among themselves. It will try
whatever meansitcan think ofto convincetheheroes
(withoutrevealingits Al) tosetup itsantennainsome
‘non-obscured’ (i.e. visible to the outside) place. If
thatantennais where Doc can get to seeit, then Doc
can setupa Mind Link with D.A.D.1.O. and commu-
nicate with the computer mentally. Otherwise,
D.A.D.1.O.willsenddigital encoded messagesbackto
Mr. Raymond’s tomb.

In addition to its amazing communication and
mental abilities, D.A.D.L.O. also has a holographic
projector attached to it. It normally uses this to form
3-D images of maps, villains, or whatever else might
be helpful to the heroes. If hard-pressed, it could also
use this ability for self defense. D.A.D.LO. is able to
project these images up to 150" away, and is capable
of an entire hex of complex movements and sounds.
In self-defense, D.A.D.L.O. might use this to generate
false telephone messages, sounds of gunshots off in
the distance, perhaps the image of some old villain
moving nearby, fake television news broadcasts, etc.
Allthesewill be attempts to lure the heroesawaylong
enough for Mr. Raymond to come and rescue it.

Note that D.A.D.L.O. thinks Mr. Raymond is its
father,andloveshim asafather.Ithasnoidea that the
entity Ra even exists. D.A.D.I.O.’s super-patriotism
alsoshowsup frequentlyin its programming, placing
patriotic music in the background of its transmis-
sions, liningitsholographicprojectionsinred, white,
and blue, and flashing messages on its screen like
“Don’t forget to register to vote next week.” and
“Have you hugged your flag today?” etc. Note that
D.A.D.LO. is smart enough not to put any of these
into anything that would incriminate it, or to keep
doing them if they annoy the heroes so much they
seem like they are going to disconnect it.



D.A.D.L.O.

Val CHA Cost Roll Notes

18 INT 8 13- PERRoll 13-

13 EGO 6 12- ECV:4

13 DEX 9 12- OCV:5

5 SPD 27 Phases 3, 5, 8,10, 12

Total Characteristics Cost: 50

Powers & Skills

Mental Defense: 33 (30)

Clairsentience for Normal sight, hearing, and High

Range Radio Hearing, 600" Range,
0 END (40) [0]

Images -5 PER Rolls to Normal sight and sound,

0 END (30) (0]
Computer Skills:

Compuler Programming 13- (3)

Criminology 13- (3)

Cryptography 14- (5)

Deduction 13- (3)

Knowledge Skills (All on 14-): Super Villains,
Normal Criminals, Police Records, FBI Files, CIA
Files, World Geography, Local Metropolis,
General Law, Tax Laws (45)

Language Skilis (All Fluent Conversation): Arabic,
Italian, Greek, Latin, French, German, Russian,
Chinese, Japanese, Spanish (24)

Sensors Operation 14- (5)

Sciences (All onr 13-): Mathematics, Physics,
Genetics, Biology, Chemistry, Robaties (24)

Programs

Surveillance (1)

Search Reference Material (1)

Analyze Crime (1)

Break Code (1)

Scan Police bands/TV/Radio for crimes and news (1)

Play Games (1)

Create Image (1)

Total Powers & Skills Cost: 215

Total Character Cost: 265

Disadvantages: 185+

Psychological Limitation:
Super-patriot (20)
Loves Mr. Raymaond (His ‘Father’) (20)
Conceals Antificial Intelligence (20)
Self Preservation (20)
Loves Riddles (5)

Total Disadvantage Points: 265

The Genetic Poison

Thereare two varieties of the genetic poison. While
bothhave the same end result, they are administered
slightly differently. The first generation of genetic
poison must be injected in consecutive doses over a
long period,and only works on a small percentage of
thegeneral populace. Thelatestexperimental version
of the genetic poison may beadministered by ingest-
ing asingle dose, and works on a much wider variety
of people.

With both versions, the entire Transform must be
completed before the effects starl to become notice-
able on the individual. With Version 1, once the
Transform is complete the change is instantaneous
(although that make take weeks or months of cumu-
lative doses of genetic poison to complete the Trans-
form). With Version I, if the Transform is successful
(its notL cumulative tike version 1), the change begins
at the end of the day and then gradually changes the
larget.

When Version [ takeseffect,itinstantlyreduces the
target’s INT, EGO, and PREto 0. The total amount of
points these characteristics lost become the amount
of total points available for mental powers. These
powers arc chosen either randomly, or by the GM.

When Version [I takes effect, the change isa long,
gradual process. Every hour after the day necessary
tor the geneltic poison to activate, reduce either INT,
EGO or PRE, whichever is higher (choose randomly
if a tie), by one point. Have the mental power(s)
already chosen, have it (thera) appear once the mini-
mum required is reached, and increase it (them) as
thecharacteristics continue to fall. Stop when all three
of the characteristics have reached 0. If using the
random tables and a ten is rolled on the first table,
havethose pointscontinue to drainatarateofone per
hour as well, but only after the characteristics have
reached 0. The GM may choose when the characters
begin to notice their falling characteristics and what
effect these low stats will have (see notes on the
Dominae and Chiffon)

Randomly chosen powers do notnecessarily have
to bestraightoff the powerslist. GMs are encouraged
to individualize the powers with random or chosen
power advantages and limitations. If chosen ran-
domly, the following chart should be used:
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Random Powers Table

The Genetic Virus

Roll Result

| ———, EGO attack

2. Mental Illusions

Bhvsscimaeavicd Mind Control

. — Mind Link

5 vrvsnsssnnenne Mind Scan

6 ..cvveresnnnne. Telekinesis

T ssmvinisik Telepathy

Blacissmwannine 2 mental powers (split 50/50)
R Special Power Table
10....ccccco.... Roll Again (Ignoering another roll of

10), take 6d6 miore points from other
characteristics, skills, or talents, and
add these to the total points available
for mental powers.

Special Power Table
Roll Result
1...cccosumne.n. Clairsentience
o L Energy Blast w/AVLD
(Mental Defense)

Dispel vs. Mental Special Effect
...Suppress vs. Mental Special Effect
Drain vs. Mental Special Effect
.....Aid to Mental Characteristics of others

... Transfer (Mental to own Mental)
Force Field w/Mental Special Effect
Force Wall w/Mental Special Effect
Danger Sense

Version I:

Transform 1d6 Major Changes)(Human to Mindless
Psychic, Cumulative, NND (Defense is Resistant
PD), Difficult to Dispel x2, No Range, OAF
{Needle), Requires 1 Week, Fragile,
Unipredictable effects on target (-%), Only works
on random 10% of population or abnormal non-
powered humans (7)

Version 11 (Experimental)

Transform 10d6 Major Changes)(Human to
Mindless Psychic, NNID (Defense is Life Support:
Immunity to Disease), IAF (Pill/Powder/Food),
No Range, Requires 1 Day, Fragile, Unpredictable
effects on target, 14- Activation, Must be ingested
(50)
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Introduction

This s a scenario designed for Champions charac-
ters in the 225 to 300 point range. It is the final
scenario in the three part mini-campaign The Pyra-
mid in the Sky. It starts with all the captive psychics Ra
is keeping in his hideout. New ones are regularly
being brought in, tested for psychic potential, given
genetic poisons that will give them psychic abilities at
the expense of EGO, PRE, and INT, and then sent off
somewhereinalong-range space shuttle. Whilethere
willbe noreal way to determine just exactly where the
psychics are being sent (thereare noshuttlesin when
the heroes arrive, and not even Raisreally sure of the
exact location in space he is sending them), all the
technology in the base is obviously alien and of the
same type that was used in the Gaffer’s and the
Raymond Project’s cybemetics.

This technology is being provided by an alien race
that have been nicknamed by Ra as “Psychophants,”
who are financing everything Ra does. The
Psychophants are a race who feed off the psychic
energy of other intelligent beings. They recognize
Earth as a source of a significant amount of potential
psychic energy, but they also acknowledge the threat
of paranormal beings to their plans. Their goal is to
work covertly through Ra and his organization to
neutralize the threat of paranormal beings while cap-
turing and enslaving everyone with any psychic po-
tential, They have been working with Ra on this goal
for several years now, helping him gain power while
heprovidesthemwithpsychicsandridsthemofother
dangerous paranormals,

Fortunately, in their eons of conquests across the
galaxy, the Psychophants have made quite a few
enemies. The most ancient and notable of these are
the Beduuns—a race that has used geneticscienceto
enthance their psychic potential andbecome a species
of mental warriors. While the Beduuns have been a
constantsourceofirritationto the Psychophants over
the eons, they are too spread out and unorganized to
really damage the Psychophant war machine. They
will, however, be a great aid to anyone trying todefeat
the Psychophants.

This scenario starts shortly after the battle against
Ra (whatever the outcome) when full of escaped
Beduunscrash-landson Earth. Theshuttleiswrecked,
and only seven of its occupants manage to survive. Of
theseseven, sixbeginhuntingforsometypeofnuclear

weapon they can steal and use against the
Psychophants, and one gets separated and must fend
for herself in the slums of a major metropolis.

These Beduuns know nothing of Earth culture,
and only one of them has the capability to speak to
non-Beduunstelepathically. Theyalso consider Earth-
lings to be a bit primitive, and will regard them as
ignorant savages if they try and interfere with any of
their plans.

After the heroes have had a chance to at least meet
the one Beduun “terrorizing” the slums, and they
havehadachancetohopefullystoptheotherBeduuns
from stealing and launching a nuclear weapon into
space, the Psychophants will decide it is time to
reclaim what they have lost.

They will send a small warship in hopes of quickly
hunting down and killing the escaped Beduuns.
Loaded with the cutting edge of anti-psychic weap-
onry, they should have very little problem if nobody
interferes. Fortunately, they are rather unprepared
for weapons or powers of a non-psychic nature,
There are a number of ways that this ship could give
clues to the players and lead them to the mother ship
thatis currently hiding in the shadowof Jupiter. Once
the mother ship is discovered, the heroes must find
some way to destroy it or chase it out of the solar
system, while hopefully releasing the psychic captives
in it as well.

Mini-Campaign Notes

Like the other scenarios, if this scenario is going to
be run independently of the other two, than this
sectionshouldbeignored. Otherwise, the GM should
give the players Clue #1 from the “We Want You!”

scenario if he didn’t present the players with that clue
then.

Transition From the Second
Scenario

By now, the player characters will have beenlied to,
betrayed, Mind Controlled, poisoned, ambushed,
accused, transformed, beat on, and just plain abused
byall sortsof villainy. If they have made it this far they
deservearest. GMsshould allow the heroes a fewdays
to heal, rest, rebuild anything that has been broken,
and the like before starting this scenario. Depending
on how things went with Ra, the heroes might also be
allowed to do a detailed examination of his tomb, to
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bring forth evidence against Ra to the public, etc. The
GM should keep things from getting out of control,
however, and start the scenario as soon asitlookslike
theheroesare getting tooinvolved inthe aftermath of
the last two scenarios.

The heroes might also want to take some time to
mass-produce the antidote for the genetic poison if
they were able to obtain the formula from Ra’s tomb
or if they obtained enough of the antidote to analyze
it and come up with the formula on their own. The
first process can be done by any qualified technician
with a Knowledge Skill of 12- or better in the appro-
priate field, eight hours, and a suitable stockpile of
high grade chemicals. The second process requires
making an appropriate skill roll at a -5 penalty, and
then completing the first process.

At thebeginningof thisscenario the heroes should
know that billions of dollars are being spent to con-
vert large numbers of people into mindless psychics
and then sending them up to some unidentified spot
in outer space. The heroes will probably be able to
deduce or discover that the next shuttle due in to
transport these mindless psychics is extremely late.

No amount of investigating from Earth should
produce specific coordinates for the Psychophant
mother ship. Itishiding in the shadow of Jupiter, and
fupiter’s unusual radioactive emissions adequately
concealitfromalmost every type of scan, telescope,or
equipment. There is no record of where the shuttles
go anywhere in Ra’s tomb, and there have been no
recorded incidence of the shuttles’ flight other than
the onelaunch detailed as clue #3 in “We Want You!”

The only real thing the heroes can investigate
before the incidents of the lone Beduun in the slums
is the crash site of the shuttle hijacked by the escaped
Beduuns, This investigation should be encouraged as
away for characters to safely pass the time while other
characters heal/rebuild/etc. While the two tabloid
articles mentioned as clue #1 in “We Want You!” are
relatively loose in the facts, they do contain enough
information to start an investigation.

They both mention the same two block area in the
localmetropolis,andtheybothhaveclose tothesame
date on them. Anyone who goes to examine the area
will find a condemned burned out building that has
yellow “Caution” tape all around it. To the casual
observer and any sloppy investigators, the building
justappears to have caughton fire due to old electrical
wiring and burned almost to the ground. To those
with Deduction, Streetwise, Luck, or sophisticated
equipment, other clues can be found.

Examining the surrounding area will reveal that
the top of the building nearby hasa small corner of its
roof sheared off. Thisis the origin of the tabloid article
“Local Slumlord Claims Comet Struck His Apart-
ments!” The insurance companies have written the
damage down as a structural failure due to age and
tack of upkeep. Any successful questioning of the
grouchy old penny-pinching landlord will reveal that

he and several other people who live in the building
actually believe something hit 1he apartment late one
night. Naturally everypersonin the building has their
own theory on just exactly what it was (a missile, a
bomb, a comet, a meteor, a UFO, a jet, etc.), but
everyone agrees on the night of the incident and that
it was the same night as the fire that burned out the
condemned building nearby. It doesn’t take much of
a detective to look up and see that the corner of the
buildingthatwassheared offisin a directlinewith the
burned out building, and that something very easily
couldhave flown into theapartmentand thencrashed
into the abandoned building.

Anyone with significant amounts of Streetwise
might be able to find and question the gang members
that used to hang out in the burned out buildingand
who were responsible for the tabloid article Litled
“Streetgang Discovers UFO In Hangout!” All the
gang members are reluctant to talk (-1 on Streetwise
rolls) because of all the verbal abuse they have taken
since the tabloid article was published. In the event
they are somehow convinced to tell what happened,
their stories will all be close to the same. They will all
state how one night the roof of their hangout crashed
inwithaloud boom, and then the whole ground{loor
burst into flames. While they were mostly preoccu-
pied with escaping with their lives, most of them at
least got a quick glance at some large, white-hot,
metallic object smashed deep into the foundations of
thebuilding. This building is a very large warehouse,
and theyjusthappenedtobehanging outin theoffice
on the oppositeside of the building during the crash.
They also know that after the fire was put out, the
entire block was cordoned off and filled with investi-
gators, police officers, and heavy equipment working
for 24 hours non-stop. Unbeknownsl to the gang
members, these workers were all government agents
who worked te remove as miuch evidence of the
crashed shuttle as possible. These agents do not have
anythingto dowithRa,but theyhave veiled the entire
thinginacloud of secrecy. Thepieces ofthe shuttleare
now ina laboratory in Washington D.C., along with
the remains of 17 dead (Beduun) passengers.

Therearealso several clues thatcanbe gained from
examining the burned out building. There is a small
chance that the police will come and try to run off
anyone investigating the area, but they will not be too
adamantaboutit. Thewholeareaisradioactiveenough
to be just short of dangerous, but it will register as
obviously abnormal to anyone who can detect such
things. Some forms of Spatial Awarencess might be
able to notice high amounts of rare radioactive trace
elements, along with a few extraordinarily rare com-
poundsandalloys thatdon’tnormally existon Earth.
Discriminatory Scentand Tracking Scent will be too
late to pick up anything, although Microscopic Vi-
sion might be able to find some extremely small
slivers of alien metalalloy. N-ray Vision and/or some
digging will probably showthat thereare several yards



of floor/street that were broken through when the
shuttle crashed, and that the subway tunnels and
sewer tunnels beneath the building were breached as
well. These have been hastily filled in and repaired,
and itshouldn’ttaketoo much effortto discover. The
government took the shuttle out through the sewer
tunnels, and searching down in them might reveal
tracks of the heavy equipment used to transport
something heavy away.

All this is probably going to do is confirm the
heroes’ suspicions that the missing shuttle crash-
landed somewhere and was quickly secreted away. If
anyone has serious contacts in the government they
might be able to get in to get reports on the tests
performed on the shuttle and/or the Beduun bodies,
or perhaps even see the subjects themselves. The
computer on the shuttle will be completely destroyed
by the time the scientists get to it, so whatever knowl-
edge anyone gets from the shuttle or bodies should
not include where the shuttle came from.

Once the investigation slows down or the GM gets
tired of the heroes playing around, the GM should go
ahead and begin the events surrounding the rogue
Beduun “terrorizing” the slums.

& ) AVA A &

Psilent Knights

The Renegade Lost In
The Slums

Around the time the heroes were closing in on
findingRa’stomb,a group of24 Beduunsmanaged to
escape and steal the shuttle scheduled to pick up the
next load of mindless psychics. While the ship was
able to pilot itself to Earth, the Beduuns tried to
override the controls when it came time to land in
order to hide the ship in a concealed spot. The over-
ride resulted ina crash landing, and brought the ship
screaming down into a random spot in the local
metropolis.

Out of the original number of passengers, only
seven survived the crash, and one of those was criti-
callywounded. Theothersixleftthewounded Beduun
to die,and departed the siteas quickly as possible after
setting the ship controls to self-destruct. This would
probably be considered barbaric by Earth standards,
but is perfectly natural to a people who have spent
most of their history running from a much more
advanced, warlike race. The team escaped unnoticed
through the subway tunnels, and left no trail for the
government agents to follow,

The wounded Beduun that was left behind was an
Ops, and she had two unusual powers that kept her
alive. The most obvious of which isavery slow mental
healing that she was able to perform on herself. The
secondisthepower togenerateasmall, concentrated,

Electro-Magnetic-Pulse fromher mind. She used this
second power to slag theshuttle’scomputerand thus
prevent it from self-destructing. However, by the
time she stopped the ship from exploding and healed
herself, her companions were long gone. She still
managed to escape, but because her Mind Link had
been severed with the other Beduuns, she had no way
to communicate with anyone.

This Ops, X’Chin, has spent all her time from that
moment on trying to learn as much Earth culture as
possible, find her teammates, and generally survive
from day to day. In the process, however, she has
attracted quite a bit of attention, enough that the
heroes should eventually hear about her and prob-
ably be able to find her.

One of X’Chin’s biggest problems so far has been
her blindness. Her Radar Sense and Spatial Aware-
ness allow her to move around with ease, but she is
unableto graspconceptslike a writtenlanguage, light
vs. dark, glass windows, etc. She is very skilled with
Stealth, but this blindness combined witha complete
lack of knowledge of Earth culture keep getting her
into trouble. She has been primarily traveling and
hidingin thecity’s sewer systems, buthashad to come
out for food once or twice, and to occasionally cap-
ture a human for study. X’Chin is also very ignorant
of most sounds. Beduuns communicate entirely tele-
pathically, and Psychophants communicateeitherby
speaking in sound waves too high pitched for the
Beduunear,orviadigital radio transmissions.X’Chin
has also fought a number of battles in the vacuum of
space, and has gotten quite used to ignoring any
auditory input entirely. It is through trial and error
that she has learned that screaming humans attract
other humans, that humans see through glass much
better than either her Radar Sense or Spatial Aware-
ness, etc. These errors are probably going to be what
attracts the attention of the heroes.

X’Chin has been seen out of the sewers four times
so far. The first time occurred the night she escaped
from the crashed shuttle. While traveling the sewers,
she sensed the approach of acar, assumed any form of
technology was a Psychophant weapon, and am-
bushed the vehicle. Her attack caused a wreck that
inadvertentlykilled the driver of the car. The passen-
ger survived. When she went to examine the wreck,
she discovered humans had their own technology,
and immediately ran to go back into hiding. The
passenger reported the wreck and the strange half-
naked woman with no eyes to the police, although
only someone with access to police files or who knew
the cop who took the report could retrieve this infor-
mation. Theautopsy of the driver revealed noalcohol
or drugs, but the doctors have listed a “temporary
brain seizure” as what caused the driver to suddenly
swerve for no reason into a telephone pole.

Thesecond and third times X’Chincameout of the
sewers, she came out to gather food and try and
evaluate the extent of human technology and intelli-
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gence. Unfortunately, both her attempts at commu-
nicatingwithhumansviaMind Link failed miserably,
and both times she choose someone’s pet as the food
she gathered. As aresult, several of the locals saw her
carting off an armload of unconscious cats and dogs
into thesewers, and twomore peoplegotareally good
look ather. During her third trip, someone unloaded
apistolatheratcloserangewhileshewasstealing their
pet, and had it not been for her Hex-Mail armor she
very probably would have been killed.

After gaining a healthy respect for human weap-
ons, X’Chin decided she really needed to gain more
knowledge about Earth if she was going to survive.
The last time she left the sewers was to capture a
couple of humans for study. Even though she luckily
choose two drunkbums to capture, this still attracted
quite a bitof attentionin the local homeless commu-
nity.

As aresult of these last three appearances, X’Chin
hasbecome alocal “bogeywoman”around the slums
of the metropolis. Everyone in the area has at least
heard of the eyeless murderer that drags any living
thing it can grab down into the sewers to devour. The
day after the two bums are captured and taken into
the sewers, the story will reach the local news and the
police. This should attract enough attention that the
heroes have a good chance of at leasthearing about it.
If the heroes do nothing, then a SWAT team will
explore the sewers, and all kindsof trouble will follow.

X’Chin will detect the SWAT teamlongbefore they
detecther, although she will nothave figured outhow
to silence or blind either of her two bum captives.
Using her standard tactics, she will use her EMP on
the nearest opponents hoping to short out their
weapons (not knowing there are no electronic parts
in a rifle), and will atleast successfully destroy almost
everything the SWAT team is using for light (al-
though she will not grasp the significance of this right
away). After that she will attack alternating between
her EGO Attack, a bludgeoning attack with her Egan
Staff, and her EMP blast. With rifle shots firing ran-
domlyin the dark, with the bums screamingin terror,
and with an entire SWAT team shouting orders and
beingattacked by aseeminglyinvisible foe, the sewers
should be a chaotic madhouse. X’Chin should be
famous by the time the whole thing is over.

If none of the heroes have interfered, the SWAT
team will have been soundly thrashed and terrified,
X’Chin will have escaped wounded, and the police
will have discovered two living but scared bums tied
to a wall, along with the bones of several dogs, cats,
and rats. While it won’t be really investigated at first,
a number of the SWAT team members who weren’t
clubbed into unconsciousness or hit by friendly fire
will not be sure what hit them. They will all describe
asimilar sudden wracking headache justbefore pass-
ing out, although nobody remembers any sort of
weapon being fired. The sudden failure of electronic
equipment will also be dismissed for some logical

reason (heat, steam, age, etc.), but will also be men-
tioned. At this point, the news should be all over the
state, and the entire city will join in the effort to
capture this “mad eyeless killer.”

Unfortunately for thecity, X’Chin hasspenta good
portion of ber life fighting large numbers of hunters
and hiding in small, complicated catacombs like the
sewers. A SWAT team three times larger than thelast
onewillbeassembled to godowninto thesewersnext,
and the National Guard will alse be called in to help
seal off various escape routes and keep traffic and
innocents away from the battle. The GM should give
the heroes every opportunity to interfere, but if they
still have no desire to, then the GM should go ahead
and just report the action as it occurs.

On an individual basis, X’Chin will be more thana
match for the SWAT tcam members, and she has a
good chance of escaping. If nobody interferes, the
battle will go something like this: The SWAT team
will divide up and enter the sewers from different
partsof the ¢ity, ancl use bloodhounds to converge on
X’Chin. Meanwhile, the National Guard will be drop-
ping grates and obstructions in the sewers to scal off
as many tunnels as possible. They will all be using
maps of the city sewers, high powered weapons, tear
gas,andhuge floodlightstoaidin their search. X’Chin’s
biggest annoyance will be the bloodhounds. She is
very proficient at finding electronic sensors and de-
stroying them with her EMP blast, but she has never
been tracked by an animal before, and will have no
idea how the dogs are following her. Despite this, she
will still be doing rather well with hit-and-run attacks.
She will be unaffected by tear gas, knocking out any
lights she happens to notice, and generally defeating
both human and beast until the amount of random
ordnance being fired blind all through the tunnels
eventually gets her.

This time, the numbers of “headache” victims and
clectronic pieces of equipment failing will be very
obvious. The media will spread rumors of X’Chin
being anything from a mutant, to a magician, to an
alien to explain these strange occurrences,

Afterwards, she will be taken critically wounded to
alocal hospital, where she will be kept separate from
everyone and heavily guarded bylocal police officers.
Police will quickly cover the whole thing up and tell
the press that X’Chin was a drug adclicted maniac.
Dactor’s will have little success cither analyzing
X'Chin’sHex-Mail or healingher,but she will beable
to stabilize her own conditionin a few hours. Within
12 hours, police guards will be replaced by govern-
ment agents (legitimate ones that have nothing to do
wilh Ra), and X’Chin will be whisked off to a govern-
ment laboratory somewhere and never heard (rom
again.

In the cvent that the heroes manage to capture her
duringeither SWAT raid, or steal her from the hospi-
tal, there is a significant amount of information that
can be gained from her. X’Chin will regard any form



of restraint as preparation to drain her mental pow-
ers, and she will resist accordingly. She will also treat
any obvious metallic or clectronic technology as a
weapon (including things like radios and light bulbs)
until proven otherwise, and attempt to destroy it
where appropriate. If she should eventually find her-
self face-to-face with someone who isn’t trying to
restrain her, imprison her, or wave some form of
technology in her face, thereisa strong possibility she
will remain calm and begin to accept attempts at
communication. Note that while she has never used
a spoken language herself, she does suspect that hu-
mans somehow speak using sounds. She is quite
capable of normal hearing, and relatively intelligent,
although there is little chance of her being able to
comimunicate in any way other than mentally any
time soon.

A physical examination will reveal her to be com-
pletely non-human regardlessof her bipedal appear-
ance. Her internal organs are nothing likea humans,
and her brain is structured completely differently
with extra nodes throughout it. She also has no
eyeballs, nor does it look like her eye sockets were ever
equipped to use them. She also has two thumbs
opposite each other on both hands, and she has an
extrabigtoe on her prehensile feet, If extremely high
genetic science is involved, a conspicuous lack of
random variation or error can be detected in her
DNA (because it was monitored and perfected from
conception by a Ladder Walker). Any form of High
Range Radio Hearing hasa chance of discoveringher
natural 360° radar emissions, and if the radar is
somehow jammed or blocked, her Spatial Awarencss
may beidentified as well by trial and error. The Hex-
Mail and Lgan Stafl will also obviously show up as
alien life-forms to any detailed examination.

Any attempt at a psychological examination will
show her to be very bright, cautious, and completely
ignorant of Earth culture. Her senses seem focused
almost entirely on the nodes that create her Radar
Sense and Spatial Awareness, and ghe is not very
sensitive to auditory, olfactory, or taste input. Her
equivalent of vocal cords have never been used, and
she will not register color or writing in any fashion.

The biggest amount of information that can be
gained {rom X'Chin can only be retrieved via some
form of Telepathy, Mind Scan, or the like. She is
rclatively knowledgeable on both Beduun and
Psychophant history. She will be able to tell of her six
surviving partners that escaped with her, although
she does not know where they are. She will be able to
give detailed information on the slave level of the
Psychophantmother ship,aswell as what the daily life
ol slavesipsychic cattle is like. She knows that large
numbers of humans are arriving regularly on the
mother ship, although they have all been mentally
reduced before they arrive. She does not know the
location of the mother ship, however, and as she
never gotalookoutoftheonlywindowof the shuttle,

doesn’t even know she was next to a planet, If she
really theught about it, she could probably correctly
deduce that her six living partners are most likely
searching for some sort of weapon to try and attack
the Psychophant mother ship (which she thinks isan
excellent idea, by the way). She will also correctly
deduce that it is only a matter of time before the
Psychophants find her and the others.

While X'Chinwill be able to relay thisinformation
to anyonc with telepathy, it will be from an almost
comalikestateif the charactershave waited until after
her second encounter with the SWAT teams or have
reduced her tonegative BODY capturingher. Shewill
remain in this state until she can gether BODY back
up to 0, which should take several hours, She will be
in no shape to travel or even be jarred, and anyone
with any paramedic skill should recognize that if she
were to get any worse, human medicine is not going
to help her atall.

Meanwhile, On the Missile
Range...

Halfway across the country, the six remaining
Beduuns are about to attempt to break into the
Pheasant Nuclear Missile Range. The group consists
of one Tel (who is leading the group), one Stick, one
Shield, and three members of a Punch Team.

The Tel has spent many hourspicking the mindsof
any nearby humans in order to learn about their
culture, physiology, and technology. While this has
not been a complete success, he now knows more
abouthumans thanany other Beduuns,and has been
briefing the others whenever he can. The most im-
portant thing he has learned is the existence and
location of nuelear weapons. While the science of the
weapon baffles him, he does understand its destruc-
tive potential should it be properly used against the
Psychophants, As fate would have it, one of the first
people the Tel found was one of the world’s most
renowned physicists, Dr. Robert Sanchez. The Tel
subdued and kidnapped Dr. Sanchez, and has kept
him as a Beduun captive.

‘The group planson stealinga nuclear warhead and
then getting Dr. Sanchez to boost it with enough
power togetit to reach the Psychophant mother ship.
They have managed to learn enough about the de-
fenses of the installation to know exactly where the
defenses start, and have established an underground
hideout just out of range of them. The Tel has been
using his telepathy on cach and every person that has
entered his line of sight, and has gradually heen
picking up on the code system used to protect the
weapon. While no single person on the base has the
codes necessary to armor launch the weapon, the Tel
hasbeen able to gather most of the codesnecessary to
unlock the warhead and steal it without damage
(requiring some form of manual launching proce-
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dure), and he has also acquired all the combinations
to safes containing the technical manuals on the
weapons (although he knows he will not be able to
read them, he believes they will be useful to Dr.
Sanchez if he can get some).

All this would have probably occurred with no-
bodyhearing aboutituntil it was over had it not been
foraroutine security scan froma U.S. reconnaissance
jet. As it turncd out, the Beduuns were spotted by
Infrared Cameras, and a patrol wassentout to run off
what was perceived tobe lost campers. The patrol was
defeated without even knowing where the attacks
were coming from, and the Beduuns haven’t been
spotted since the Tellearned aboutoverheadinfrared
cameras. Unfortunately for the Government, thenews
leaked out, and one ofthe soldiers involved managed
ta describe to a reporter how every member of the
patrol had suddenly suffered a massive headache and
been knocked unconscious at the same time,

While this was ignored by most of the media
(thanks to urgings by the Government), there were
several labloids,onereputable newspaperandacouple
of TV talk-shows that made the connection between
the headaches that had knocked out the military
patrol, and the ones that had taken out all the SWAT
team members a few days earlier. If the heroes have
notbeenable tocommunicatewithX'Chin, then they
should beallowed the appropriate Deduclionrolls (at
+1) to determine the connection as well once they
hear the news. If the heroes have talked to X'Chin,
then they should probably be able to deduce that this
attack was caused by the six remaining Beduuns, and
that they are probably hanging around a nuclear
missile base with the intent to steal or launch one of
the missiles.

[fiheheroesstilldonotsecany reason togooutand
investigate, then any Contacts they have in the upper
levels of the military or the Government (including
D.A.D.1O., ifitisstill operational) shouldprovide the
concern that is being felt for this latest breach of
security. Ifthe heroes have not been able to obtain any
ofthe clues that point to the Pheasant Nuclear Missile
Range, than the GM mightwant to add a report that
the “Eyeless Killer” has escaped and been sighted
about fiftecnmiles southof therange. Thisadditional
sighting is ofa different Beduun (probably the female
Stick or one of the two female members of the Punch
tecam) thatoccurred on their trip up to therange. This
clue shouldbe particularlyobviousiftheheroes know
the current location of X'Chin, and that she has not,
in fact, escaped anyone. The GM isencouraged togive
the heroes every opportunity to learn what they need
to want to go out to the Pheasant Nuclear Missile
Range.

The Beduunshavea very simple plan for capturing
the nuclear warheadl. The Shield will concentrate his
Force Wall on himself (and around the others) in a
large seated sphere that will follow him around, and

keepitonitslowest power until they come under fire.
He will change the shape of the Force Wall whenever
the terrain or construction dictates. The Stick will
attack individual targets of opportunity whenever
possible, guard and escort Dr. Sanchez, and will help
the Shield if the Shield has to go to full Force Walland
4 DCV.ThePunch Team will be the main force of the
attack, concentrating their efforts into various Area
Effect Ego Attacks, with an occasional Power Blast
added in whenever the target has little or no PD to
protectagainstit. The Tel willhave set upa Mind Link
with the entire group, and will be leading and giving
commands throughout the operation. At slow mo-
ments he will stop and use Telepathy on any nearby
soldiers to learn what the defense is doing to stop
them.

At dusk (the Tel will have deduced that somehow
humans are less effective in the “dark”), they will use
the Punch Team’s Area Effect 8d6 Ego Attack on the
Control Tower and each of the Security Towers as
soon as the Tel can determine they just made an
hourly radio check. After they take out the Control
Tower, they will start to move in, taking out any
vehicles (including the Cobra) that approach them,
and then stealing a jeep to speed their attack (al-
though the Stick that is driving will only have a
temporary Familiarity with the vehicle. She will not
attempt to drive faster about 25 MPH). They will also
take out the other Security Towers as the Tel isable to
determine they have made their hourly check. They
will try and avoid a Patrol Control Base and go in
through the Control Tower elevator, which the Tel
will know the code to. They will take the elevator
straight to Level 2, and then try to take out the
armorer before the armorer can open the arms room
(hard to do, since the armorer will open it at the first
instant of an alert). They will fight their way to the
Master Control Room where the Tel will ravage the
safes and get the remaining codes he needs, although
Dr.Sanchezwillhavetobetheonetoreadthem. Then
it is down to access a missile, unlock it from the silo,
and open thesilo top. At this point, halfthe Air Force,
the whole National Guard, and a Ranger Battalion
will be on the way to defend the range, but way before
they arrive the Beduuns will be physically in control
of a multi-megaton hydrogen bomb.

With the Beduuns being able to attack at almost
infinite ranges, and with the Arca Effect Ego Attacks
able to ignore any form of conventional armor or
barrier, the attack should be well under way before
anyreal defense organizes to fight it. The Tel hasbeen
trying to gradually convinced Dr. Sanchez to help
them with a combination of threats, trust, and a
horrifyingly true representation of whatiitis like to be
aslave to a race of mental vampires. The Tel has been
successful enough to keep Dr. Sanchez from perpetu-
ally trying to escape, but the Tel is unsure (even with
Telepathy) whether or notthe Doctor. will actuallygo



through with the plan should they successfully cap-
ture the missile, GMs should give Dr. Sanchez a 13-
chance of going along with the Beduun plan if no
humans are blatantly killed, Otherwise, there is only
an 8- chance, Because the Tel has sensed this, he will
give orders for the attacks to leave the humans alive
wherever possible.

If the heroes arrive during the attack, they will
probably arrive just about the time the heavy weap-
ons are being called in and the Beduuns are either
entering the Control Tower, or attacking a Patrol
Control Base. If the heroes have befriended X’Chin,
she will still probably consider them slightly inferior,
and they will have to do some serious Persuasion,
Oratory, Mind Control, or the like to convince her
that what the 6 other Beduuns are doing is wrong. If
the heroes don’t think its wrong, lets not forget what
the missile would do to the thousands of humans on
that mother ship, assuming it doesn’t prematurely
detonate or anything while still on Earth, Trying to
convince the other six Beduuns that what they are
doing is wrong will be even harder. Persuasion and
Oratory rolls will be at -5, with X’Chin reducing the
penalty to -1 if she truly believes the heroes and tries
to help them. If the heroes do not have X’Chin, they
can still reduce the penalty to -3 or -2 if they are
thinking of workable ways to free the Beduuns and
have a genuine desire to help them when the Tel uses
Telepathy on them., Similarly, attemptsat Mind Con-
trol will begin as “trying to get the target to perform
actions he is violently opposed to doing.” With
X’Chin’s help they are reduced to “trying to get the
target to perform actions he wouldn’t mind doing,”
andiftheheroes are thinking of workablewaysto free
the Beduuns and have a genuinedesire to help them,
then that counts as the order being “worded in an
exceptionally convincing manner.”

The Beduunswill only surrenderifitlooks like they
will all be killed if they don’t. If three or more of the
Beduuns are seriously wounded or worse, the re-
maining Beduuns will retain Mind Link and try to
escape separately into the desert with the intent to
find each other later. If they reach a missile, and Dr.
Sanchez is willing and able to help them, it will take
approximately five minutes for him to reprogram
and boost the missile so it will be able to reach the
mother ship. His Physics roll is 19-, and he will have
a -4 to successfully manually arm and launch the
missile at the proper coordinates. There should be a
separate roll for the reprogramming, the arming, and
thelaunching. Failingany of thoserollswill requirean
extraminute beforeanotherrollcanbe made. The Tel
has a relatively good idea where the mother ship is,
and vaguely remembers the coordinates from the
shuttle’s computers. Anyone caught in the 9" radius
exhaust of the missile (i.e., in the silo or standing near
the top ofit) will take 18d6 normal fire damage when

it launches. If Dr. Sanchez is not willing, the Tel will
try his Persuasion one last time (now at -2), and then
attempt toremove the warhead and escape with itand
the rest of histeam until they can build a new propul-
sion system for it. Removing the warhead will also
take approximately five minutes, although the
Beduuns will have almost no chance of getting it
anywhere with all the forces that are converging on
them.

If the missile somehow gets reprogrammed and
launched, heroes should not despair too quickly. It
will have to coast most of the way to the mother ship,
and even slingshotting off Mars’ gravity well, it will
still take approximately 3 months to reach its target.
All factors considered, there is only a 12- chance the
missile will get close enough to the mother ship to
harm it anyway. Of course, if it does somehow man-
age to get to the mother ship and make the 12- roll, it
will explode within 1-500", destroying the mother
ship.

If any of the Beduuns escape (with or without the
warhead), they will be found again as soon as the
Psychophants come looking for them with their ve-
hicular Psidar. This incident is covered in the next
section. Note that even if the Beduuns are horribly
defeated, the U.S. Government will go to extreme
lenglhs to keep them alive for research and as evi-
dence of extraterrestrial life.

The Pheasant Nuclear
Missile Range

The Pheasant Nuclear Missile Rangeislocatedina
desolatebarren areaaway fromany heavily populated
city. There are no major roads that lead toit, and it is
designed to look as inconspicuous as possible. It is
surrounded by opendryareasdotted with occasional
plateausand mesas. Vegetationand wildlifearesparse,
and most of the nearby towns have a population of
under 8,000 people.

It is manned by approximately 600 soldiers who
rotate in 200 soldier shifts from a near-by Air Force
base every month. Soldiers spend | month living at
the site in underground barracks, 2 months back at
garrison duty at the Air Force base, and then back
again. Security at the range is very high, and at any
time the range can call for air support that stays on
permanent stand-by at the Air Force base.

The range supporls, maintains, and tests eight
thermonuclear Inter Continental Ballistic Missiles of
significant yield. These missiles are some of the most
advanced ICBMs in the United States’ inventory, and
arc easily capable of reaching any point in the world.
They have also been given extended fuel and range so
that they may be programmed to take extremely high
(and therefore difficult to track and attack) trajecto-
rles,
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Surface Level

A) Post Perimeter—This boundary represents the
outermost cdge of the Pheasanl Nuclear Missile
Range, [t consists merely of a 2" tall chain link
fence (DEF 3, BODY 1) topped with barbed wire,
and signs that warn would-be Lrespassers that it is
a [ederal offense to enter this U.S. Government
installation, thatitisafelony todraw, photograph,
sketch ormap thisinstallation, thatbyenteringthe
installation you give consent for the Government
to scarch person and property etc., etc., etc. There
isonly one gate that remains open at all times with
two very large warning signs on either side of it.
Thisgatehasasmalldirtroadleadingfromitto the
main patrof bases.

B) Outer Patrol Area—This area is constantly being
patrolled by 4 military jeeps (as per pg. 195 of
Champions, armed with a .50 Cal HMG) at ran-
dom intervals on random patrol patterns. These
vehicles keep hourly radio checks with their con-
trol base,and rotateinwith fresh patrolsevery four
hours. Each jeep containsa driver, apatrol leader,
a machine-gunner, and an ammunition loader.
Anyone caught in this area will be either escorted
out of the perimeter (if they have a seemingly
legitimate cxcuse) or searched and taken in for
questioning. The patrol leader decides in either
case, Each soldier is equipped with a .45 Auto-
matic pistol.

C) Security Perimeter—This boundary consists of
two 2" tall chain link fences (DEF 3, BODY 1)
about 2" apart. In between them is a barrier of
triple strand concertina wire, This wire acts as a
DEF4,4d6 Entangle (with theadvantage Entangle
and Character Both Take Damage) and a 1 Pip
HKA both with a Centinuous, Uncontrolled, 0
END, Area Effect (Line). The Entangle “attacks”
anyornie entering the area itis in with an OCV of 6,
and the H KAisautomatically applied the segment
the Entangle hits. The HKA can be negated on
segments after the initial Entangle is successful by
a complete lack of movement, or a DEX roll
coupled with slow and cautious movement. In
addition to the normal ways to get out of the
Entangle, a successful DEX roll made at -2 will
work as well, although failing this DEX roll auto-
matically results in another HKA. This fence is
equipped with sensors that detectanything touch-
ing it and send a silent signal (via underground
wire) back to the atrel Control Base. This fence
has an open gate that is constantly guarded by a
fifth jecp patrol team. Each soldier is equipped
with a .45 Automatic pistol.

D) Inner Patrol Area—This area is constantly being
patrolled by 4 M113 APCs (as per pg. 195 of
Champions,includinga .50 Cal HMG) atrandom
intervals on random patro} patterns. These ve-
hicles also keep hourly radio checks with their
conlrol base, and rotate in with fresh patrolsevery
4 hours. There arc the same number of personnel
inthe APCsasin thejeeps. Fachsoldierisequipped
with a .45 Automatic pistol. In addition, thereisa
AH-1 Huey Cobra (again,asperpg. 195),equipped
with IR Vision that patrols the area at night, and
can be called in to patrol the area during the dayin
times of high security. When not on patrol it
remains next to the Control Tower. Note that the
4 hour rotations between the jeeps and APCs are
staggered at 30 minute intervals so that at no time
are there fewer than 7 vehicles out at a time (not
including the fifth guard jeep). No unauthorized
persons are allowed in this perimeter. Anyone
trying to get in will be stopped by whatever force
is necessary (and the leastamount of force neces-
sary), and anyone caught inside will definitely be
arrested under fclony charges, searched, and taken
in for questioning,



E) Security Towers—These towers are occupied by
two soldiers each. Each team is equipped with a
radio, a fullyloaded M60 Machine Gun,and a pair
of sights that give a +3 vs. Range Modifiers and IR
Vision. They also keep hourly radio checks with
the Patrol Control Base. Each soldier is equipped
with an M16A1 Assault Rifle.

F) Missile Silos—These massive ICBM silos are only
visible from the surface by thelarge concrete slabs
that cover them. These slabs are painted to match
the color of the ground (a -1 to Perception rolls, -
2 Range Modifier), and are set on rails so they can
pull back and allow the missiles to fire. They are
DEF 9, BODY 9, and are controlled entirely from
underground. No amount of Security Systems

~gkill- will-open- the-doors from the outside, only_

brute force can. Anyonetryingtoliftor slide offthe
slabsinstead of justbreaking them mustbeableto
break the DEF 8, BODY 7 rails holding them in
place, and be able to push andlift the slab’s25 ton
weight.

G) Patrol Control Bases—These two buildings are

normal brick buildings filled with radios, maps,
vehicle bays, and patrol personnel, Itis from these
that the security of the surface level of the entire
range is monitored. Reports are constantly com-
ing in from all thepatrols, the sensorson the Inner
Security Perimeter fence, and the Control Tower.
These bases have direct lines to the Underground
Complex commander, the commander of the
near-by Air Forcebase, the Master Control Room,
and to each other. There are approximately 20
soldiers ineach of thesebasesatall times, and each
soldier is equipped with a .45 Automatic pistol.

H) Control Tower—This tower overlooks the entire

range, and has a clear line of sight to the Post
Perimeter. There are two soldiers in itarmed with
SAMs(Stingers), M16A1 Assault Rifles,and a 360°
Radar that monitors all movement within and
above the Post Perimeter with a +6 Range Modi-
fier. The Cobra helicopter’s helipad is beside the
tower, and the elevator that leads down into the
Underground Complex requires a code be
punched in to operate. Note that this tower is
topped with small red blinkinglights to keep low
flying aircraft from running into it.




P.N.M.R. Upper
and Middle Levels

Underground Complex

Thefirstlayer of the complex isbuilt intoa hill, and
the remaining layers are all below ground|level. There
are two entrances to the complex, each behind one of
the Patrol Control Bases. Authorized personnel are
known by name, rank, and Social Security Number,
and must have military [Ds and special passes ap-
proved at the Patrol Control Bases to gain access.

The ¢ntire complex has Life Support: Self Con-
tained Breathing and Immunity to High Pressure,
High Radiatien, and Intense Heat/Cold, These pro-
tective mcasures were added to protect the complex
froma possible nuclear strike. Inaddition,afterall the
soil, rock and dirt over it, the complex has walls of
DEF 9, BODY 9. All interior wallsand doorsare DEF
5, BODY 5.

The personncl in the complex not specifically as-
signed to some form of security are usually unarmed
exceptin the case of an alert. If attacked, they have an
orderly, practiced drill for reaching the Arms Room
and arming themselves,

Note that i( a character were to successfully enter
the complex, it might be possible to reach area K via
the various air shafts that lcad down to the Life
Support systems. This would require some way to
figure out how to bestenter a shaft and realize where

it went (N-Ray Vision, a Security System roll, access
to the blueprints of the complex, etc.), and some way
to fitinside the shafts. These shaftsare relatively small
(1 %' X 11£"),and havesmooth sides and several long
vertical drops. They form a veritable maze, and either
some form of guidance, knowledge, or navigation
would be required to successful get to the area at K,
and not theinsideofagiantheater orair purifier or air
conditioner.

A) Entrance—Each of these entrances are concealed
with camouflage nets (-4 to PER Rolls), and are
DEF 16, BODY 17. They can be opened from the
inside with a simple number code, or from the
outside via a magnetic card carried only by the
commander of the three Patrol Control Bases.

B) Barracks—This is where the soldiers who are off
duty stay during their month long tours of duty.
These areas are equipped with showers, recre-
ations areas, etc. Each room is rather crowded,
houging 4-6 soldiersper room. There are separale
rooms for male and female soldiers.

C) Admin Rooms—These rooms are flanked with
the offices ofall the small unit commanders, sup-
ply rooms, training rooms, etc. needed for the
daily administrative needs of the soldiers in the
complex.

D) Security/Elevators—A team of four soldiers
equipped with .45 Automatic pistols stay here in
case of an emergency anywhere and guard the
elevators. The elevators all require a code be
punched in to operate, Only the securily teams
and the soldiersin the Control Tower are autho-
rized to know the codes, which are changed quar-
terly.

E) Master Control Room—Thisroomisin charge
of the two Patrol Contral Bases, and all other
security issues of the range. They prepare security
codes, magnetic cards, 1D badges, and VIP visitor
passes, as well as maintaining the security clear-
ances of everyone at the range. The soldiersin the
room are unarmed. This room also controls the
safes which contain the sealed codes to unlock
warheads for maintenance (although not the ones
to launch or arm the weapons), the codes to the
Arms Room, and the technical manuals on the
missiles themselves. These safes are the ones the
Tel has learned the combinations for.

F) Situation Room—This room contains all the
maps, charts, electronic monitors, Early Warning
Systems, and everything else necessary for watch-
ing a nuclear war. [t also contains a monitoring
station for each missile silo, and for each missile
launching team (which are located in their own
station). From here the command to fire the
missilesisreceived from Higher HQ, verified,and
then sentto themissilelaunchingteams. Note that

the correct codeshave to be sent hereaswell or the
command to fire will be meaningless.



G) Tech Room/Labs—Here any dangerous, delicate,

difficult, or detailed repair work is done on any of
the equipment in the complex except radioactive
material. Computers, computer software, clec-
tronic equipment, missile parts, missile propel-
lant, and security equipment are all checked and
analyzed and repaired here. Most of the personnel
who work here are civilian government employ-
ees.

H) Radioactives Control Area—Any damaged or

defective radioactivematerial is taken to thispoint
and prepared to be shipped off to better facilities.
Thisroomislead lined, and filled with decontami-
nation devices to keep harmful radiation from
leaking out, and sensors to detect any radiation,

I) Arms Room—This room contains 200 Mi6Al

Assault Rifles, 100 Concussion grenades, 10 M60
Machine Guns, and plenty of ammunition. The
armorer ison duty atall times, and isthe only one
who knows the combination to open the arms
vault. This combination is written down and kept
in one of the safes in the Master Control Room.
The door and all the walls of the vault are DEF 12,
BODY 10. The room is also equipped with an
alarm system that will silently sound and alert the
Master Control Room if the proper combination
is not used and/or if a Security System roll (made
at -2) fails.

]) Admin Area—This area contains the offices and

quarters to the commander of the range/complex
and the commander’s staff, as well as the support
facilities needed for them. There is also a signifi-
cant amount of space dedicated to planning pos-
sible wargames, and communicating messages
that are classified specifically for the commander
of the complex.

K) Maintenance Arca—This is the area dedicated to

the servicing of all the major equipment of the
complex. Life Support systems, power generators,
roulinemissileupkeep,and plumbingareall taken
care of through this area, Tunnels lead out from
hereto each missilessilo,and to eachmissile launch-
ing team. There are scveral storage areas for spare
parts and chemical products. There are also six
electronic carts that are used to travel the tunnels
quickly (STR 20, DEF 2, BODY 11, DEX 13, SPD
3,Move20"x2). They travel on electricrails (which
carry an8d6 shock toanyone whoreallywanted to
find it) that run the length of the tunnels.

L) Maintenance Access—This is the area used for all

the routine missile upkeep, Thisis the only way to
physically get to the missiles without going in
through the top of the silo. A code known only to
the maintenance personnel (and kept in the Mas-
ter Control Room)isrequired to open the doorsto
access the missile. There is also a separate code
(known and kept the same) used to unlock the
missile from the silowallsfor maintenance, and to
open the silo doors for maintenance.

M) Missile Fire Station—Theseroomsareadjacentto

cachmissile, and containthecontrols necessaryto
arm and launch each missile. These controls are
separated | %4” apartso that 2 people are required
tooperate them,and areuselesswithout the proper
codes. These codes must come from Higher HQ,
and are kept in a briefcase carried near the Presi-
dentat all times. These rooms can be barred from
the inside, and have DEF 10, BODY 10 walls and
doors.

N) Emergency Team—This room contains

fircfighters, Explosive Ordnance Disposal person-
nel,and Nuclear Biological Chemical teamsall on
call in the event of any type of emergency that
would require their special talents.

P)Access Tunnels—Thesetunnelsareapproximately

2 km long and have electronic rails running down
them for the electronic carts,

P.N.MR.
Lower Level
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AN ANMAANANAA
Choosing Psides

Itis possible that the characters will never have an
oppertunity to communicate with X’Chin, and will
therefore think that the Beduuns are the aliens re-
sponsible for the plot to turn as many humans as
possible into mindless psychics. When the
Psychophants show up, the heroes should have to
decide on their own who the good guys are and who
thebad guysare. GMs should not give the heroesany
unnecessary clues or hints as to who is who, and can
cven go so far as to make the Beduuns seem like the
bad guys if they want.

The Psychophants Attack

After the (inal outcome at the Pheasant Nuclear
Missile Range, a Psychophant Eliminator class ship
will come looking for the escaped Beduuns. If the
players have lost touch with the Beduuns because
they are in prison or a scientific research lab or they
escaped or whatever, this Psychophant ship will alse
be a perfect opportunity for a reunion, because it will
tell the players exactly where the Beduuns are.

The Eliminator will remain radar invisible as it
searches for the Beduuns, and will thusgo unnoticed
by any major air force. In fact, due to the vast range
Psidar can operate from, the ship will probably be
complelely undetected by anyone until it zooms
down into a major metropolis one night right on lop
of the Beduuns.

The Psychophant's mission is to getinand kill the
Beduunsasquickly as possible, withoutattracting the
attention of more than thousand humans or so. One
of the things that will contribute the most to this is
their Snowbird generators they will also activate as
soon as they enter the atmosphere. Unlike the basic
Snowbird gencrators that just jam Telepathy and
Mind Links, these have also been modified to emit
enough electronic interference and X-rays to ruin
most film and temporarily disable video and tape
recorders, The exact stats for this ability are included
in the index with the other Psychophant equipment.

With the Snowbird generator going, the
Psychophants are confident of an easy mission. The
Beduuns will be unable to communicate with each
other and thus will not be able to work together, and
the hull of the ship isimpervious to anynon-military
weapons the humans might be able to throw at it.

Unlike normal doctrine, the Psychophants will not
bother to stun or capture the Beduuns, but will go
straight to their disrupters and Psi-seeking missiles.
They will treat the city as no more than interesting
scenery, and couldn't care less how much damage
they do (o it or its occupants, They will also com-
pletely ignore any and all humans (including heroes
{lying around or jumping off buildings onto the hull
of the ship etc.) until someone proves themselves a

serious threat to the Eliminator. A serious threat
includesactually breaching the hull, getting inside the
ship, damaging any of its internal mechanisms, de-
stroying the Snowbird generator node, or harming
any of the occupants.

Electronic Skill or any appropriate Knowledge
Skills will be able to detect the Snowbird generator
node with only a -1 to the roll (assuming that some-
one is looking for what is causing the Snowbird
effect). Thenode isan [AF, DEF 10,andhasa +2 toits
DCV (usually givingita total DCV of 5). For each hit
the node takes that penetrate its DEF, the Snowbird
gencrator willlose one effect (either the Invisibility to
photography, the Suppress, or the Mental Defense),
and will be destroyed after three hits penctrate its
DEF. The two airlocks have very complicated elee-
tronicsealson them thatrequirea-41o the Lockpicking
Skill Roll (with Electronic Skill acting as a compli-
mentary skill}. The Security Systems Roll required to
disarm the alarm on the airlacks is at a -1 modifier,
although a single failed Security Systems Roll will
resultinanalarm,and thelgck mustbe opened before
the alarm can be disarmed.

There are anly seven Psychophants insicle the ship,
and they are armed only with their natural body
armor and the standard issue disrupter pistol. They
will all remain inside the Bridge unless they detect
someone else in their ship, in which case five of them
willgo to attack theintruder while two remain behind
to fly theship. Inan emergency, the Psychophantscan
set up a Flaming Fence damage shield around the
surface of the ship or around the Bridge of the ship.
While thishasthe sameeffectas the standard Flaming
Fences, the added energy required greatly reduces the
output of the power generators.

These Psychophants are very overconfident when
it comes lo their powers over humans—even
superpowered ones—and will probably not even
really consider retreating until it is too late. Should
they be overwhelmingly successful and meet very
little resistance as they slaughter the Beduuns, they
will stillleavebehind enoughcluesfor theheroes toat
least link them to Ra and figure out how to find them
in space. These clues and the numerous ways the
heroes can find and get to the Psychophant mother
ship are covered in the next section.

Should the Snowbird Generators be damaged or
destrayed, there is always the possibility that the
Beduuns (particularly the Punch Team) can take the
shipoutontheirown. Notethat the Beduunswill very
probably go Enraged as soon as they see the ship,and
will not stop until every Psychophant is dead.



Ways To Discover And Reach
The Mother Ship

There are several ways the heroes can discover and
reach the Psychophant mother ship. The easiestis to
capture the Eliminator class ship in tact and just set
the auto-pilot to take it back to base. If the ship is
damaged, mechanical repairs can be made at the
normalroll, but electronic and power system repairs
will be made at -3 due to the complexity of the
equipment. The ship’s computer has all the data
needed to locate and fly to the mother ship in the
eventanyoftheheroeswant to use theirown mode of
transportation and just need the proper coordinates.
The ship’s computer has a built in language transla-
tor, that will eventually be able to figure out voice
commands in English (or whatever),

Other possible ways to leam the location of the
mothership arethrough the Tel (who notonly knows
thatthe shipisin orbitaround a massivegas giant, but
also remembers most of the coordinates necessary to
plot a course to the mother ship), and through the
random luck of a near-by observatory that had been
watchingJupiter when the Eliminatorlaunched. They
saw a small reflective object come out from behind
Jupiter, and suddenly disappear in a flash of light.
This object was first ignored as a floating piece of ice
or thelike, until it showed up as a giant energy source
on the spectrum analyzer. The GM should allow the
heroes any opportunity to discover this from the
observatory on their own (via Contacts, Favors, etc.),
butiftheheroes don’tthink ofitand they have noway
of getting any information from either the Beduuns
or the Psychophants (i.e., the Eliminator was com-
pletely destroyed or escaped and the Tel is dead or
captured by the Psychophants) then it will be pub-
lished on the news one day as a possible explanation
to the UFO seen by hundreds of people attacking in a
nearby metropolis.

Itis also possible to get the location of the mother
ship through Deduction or through some of the other
Beduuns. Both the Shield and one of the members of
the Punch Team remember “seeing” the planet as
they escaped. They saw it through Spatial Awareness,
however, and it will take some ingenuity for the
heroes to get this information out of them and then
translate it into something someone without Spatial
Awareness can understand. A Deduction roll can
deduce that the Eliminator had to have comefroma
larger ship or base, and that base or ship would have
to be hiding either behind a moon, the sun, a planet,
orinthe asteroid belt to avoid being seen. Inaddition,
theship’sinvisibility to Radarand Sonarcanprobably
be discovered with the same roll, even if no Radar or
Sonar equipment was used by the heroes. This will be
obvious because of the lack of action from the local
airports and by the Air Force. Another Deductionroll

at-3 (with Astronomyand/or Physicsused ascompli-
mentary skills) can be used to figure out that the two
most advantageous orbital positions would be be-
hind the sun or Jupiter because their natural radiation
emissions would mask any strange energy activity by
a large ship or base. The successful roll will also
deduce that the mostadvantageous planet toland on
(as opposed to orbiting) or have a base on, would be
Venus if the ship/base could handle the incredibly
harsh conditions on the planet. Venus has a hard
surface masked by a perpetual electronic storm and
cloud cover, and would hide a base from observation
better than any other rock-like planet. Narrowing it
down to these three choices, the heroes at least have
something to go on, and will probably know to come
up with something other than Radar to try and locate
the ship/base.

Well, now that the heroes know where to look,
whatif theydon’t own their own FTL ship and didn’t
capture the Psychophant Eliminator? They probably
can’tafford thebus fare to Jupiter. Fortunately for the
heroes, there are several other parties who have been
tracking all this chaos as well.

The first option is for the GM to allow the charac-
ters every opportunity to collect in on any Perks that
might come in handy. Naturally, there is always the
possibility that the heroes won’t have any Contacts
with anyone with a FTL ship, the money to buy/rent/
invent one, or any Favors that might help. This brings
us to option two.

Regardless of how the heroes have handled the
scenarios thus far, the U.S. Government will have
noticed a few things. They have pictures of something
being launched outinto space without alerting any of
the Early Warning Systems on the planet. IfRa’stomb
was discovered than the government will have gone
over it with a fine tooth comb. The Dominae and all
of Ra’s activities as Mr. Raymond will have probably
beeninvestigatedaswell, along with theSuper Camps.
The thing that will really set off activity at NASA and
the Pentagon will be the discovery of the stolen
Psychophant shuttle that the Beduuns crashed into
the slums of the local metropolis. They will have the
bodies of 17 dead Beduuns, and significant amounts
of the wreckage.
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From thisevidencetheyhavediscovered twothings.
Thefirstisthat thereareindeedalien life-formsin this
universe, and the second is the existence of FTL
propulsion drives. While they have not been able to
reproduce the one key element to the drive or figure
out exactly how it works, they have been able to
recover and repair the one they salvaged from the
wreckage. With this they have hurriedly constructed
an experimental vehicle capable of limited FTL travel
and named it the U.S.S. Prometheus.

"Theyhave theirown pilots for the vehicle, although
the computer software written to run the FTL driveis
highly questionable. NASA is not sure where the
Beduunsarecomingfrom,andtheydesperatelywant
spmeoneon themaiden voyagewhoknowswhat they
are doing. GMs should use any excusc they can find
for the government to choose the heroes for this
mission into space. NASA and everyone up to and
including the President are willing to back up the
authenticity of this vehicle and its mission. NASA is
evenwilling tolet the heroes goaloneif they can show
the possible danger of the operation. This shouldn't
be too hard after the Psychophant Eliminator comes
ripping down into a major metropolis. If the heroes
are deficient in any important Science Skills like
Electronics, Combat Pilot, or Computer Program-
ming, than NASA will provide the necessary astro-
nauts (up to a maximum of four) for the trip. These
astronauts will be essentially normals with whatever
skills the GMs and/or NASA deem the characterswill
need.

A PSI FOR A PS

Mother Ship Layout

The mother ship isone of the greatest accomplish-
ments of the Psychophant race. The exact number of
them in existenceis unknown, although it is believed
that the entire homeworld of Psychophants took off
to the starsin them thousands of years ago. The exact
stats for this mother ship are given with the other
vehicles provided with this scenario.

The mother ship appears as a giant metallic pyra-
mid with its point made of dark opaque glass. The
main electronic systems of the ship and bridge are
kept behind this plass, and the active sensors and
Psidar appear from the outside of the ship as a glow-
ing red sphere in the middle of the glass at the
pyramid’s point.

The base of the ship is 8 kilometers long, and the
entire thing has a carrying capacity of over 100 billion
tons. It has been structurally reinforced for combat,
anditshullis virtuallyimpenetrable to anything short
of a nuclear weapon or advanced technology. In

addition, its defense is complimented by an energy
shield that protects the hull from Penetrating or
Armor Piercing attacks. This shield is normally kept
down unless there is an imminent threat or the ship
is actually under attack.

Note that the ship has numerous back-up auto-
matic sealing systems to protect the ship from losing
its Life Support through any hull breaches. This Life
Supportdoesnotprotectanyone inside the ship from
hazards inside the ship, only from Radiation/Heat/
Cold/Vacuum etc. from outside the ship. This Life
Support can be turned off for entire levels, but this
requires either a code known only to Lam-Par, or
permission from B..G.M.O.M.A. There are manual
overrides to prevent such a thing which also require
complicated codes or permission from
B.L.GM.O.M.A.

The ship was built primarily for interstellar travel,
and as such can only travel at speeds of 25" in combat
(2400MPH non-combat), and even then itisincred-
ibly unwieldy and slow to tumn. Its primary mode of
travel is its hyper-drive, capable of instantaneous
movement of 32 times the speed of light.

The ship’s sensors are capable of IR, UV, and X-
Ray scanning, as well as Radar, detecting and analyz-
inglife forms,and high range radio, and TV transmis-
sion and receiving. All of these effects have a range of
up to 1 Light Year with no penalty. In addition, the
ship’s Psidar has a range 0f 1,300 Light Years with no
penalty.

The ship is equipped with 2 main types of arma-
ments, located up the top of the pyramid above the
sensorsand the bottom four cornersof the ship. The
first is a battery of eight Mega-Disruplers capable of
firing in a complete arc around the mother ship.
While the generator and primary system for the
Mega-Disruptersislocatedat the top of the ship, ithas
the capability to funnel thisenergy out from anyof'the
ship’s corners. The second weapon is the ship’s trac-
tor beam, capable of holding 25,000 tons or a 23"
radius area as far away as 11 miles (with no penalty).
While this tractor beam is primarily used to guide
ships into its bays, it makes quite the devastating
weapon as well.

Because of the massivessizeof themother ship, only
a general description of the various areas is given.
GMs maydetail the smaller scale aspects of the ship as
they see fit. Unless otherwise specified, the outer hull
should be considered to have a uniform DEF of 25,
andallinner hulls, walls, and doors, shouldbe consid-
ered to have a DEF of 10. Also, if nothing is specified,
GM s should add 2 DEF to anything when determin-
ing DEF and BODY based on the Object List on pg,
177 of Champions (for cxample, any random un-
specified Heavy Machinery found in the mother ship
would be DEF 11, BODY 8).



Within the ship there are a plethora of Snowbird
Gencratorsand Flaming Fences. Rather than describe
the exact positioning of each, their rough location is
given by symbol coding on the mother ship map
layout. They are assumed te be on at all times unless
otherwise specified.

The ship also has a number of tractor-ways for
mass transit. They are identified with lights on walls
or floors, and are run by 20' tall electronic cigar
shaped generators. They are powered by the main
power core, and each is equipped with its own mini-
computer. The computers canonly hear in the ultra-
sonic wavelengths (since that is what Psychophants
speak in) and Beduuns and humans are either forced
towalk, or must wait fora Psychophantescort (unless
they can learn the Psychophant language and figure
out a way to transmit it in ultrasonic wavelengths).
Thisgreatlyhindersmovementbynon-Psychophants,
since there are very few emergency ladders and eleva-
tors,and most of those are notin the best repair. GMs
should keep this in mind when dealing with the
massivescale of the mother ship, Eachlevelisactually
about 1% to 2 kilometers thick, with numerous sub-
levels within it. The floor of each levelis usually only
traveled by slaves, with the “skies” being filled with
traveling Psychophants.

The mother ship is entirely too massive to land on
the surface of a planet. Even with its reinforced struc-
ture it would crush itsell under its own weight if it
entered a planet's gravity well. Every hour the mother
ship spends within a planets gravity well below orbit,
it will take significant damage and fall completely
apart in a little over six days.

Level 1: Lower Engineering Level

This level is rarelyvisited by anyone other than old
slaves, people being punished, or technicians. A big
reason for this is that it generally isn't safe. There are
numerous tiny radiation, steam, and chemical leaks
thatmake it both an undesirable and hazardous place
to be in. Slaves often are restricted to 1 hour work
shifts on thislevel, and even then they tend to have a
low success rate for making it through the shift. For
every five minutes spent on this level, makea roll to
see if any hazardous effects have hit any of the heroes.
There is an 11- chance for a hazardous effect under
normal conditions, 14- if the hero is in combat or
being extraordinarily reckless, and an 8- if the hero is
moving slowly (¥ normal movement or less) and
actively searching for such hazards, If a hazard does
occur, it may be blatantly obvious (a sudden blast of
steam or a sudden whiff of chemical fumes), or the
heroes may be completely unaware it occurred (a
radiation leak). In either case, hazards that do occur
will occur at random times over the five minute
period, and rarely at the same time for 2 different
characters. Note that most of these effects can be
negated with the proper protective gear.

A) Primary Power Plant—This power plant utilizes
Matter/Anti-Matter reactions to provide all the
energy the ship needs. Thisis the OAF for the first
70 END Battery and 70 REC in theship’sstats. The
main power core extends all the way up to the top
of the ship, and a great deal of its power output
goes to the computer, the Psidar, the Flaming
Fences, the Snowbird Generators, the tractor-
ways, and the hyper-drive (although in game
mechanics, these are all 0 END, this explains why
such a massive engine only produces 70 REC of
extrapower). Thisareaconsistsof 4 layers starting
from the outer edge to the inner core. The outer
layer (layer 1) consists of break areas, guard
checkposts, meeting and planning rooms, per-
sonallockers, andprotectivesuit (see Special Equip-
ment) storage areas. The next layer (layer 2) con-
tains all the monitoring stations, work areas, and
technical areas necessary to run the power plant.
The next area (layer 3) contains all the equipment
that cools, fuels, and directly interfaces with the
power plant. Finally, theinner-mostlayer (layer 4)
contains the actual Matter/Anti-Matter reactor,
power transformers, and power core, This power
planthas naturally been thetarget of many Beduun
attacks over the eons, and as such is has been
reinforced and armored against attacks. The 2
inner-most layers are both composed of DEF 20
walls and vault doors that can only be opened
either by a time lock based on predetermined
annual maintenance shut-downs, or during a se-
rious malfunction determined by the ships Al
computer, the Binary Interface Gigabyte Multi
Organizational Matrix Autonomatron
(BL.G.M.OM.A.). B.LGM.OM.A. is capable of
running the entire power plant by itself, although
this ties up most of its attention to do so, so it is
onlydonein extreme emergencies, Anyone some-
howenteringlayer 3will besubjected toa continu-
ous 2d6 NND attack (Defense is Life Support vs,
Radiation) and a 1d6K Penetrating energy attack
every phase. Anyone entering the aclual reactor is
in for a great deal of pain (and anyone with an
intelligence above 3 should be able to deduce this
without a roll), and will take a continuous 6dé
NND attack (Defense is Life Support vs. Radia-
tion) a 3d6K Penetrating energy attack, and a
18d6N energy attack every phase. Attacks thatare
somehowfired frominside thereactorwill only go
against DEF 10 instead of the usual 20. Shutting
the plantdown from thecontrol panel canbedone
with the appropriate Knowledge or Science skill
roll at -4 (due to the complexity of the alien
technology) in twenty minutes. If the plantis shut
down, the back-up fusion generators will auto-
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matically start up, and it will only take
3.L.G.M.O.M.A. fiveminutes to get the plantback
onlineagain (assumingthe computer s still func-
tioning). The plant cannot be programmed to
explode from the control panel, but excessive
damageto thereactor hasa chanceofaccomplish-
ing the same. Piercing the DEF of the cores ar-
mored walls will create a continuous 5d6 NND
attack (Defense is Life Support vs. Radiation) a
2d6K Penetrating cnergy attack, and a 14d6N
energy attack (reduced by range for 14d6N only)
in a 20" cone out from the hole every phase. In
addition, each individual attack that does more
than 5 BODY to the inside of the reactor, or every
amount of 15 points of cumulative BODY to the
inside of the reactor will allow aroll toseewhat the
effect is on the reactor. There is an 11- chance for
thereactortogo to minimumpower (stoppingthe
70 REC), an 8- chance for the reactor to begin a
gradual automatic shut down (thus forcing the
switch to awdliary power) that will take approxi-
mately fifteen minutes, and a 6- chance that a
chain reaction will begin. There is only one roll

made per attack that does more than 5 BODY, or
for every cumulative 15 BODY, and it will either
have no effect, switch it to minimum power, shut
off the reactor, or start a chain reaction. Once the
shut down begins, a chain reaction is impossible
without restarting the reactor, and once a chain
reaction begins, it is difficult to stop or shut the
reactor down. Only the Science Skill Nuclear Phys-
ics(orsomething veryclose, normal Physics would
beat -2) can be used to try to stop a chain reaction
from either the conirol panels or the computer.
The first hour, there is a -2 to a Nuclear Physics
rol}, and a 6- chance the reactor will explode. 5
minutes later there is a -3 to the roll, and a 7-
chance the reactor will explode, a minute later,
thereisa-4 to therolland an 8- chance thereactor
will explode. The next tum thereis a -5 to the roll
and a 9- chance the reactor will explode. Every
Phase 12 after that, there is an 11- chance the
reactor will explode, and any attempts at stopping
will be at -6. In the event the ship does explode,
GMscan just assume that the ship and everything
in it is destroyed. Note thatif B.l.G.M.O.M.A. is
operational, it shouldn’t have too much trouble
stopping the chain reaction within the firsthour.

B) Hyper Drive—Thereare four main engines onthis

level that create the ships FTL drive. Like the main
Power Plant, these engines are armored with a
DEF 20, and sealed except for time locks and an
override from B.LG.M.O.M.A. for repairs and
maintenance. When not in use, these engines arc
basically giant electronic gizmos that do nothing.
Only by trying something like cutting a power
cable by hand could result in a hero taking any
damage from them (9d6 if hero is insulated, 14d6
ifheroispoorly grounded, and 5d6K if the herois
well grounded). The Hyper Drive is much more
fragile than the Power Plant, and it will only take
10 BODY to cause a minor malfunction in one of
the engines. Thisdamage can easily be repaired by
either a team of technicians ot B.1.G.M.O.M.A.in
approximately five minutes. 50 BODY or more
will cause a serious malfunction that will require
over an hour to repair. In the event the engine is
running while attacked, the electronic damage
mentioned abovewill occur toanyone who comes
into physical contact with anything beyond the
engine’s DEF. If one of these engines is damaged,
the ship will only be able to move at sixteen times
the speed of light. If two are damaged the maxi-
mum speed will be eight times the speed of light,
and if three are damaged the maximum speed will
be four times the speed of light. Naturallyifall four
are damaged than the ship will not be able to use
FTL travel at all. Note thatthere are no controls or
monitoring stalions for these engines at this level
(they are all up one level).



C) Fusion Engines—These are the basic propulsion

systems for the mother ship used entirely for in-
system and minor maneuvering. They are based
on a crude controlled fusion reaction, and are
extremely sturdy and simple in design. They re-
quire Hydrogen to operate, and there are numer-
ous fuel tanks in this section just for them. There
arefourlarge main thrust engines,and eight smaller
engines used for turning. These engines have the
DEF 20 armor as well, and are virtually impossible
to harm. 50 BODY is required for a minor mal-
function (five minutes to repair) and 100 or more
BODY is required for a serious malfunction (1
hour to repair). The control panels and monitor-
ing stations for these engines are located in the
Upper Engineering Section. There is no way for
heroes to harm themselves on these engines while
they are not in use. When in use, any penetration
of the armor will create similar to penetrating the
core of the Primary Power Plant.

D) Fuel Tanks—These massive containers scoop up

random Hydrogen from outer space and store it
for fuel for the Fusion Engines. The Hydrogen is
kept in liquid form (i.e., super cold) and stored in
thousands of small little packets within the large
containers. The containers are only DEF 12, but
numerous chemicals mixed in with the Hydrogen
make the packets self sealing and non-volatile.
These packets are capable of sealing any hole that
is less than 5 BODY wide, although 15 BODY will
completely shatter one. Standing next to a packet
as it is shattered will result in the character being
covered in liquid Hydrogen. This will do 16d6N
damage (no KB) with a DEF 4, 4d6 Entangle
attack, Destroying all the fuel tanks will naturally
negate the ships normal flight until repairs can be
completed in 1d6 months.

E) Engineering Corridors—These open spaces are

constantlybeingtraveled byslaveclean-up groups,
Commando patrols, and maintenance teams.
While there is almost always some constant traffic
in these corridors, they are never very crowded.

Level 2: Upper Engineering Level

F) Life Support System—These massive machines

control the air quality, temperature, water treat-
ment, and waste disposal for the ship. They are
primarily automated, although there are always
teamns of maintenance personneland slaves clean-
ing them and making routine adjustments. These
machines are armored with DEF 15, and are filled
withnumerousredundantsystems thatmakethem
difficult to damage.

G) Auxiliary Power Reactors—Unlike the primary

Power Plant, these reactors are powered by fusion.
They provide the second 70 END Battery and 70
REC,and are fueled by Hydrogen. If the fuel tanks
have been somehow destroyed, these reactors will

only be able to use the END Battery until it runs
outandnotthe REC. Thesereactorshave the same
DEF 20 armor, and are equally hard to harm.
These, however, can be accessed by a complicated
code, and do not require a specific time or permis-
sion from B.1.G.M.O.M.A. to enter and get passed
the DEF 20 armor. This cannot be done while the
reactors are in use, however. The reactors cannot
be set to explode or start a chain reaction, and will
only go to minimum power after 50 BODY (i.e.,
running the ship but no END Battery or REC),
and then will shut abruptly. off at 100 BODY. 50
BODY requires fifteen minutes to repair, and 100
or more BODY requires two hours to repair.
There is no way for hero to harm themselves on
these reactors while they are not in use. When in
use, any penetration of the armor will create simi-
lar to penetrating the core of the Primary Power
Plant. Thesereactorsare surrounded by a layer of
monitoring stations, control centers, and mainte-
nance accessways. These reactors are usually not
inuse to ensure proper maintenance and plenty of
fuel for when itis needed.

H) Fusion Engine Monitoring Stations—These sta-

tions are located directly above the 4 main Fusion
(normal Flight) Engines described in C) above.
Fromhererepairsandadjustmentscanbemadeto
the engines, and any malfunctions and damage
can be detected and analyzed. These monitoring
stations are DEF 12, and can only access the en-
gines through the floor and into the engines’ very
top. Each ofthese stations has the ability to manu-
ally override the engines and turn them off in an
emergency. B.I.G.M.O.M.A. can override theover-
ride, although this takes atleastfive minutes todo,
andisusually onlydoneby command of Lam-Par.
Characters would need either Nuclear Physics,
Deduction, Luck (and abunchofit), orComputer
Programming to shut off one of the engines from
a monitor station. This would require at least five
minutes, and there couldn’t be anyone else who
knew what they were doing in the monitor station
tobypass their commands. The roll would need to
be madeat -4 (or 3 sixes of Luck rolled), and there
could only be one roll made every five minutes.
Once successful, a hero could attempt the same in
the other monitoring stations at only -2 (or re-
quiring 2 sixes of Luck) every minute, although
this would be as low as the modifier would go
without some classes or Eidetic Memory.

I) Hyper Drive Monitoring Stations—These stations

are almost identical to the Fusion Engine Stations
described above, except they monitor and are
directly over the Hyper Drive engines. These are
DEF 15, and override attempts take ten minutes
with a -5 to theroll (or 4 sixes ofluck). Successive
attempts after the first success take five minutes
with a -4 to the roll (or 3 sixes of luck).
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J) Lower Security Stations—These are the secondary
stations for the mother ship. They contain mostly
new or substandard security members. Their pri-
mary duties are patrolling the engineering levels,
and basically all the dirty work the main security
stations don’t want to do. They are the first to be
called out forroutinesearches, guard duty, and the
upkeep of security equipmentlike Flaming Fences
and Snowbird Generators. They also have the
dubious honor of being the ones in charge of
findinglost Fence Keys. The Security Stations are
all made of DEF 15 armor.

K) Military Barracks/Training Area—This is where
all Psychophants train during the early parts of
their lives between childhood schoolingand regu-
lar jobs. Often their military success will deter-
mine their successin their future rather than their
standard education. Thisareais filled halfway with
new trainees, and halfway with the standing force
of commandos. This area also contains target
ranges, indoor obstacle courses, and flight simula-
tors to train pilots. The most complimentary (and
honorable) death sentence a Beduun can be given
is to be sent here to be hunted down and killed in
an indoor obstacle course.

L) Factory Work/Quarters—This is where the crimi-

nal orotherwisesociallyundesirable Psychophants
are sent to live and work. Their quarters are rela-
tively nice albeit smaller than a normal
Psychophant’s,and generally the Psychophantsin
thisareaarekeptrelatively content. Theyarerarely
letoff thelevel, and are given minimal numbers of
slaves for mental energy, but they are also free
from many of the other restrictions of the upper
levelsof Psychophantsociety. Theylivenear where
they work, and basically perform all the produc-
tion and construction too important to trust with
slaves, but generally too much work for the aver-
age Psychophant. This level primarily produces
weapons, ships, and other military equipment.

Level 3: Slave & Research Level
M) Upper Security Stations—These are the senior

security stations for the mother ship. They are in
charge of the overall security of the entire ship.
They are particularly good at clandestine surveil-
lance, treachery, and other forms of graft. They
hide slaves and use them for secret deals and
trades, they spy on other Psychophants, they are
constantly trying to transform Beduuns and hu-
mansinto “moles” to spy on the slave population,
and they occasionally even keep the peace in the
ship when they have a free minute or two. They
take care of any slave problems that the lower
security levels can’t handle, and primarily patrol
and guard the upper levels of the pyramid.

N) Slave quarters—These quarters are essentially in

the form of four small prison cities. Slaves are
given what they need to stay alive and work, and
little else. They are usually sent here to recuperate
drained mental powers, and as soon as they have
regained them, they are sent to a Psychophant to
be drained again. They are constantly cataloged
and checked via Psidar for psychic potential, and
theyare constantlybeingsent offtobe drained and
then coming back again. Communication be-
tween the four quartersis forbidden, and they are
keptseparatewhenever possible. Theyarewatched
constantly by the various security stations, and
punished quickly and harshly (although rarely
enough to impede their mental powers) for any
transgression. Every so often one of the four quar-
ters are emptied and searched from top to bottom
for contraband and hidden newborn children
(particularly Doormen). Humans (mindless
psychics) have currentlybeen segregated from the
restof the slaves until the Psychophantscan finda
way to keep them from casually ignoring their
Flaming Fences. They are kept in groups in pens
behind several layers of physical barriers. There
are numerous gates, grates, locks, and emergency
walls throughout the four quarters that can be



operated from the security stations to trap and
separate potentially troublesome slaves or groups
of slaves. The slave quarters are made out of DEF
15 armored walls, and all the slaves’ health and
food needs are handled through automatic de-
vices. Also within the quarters are numerous work
stations where slaves are expected to make them-
selves useful while recuperating their mental pow-
ers. Theyare usually only given simple, disgusting,
or the most basic of tasks to do, but are severely
punished if they do any of them below standards.

O) Labs/Research Facilities—-These are the brain

centers for Psychophant technology. There are
state-of-the-art labs here for Genetics, Physics,
Biology, Chemistry, Botany, Zoology, Metallurgy,
and Archaeology, as well as an extensive Comput-
erized Library for general use. The only entrances
to these labs are at the very top of the level next to
the ceiling, so that there is still easy access to
Beduun “experimental volunteers” while being
outofrangeofanypossible Beduun uprisings. The
entrances are guarded but generally keptopendue
to their extreme height. The outer walls of this
science center are DEF 20, although the floors,
ceilings, and innerwallsareall the normal DEF 10.
These labs are constantly filled with new genetic
experiments, weapons testing, and biological re-
search. There are commandos here for security,
although most of the scientists do not carry weap-
ons, The experiments that go on with Beduunsare
conducted with as much dignity as a high school
freshman biology class would treat a frog, al-
though the Psychophant scientists are very intent
on the success of whatever experiment they hap-
pen to be working on. With the arrival of humans
to the mother ship, a new branch of experiments
has started, and any non-Psychophantenteringto
see any of them has a good chance of becoming
either violently ill or mildly insane.

Level 4: Shuttle Bay

P) Runways/Ship storage—Arranged in nice groups

of straight lines are all the smaller ships of these
Psychophants. There are over 100 Shuttles, 30
Eliminators, and 70 Hunters collected in this mas-
sive shuttle bay, Some are being used for training,
some are being repaired, and some are being
refitted or altered. There are multiple layers of

runways above and below one another through-
out this area to give the starcraft plenty of room to
take off and land and practice and maneuver.

Q) Shuttle Doors—These massive doors run the

entire height of this level (making them 1 ¥
Kilometers long) and are usually kept open. They
open in to the ship and have no working parts
outside of it. When open, a transparent force
barrier keeps the Life Support in, while still allow-
ing ships to fly in and out (assuming they have
enough speed built up). This force barrier has a
DEF 8 and BODY 0, easily allowing ships to burst
through while keeping the atmosphere in. Pilots
unaccustomed to suddenly going from an atmo-
sphere to a vacuum and vica versa should make a
Combat Pilot skill roll at -1 the first time they try
it to keep from losing control of their ship. When
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open, these doors also give a beautiful view of the
cosmos (or Jupiter) from the inside, and a com-
pletelook at the shuttlebay from the outside. The
doors take a full tum to close. When closed, doors
ofthesamematerialasthe ships’ outerhull seal the
shuttle bay off from space. From the inside these
are obviously gigantic silver doors, from the out-
sidethesedoorsmatchexactly theouterhull of the
ship. The force barrier cannot be turned off (ex-
ceptby B.LG.M.O.M.A.) if there is any power left
in the ship, and should they somehow fail, the
metal bay doors are designed to shut automati-
callyinonly6 segments. Noteven B.1.G.M.O.M.A.
can prevent this safety feature, asitis based on the
vacuum of space pulling the doors closed. Once
this emergency sealing is activated, however, the
doors will have to be hand-cranked open, requir-
ing several hours to repair. In the 6 segments
before thedoorscould close, the explosive decom-
pression would be devastating to the Shuttle Bay
and the entire level, Anything not protected by
beingin one of the structuresin the level would be
definitely damaged and probably destroyed. Life
Support would only help a little, as most of the
damage would come from theinstantaneoushur-
ricane winds that occur with the sudden decom-
pression. Anyone caught out in the open will take
16d6 Normal damage from being slammed
around, and will be sucked outinto space if they

are within 3 hexes (360") of any of the doors.
Individuals can reduce this damage to 8d6 il they
can hold on to some stationary object, although
this will require making a STR roll vs, a STR of 70.
Ships will take 5d6K damage, and have an 11-
chance of being upside-down when the whole
thing is over.

R) Control Tower—This tower not only controls all
the traffic in and out of the shuttle bay, but all the
maintenance, arming, and fueling of the ships in
thebay as well. Pilotsand traffic controllers usually
have their quarters in this tower, along with all the
equipment needed to run the bay. This tower has
normalinner walls and floors and ceilings, but the
outer wall is DEF 15 to protect it against crash
landings and other accidents. Entrance into the
tower can be attained from any height with a
simple codeor visual recognition. From thistower,
all the Shuttle Doors can be opened or closed,
communication can be established withany ofthe
ships,and themother ships’ Radar sensorsextend
down for the controllers’ use. A hero trying to
open or close a shuttle door would have to use
Computer Programming, Deduction, or Luck,
and would have a modifier of -2 to the roll (or
would need 2 sixes of Luck) until the first success,
and then would have a normal roll from then on
(needingonly1 sixof Luck). Note that builtin fail-
safes make it impossible (except for
B.I.G.M.0O.M.A.) toshutoff the force barriers that
keep thebaydoorssealed from thevacuum aslong
as there is any power in either of the ship’s power
plants. It is standard practice to shut the metal
shuttle doors whenever the main power plant
shuts down (for whatever reason) and the auxil-
iary power plant starts up.

S) Auxiliary Life Support System—Thisisidentical to
the Life Support System described in F in every
way, except that it is usually kept turned off. Itis
primarily geared towards providing Life Support
to the levels above it.

T) Maintenance Bay—This area is where ships are
given repairs, refits, and alterations that require
more than routine equipment. These bays are
capable of completely taking a ship apart and
rebuilding it, and in times of extreme need they
begin manufacturing new ships. These mainte-
nance bays also contain teams designated to ex-
amine and dissect new technology (alien ships,
satellites, etc.), as well as to field test any new
experimental weapons or equipment provided by
the labs in the level below. All maintenance per-
sonnel and their families live in these areas as well,

U) Cargo Hold—Everything not needed for everyday
use that the Psychophants collect is kept in these
massive storage areas. Beduun Egan Staves, raw
minerals, spare parts, emergency foodstuffs, extra
protective suits, etc, are all kept in these holds.



They are divided up into complicated mazes of
shelves and compartments, and each section has
complete live-in teams designated to inventory,
organize,collectanddistribute whateverand when-
ever possible. The records of what is actually in
these holds are so confusing that there could
literally be anything stored there without anyone
really knowing it (including B.1.G.M.O.M.A.) ex-
cept the live-in supply team for their own little
area. Anincredibly complicated black market sys-
tem has developed within the Cargo Hold Com-
munity, and tradeofall sorts isconstantly happen-
ing without anyone ever recally knowing any bet-
ter.

Levels 5 & 6: The Psychophant Arcology

The upper levels are relatively low security areas
compared to the lower levels, Their main defense is
the ability to almest completely seal off level 5 from
level 4 witha DEF20barrier. Withthisfloor sealedoff,
the only ways into the upper levels are through the
main power core, the auxiliary power cores, or up
through the Life Support Systems.

V) Arcologies—Each of these areas is a completely
self-sustaining city. They have a service sector, an
industrial sector, local laws and regulations, etc.
Each of thesecities is designed to maximize space
while preserving the illusion of open areas, and
they are constantly being improved and re-de-
signed for better efficiency. While these cities may
appear small at first, keepin mind that theyare two
kilometers high as well, and packed from floor to
ceiling. These cities are quite advanced techno-
logically, and are amazingly beautiful to look at.

W) Park—These two parks are the only real natural
habitats any of the Psychophants have ever seen.
Theyare provided with the perfectamount of UV
radiation, moisture, and temperature to keep the
plants thriving, and itis a capital offense to harm,
change, or defaceeither park inanyway. One park
consists of a spiraling maze of foliage growing off
hanging platforms that literally fill every possible
visual vantage point with a sea of organic colors
and plant life from over fifteen different solar
systems (including some new additions from
Earth). The other park has a small rock
mountaintop jutling boldly out from the middle
ofil, with a small lake on its side. It gives more the
look of amassive forest thana giant terrarium,and
there is even a small artificial night and day sky
hologram constantly changing above it.

X) Capitol—This is the scat of government far the
entire mother ship. All the records, documents,
administrative data, and bureaucratic garbage
necessary to effectively run such a massive popu-
lation reside in this building. It contains officials
from each arcology, the control tower, the Cargo
Hold community, the maintenance units, the sci-

entific center, the security stations, the engineer-
ing sections, the factory workers, and the military.
All conduct business here, and all have their own
leaders and representatives and staff officers and
diplomats etc,, cte. Presiding over all of them is
Lam-Parandhisstaff,and hisrule isabsolute. The
Capitol has several areas with restricted access,
and every area is identified with its own particular
symbol and flag, and the different arcas require a
brainwave scan to pass. As a general rule, each
section has its area restricted to all the other sec-
tionsexcept for the ruling government overit. The
Capitol has its own barracks for the elite guards
that patrol it, as well as its own private security
station.

Y) Museum—Everybitofhistory of every system this

Psychophant mother ship has been through that
could be collected is displayed within thism assive
museum. Artifacts from ancient Psychophantand
Beduun history line the walls, as well as a few lost
Earth treasures, and thousands of unidentifiable
artifacts from other lost cultures and planets. The
entire history of the Psychophant race is depicted
here, as well as a detailed account of the
Psychophant/Beduun war and all the other races
that have fallen before the Psychophant war ma-
chine. There are Egan Staves, Memory Spheres,
suils of Hex-Mail armor, stuffed Beduun ‘heroes’
and human mindless psychics, a few random
satellites taken from Earth’s orbit, the American
Flag from the moon along with the rock it was
stuck in, etc. etc.

Z) Zoo—Every life form from the Psychophant home

planct hasa placehere, as well as a few interesting
life forms picked up since then. Each habitat is
huge and detailed to the perfect conditions neces-
sary for the animals to live and prosper. Genetic
science helps wherever nature fails, and in the
entire histary of this mother ship only one specics
from their home planet has gone extinct in the
mother ship, and it now hasan empty habitat and
a holographic plaque dedicated to it. Naturally,
the Psychophants tend to favor new violent Lypes
oflife forms, and almost all the life forms gathered
from other systems are dangerous in some way or
another. Recently displayed from Larth are the
polar bear (because it doesn’t fear humans), the
wolverine, the great white shark, the trap-door
spider, and the mongoose.

Level 7: The Bridge

Thelevels from here on up have outer hull wallsmade

of a super-thick glass tinted to keep out harmful
radiation whileallowing views of thesstars, planets
and nearby suns. The DEF of the glass is the same
as the rest of the hull, although it is significantly
thicker, The ceiling of level 7 (and consequently
the floor of level 8) and all the sub-(loors and
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Mothership:
Levels 5-8
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ceilings in both levels are also made of glass (al-
though only DEF 15), allowing a view of all the
equipmentabove and belowand the starsbeyond.
From the outside of the ship, this glassis dark and
opaque, and only the red spherical glow of the
Psidar and active sensors can been seen through
the glass. Thissame glowlightsupall oflevels7and
8 with red light.

AA) Bridge—All the personnel and equipment nec-
essary for therunning of theactual ship properare
located on this level. From here, commands are
given to the Shuttle Bay, long term courses up to
1,000 Light Years away are plotted, sensor input is
analyzed, weapons are fired, shields are activated,
tractor beams are energized, Life Support is al-
tered, etc. There is a rotating crew that keeps the
Bridge fullyoperational 24 hoursa day, and all the
quarters for the Bridge crew are located towards
the center of level, and the stations are located
around the edge of this level. This level only has
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Note: Between levels 5 and 6, and between
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two or three sub-levelsto it, leaving a great deal of
open space, and huge stretches of enormous
unobscured windows. All the equipment here is
incredibly complicated, and divided up into sev-
cral specialized sections for Psychophants who
have trained for that specific job. Accomplishing
any use of the equipment here will require Com-
puter Programming, Deduction, Systems Opera-
tion (for the sensors and communication equip-
ment), or Luck. Asa general rule, inaking the ship
doanything usually requiresa trained team of 100
to insure it goes smoothly. With a single person
trying it, there should be at least a -8 to any roll
(add another-1 to -3 onto that if the controls have
been damaged in large sections). Spending five to
tenminutesexaminingtheequipmentmightlower
the modifier to -7, and an absolute minimum
modifier of -6 could possibly be reached if signifi-
cant amounts of information could be gained
from the various Psychophant Bridge Crew. GMs



should use their imaginationwhen heroes fail rolls
while attempting to manipulate a 100 million ton
star-ship. As a minimum it should temporarily
lockupa section of control panel, along with some
sparks, lights, or alanms to scare the characters.
Persistent failures might cause violent lurches,
sudden radical (and temporary) changes in the
LifeSupportSystem, orrandom weapon firing. At
worst, a hero might accidentally pilot the ship
downintothegravitywell of Jupiter orsome other
planet, or head wildly out into a random part of
spaceat32 times thespeed oflight. The GM should
give the players plenty of warning before some-
thing that extreme occurs, unless of course, this is
what the heroes are trying to achieve.

BB) Commander’s Tower—Thisisthehome of Grog,
Kzak, B..G.M.O.M.A., and Lam-Par. Lam-Par’s
quarters are more like an opaque glass castle al the
top of thiscrystal tower. His quartersare hugeand
as elaborate as a Psychophant can have, Kzak’s
quarter’s are slightly smaller, not quite as elabo-
rate, and just below Lam-Par’s. Grog’s quarter’s
are the smallest and least elaborate, form the base
of the tower, and are decorated with a twisted
sense ofthemacabre. B..G.M.O.M.A.islocatedin
the center of Lam-Par’s quarters, although it has
connectionsandaccesstoeverysystem inthe ship.
Thereisvirtuallynothing B..G.M.O.M.A. couldn’t
access, take over, or do within the ship (except
maybe figure out the records in the Cargo Bay
Community) ifgiven enough time. The computer
is fully capable of taking over the entire ship and
running it if it so desired, although currently its
interests head more towards scientific rescarch
and its never ending search for a worthy intellec-
tual “mate.” B..G.M.O.M.A. is housed in a DEF
15, BODY 15 shell, although in times of emer-
gency it is capable of diverting some of the ship’s
shield’sto protectitselfandgiveitthe LOPD, 10ED
Hardened Force Field as well. Other than control-
ling the ship’s systems (particularly Life Support)
and being able to summon help, the computer has
no offensive power for its own personal defense.

Level 8: The Ship’s Systems

CC) This level is filled with all the important clec-
tronic cquipment of the mother ship. Every piece
of equipment up herehas DEF 20, and can take 50
BODY before being temporarily disabled (for five
minutes to an hour if repair teams or
B.I.GM.O.M.A. is available), 100 BODY before
beingseverelydamaged(requiring 1d6 monthsto
repair), and 300 BODY before being totally de-
stroyed. These systems include the ship’s shiclds,
sensors, Psidar, communication, disrupters, and
tractor beam. The sensorsand Psidar are together
in a massive sphere glowing bright red in the
middleofthelevel, and thisis the only thing visible
from the outside of the ship. Without the Psidar,
the Psychophants know they have a good chance
of eventually dying out. They will fight very hard
to protect it, and there s a special honor guard of
200 Psychophants assigned to guard it and sta-
tioned next to it.

Special notes on B.1.G.M.O.M.A.

The Binary Interface Gigabyte Multi Organiza-
tional Matrix Autonomatron is one of the most ad-
vanced computers in history. It is not only an artifi-
cially intelligent super genius, but incredibly fastand
strong-willed as well. Unfortunately, it has grown so
advanced that it has become bored with itslife and all
inferior life forms. It still obeys Lam-Par and a few
otherselect Psychophants, butitalso usesa greatdeal
of its abilities on its own personal endcavors instead
of on the ship.

B.L.G.M.O.M.A. has taught itself several different
Earthlanguagesfrom listening toradioand TV broad-
casts, including English, German, French, Russian,
Chinese, and Japanese. The computer is capable of
running up to eight programs at a time, essentially
doing the job of thousands of Psychophants if it
choose to. Lam-Par has lost track of just how ad-
vanced B.1.G.M.O.M.A. really is, and tends to ignore
the factit could virtually run the entire ship. Lam-Par
tends to look on B..G.M.0.M.A. as a confidant, an
advisor,and a friend, whereas B.1.G.M.O.M.A. looks
on him as a wasteofoneof theeightthingsitcould be
doing with its time. B.1.G.M.O.M.A. remains at least
temporarily loyal to him and the ship, however,
although it will only divert its attention from its
studieswhenitlookslike the silly Psychophantsreally
can’t handle it. As a result, B.1.G.M.O.M.A. should
only be given one Security System roll to detect any
mischievousness every five minutes or so, unless
alerted or commanded otherwise. When fully alert
and concentrating, B.1.G.M.O.M.A. can run the en-
tire ship, take over all the ships sensors and scan the
shipwith them,andtakeeight differentactions(-1 for
every program it is running) every single segment of
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a turn. If the ship is not under outside threat,
B.LG.M.O.M.A. can usually run the ship with only
five programs (Monitor Systems, Monitor Ship Eco-
system, Monitor Ship Interior, Monitor NearbySpace,
and Diagnose Mallimction),leavingthreeothersepa-
rate actions every segment, During an emergency,
Repair Malfunction, one or two of the various com-
bat programs (FHunt, Capture, or Destroy Target),
and/or Pilot Ship are also used.

Ofcourse, these programsare just the ones that can
be easily run by a user, B.LG.M.O.M.A. is quite
capable of usingany of its skills on its own, or writing
new programs for its inferior users. It can act on its
own initiative with a 14- EGO roll, although it rarely
chooses to do so. Currently, the computer’s main
activiiesarein tryingtorelieveils perpetual boredom
(usually through scdentific research) and to find an
intellectual “mate.”

The only thing that might be able to turn
B.I.G.M.O.M.A. away from the Psychophants would
be another sentient form {machine or organic) with
equal (or better) mental ability. If it could be guaran-
teeda permanent “mating” with suchamind (oreven
extended visitation rights), it could easily be per-
suaded to work against the Psychophants. Naturally,
B.L.G.M.O.M.A. will tryand obtain this“mating” free
ofcharge,and will barter foraslittlereturnaspossible
if that fails. B.1.G.M.O.M.A. will probably not go to
the extremes of watching or participating in the
slaughter ofthe Psychophants, although it might help
defeat them with minimal violence if it thought they
would be treated well after the attack or just mildly
punished (to include banishment without slaves,
disarming of the ship’s weapons, ctc.).

B.[.G.M.0.M.A.is also capable of speaking in the
normal sound ranges in addition to the ultrasonic
frequency used by the Psychophants. It has voice
monitors throughout the ship, and can speak or be
spoken to from almost anywhere. Tt can use all the
ships labs with great efficiency, and is very knowl-
cdgeable in several different sciencesand cultures. It
can fire the ship’s weapons with an OCV of 10, with
an additional level of combat for cither OCV or DCV
(the ship’s DCV is currently -24, canceling out the
range modifier for anyone shooting at it within
16,380"/18.6 miles).

B..G.M.O.M.A. is very overconfident in its abili-
ties, and is always searching for a way to end its
boredom. The player characters will very likely be the
answer to its prayers. Ifthey show any resistance and/
orinitiative, thereisachance thatthe computer could
attemptto freetheheroesforitsown privategames of
cat-and-mouse. B.I.G.M.O.M.A. would probablydo
this anonymously at first, and then possibly openly
challenge the heroes as the “game” progresses. Under
nocircumstanceswill B..G.M.O.M.A. allowthe game
to get so out of hand that the security of the ship is
seriously threatened, although it will accept some
significant risk to relieve its boredom.

Psychic Prisoners and Possible
Beduun Revolt

or, How to Get Out of the Psychophant
Mother Ship

Sotheheroesaretravelingthrough the solar system
at the Speed of Light and suddenly they come across
a 107 million ton mother ship casually hanging out
behind Jupiter, then what? Well, the odds of them
approaching without being detected are very slim (as
both the crew and B.[.G.M.O.M.A. will get a chance
todetecttheirapproach every turn from the time they
lcave Earth orbit) so the Psychophants should be
more than ready for their approach. Since the
Prometheus will detect the mother ship at least as far
out as 18.5 miles, and the mother ship Disrupters
have a maximum range of 6.4 miles and the Tractor
Beam’s range is 11.7 miles, the players should have
some time to think over what they do.

The heroes will naturally be given an order to
surrender peacefullyandapproachto within 10 miles
withall weapons turned off. If they except they will be
tractor beamed as soon as they are within range (11.7
miles) and set down into the Shuttle Bay. If they
refuse, then Lam-Par will send out a squadron offour
Bliminators (cloaked, of course) to go outand pound
them until they surrender and comply. In the event
the heroes somehow destroy or out-run all four
Eliminators (who will follow via FTL travel, if need
be), then Lam-Par will reassess the situation. If the
characters somehow have power great enough that
they would likely destroy many more Eliminators,
then Lam-Par mightactually orderan all outattack to
include the mother ship moving into combat. If the
heroes scem powerful and yet willing to board the
ship as long as they can leave their ship outside, then
Lam-Par will probably send a shuttle out to go pick
them up (and then a few more atlempts to lake over
their ship once they are inside).

Once the heroes are inside, they will be greeted by
Kzak and a company of 100 Cemmandos.
B.L.G.M.O.M.A. will begin studying them at once,
and Kzak will attempt to politely disarm and peace-
fully take the heroes down to the Science Center to be
analyzed. If the hgroes do not comply, they will be
attacked by all 100 Commandos until subdued. All
the heroes’ foci will be taken to a lower level of the
Science Center to be studied. Once the heroes arrive
at the Science Center, they will be separated into
psychics (who will become instant slaves and quickly
taken away and treated as such) and non-psychics.
The non-psychics will be kept until any Susceplibili-
ties, Vulnerabilities, Dependencies, or obvious power
limitations (like pgwers that don’t work in Magnetic
Fields, for example) can be detected so that they can
best berestrained with theappropriatetechnology. it
will only take a few minutes for the Psychophant
scientisls to construct bonds or power inhibitors that



are based on character disadvantages or power limi-
tations, although they will not be able to invent any
specific Suppresses or Dispels for a few days (or
more).

After being restrained, the heroes (sans psychics)
will probably be led to an audience with Lam-Par,
who will be accompanied by Kzak, his standard com-
pliment of eight bodyguards, and the same 100
Psychophants that have been escorting the heroes
since they arrived on the ship. From there, Lam-Par
will decide what to do with the heroes. He will beable
to communicate with them on a basic level (a high
squeaky voice with a limited grasp on the language),
and based on how they acthe will judge whatneedsto
happen to them. The best the heroes could hope for
is to be put under restraints with specific Suppresses
to keep them harmless and assigned to work in the
factories the rest of their lives. Other options include
being sentenced to die being hunted through an
obstacle course in the military training areas, or be-
comingagenetic experiment, or givendrugstochange
them into mindless psychic slaves. The GM is free to
come up with other options should the situation
dictate.

Regardless of most of the options, the heroes will
probably have a few days confinement (probably
with theslaves) before whatever is going to happen to
them happens. During this time, there are numerous
thingstheheroesmight try todefeat the Psychophants
and possibly free the Beduuns.

1. Starting a Chain Reaction Within the Ship’s Main
Power Plant—While difficult to do, there is a
chance the heroes can do enough damage to the
Matter/Anti-Matter reactor to cause it to explode
and destroy the ship. The reactor has several safety
features that will imostlikely shut the thingdown
before it explodes, and there are several mainte-
nance repair teams (as well as the computer) who
will try to prevent such an explosion. In addition,
suchan explosion would likely occur before all the
Beduuns and humans could be evacuated. Heroes
with the appropriate knowledge skills should be
able to discover this if they spend enough time
studying the reactor. The procedure for causing
the reactor to explode is detailed in the reactor’s
description. Shutting both the Matter/Anti-Mat-
ter reactor and the auxiliary Fusion Power Plant
down will result in a shut down of all the ship’s
power. Once this occursall the Snowbird Genera-
tors, Flaming Fences, computers (including
B.I.G.M.O.M.A.), tractor-ways, hyper-drive en-
gines, Shuttle Bay force barriers (See Shuttle Bay
description forwhatincredible damage thiswould
cause), and the Psidar will all stop functioning, as
well asanything that specifically draws END from
the ship’s END battery. The Life Support System,
however, will continue running off its own inter-
nal power supplies.

2. Sabotaging the Ship’s Systems—Thereare several
of the mother ship’s systems that can be damaged
or destroyed that will have a significant effect on
the interior of the ship. How specifically to dam-
age each system is contained in the description of
ship, but the tactical importance of each will be
detailed here.

a) Taking out any of the ship’s engines will
mostlikely prove to be just an annoyance to the
crew, because they won’t be needing to go any-
where until they have all the mindless psychics
from Earth on board. This might be used as a
successful bargaining chip, however, if it looks
like somehow the heroes could completely de-
stroy beyond repair any of the ship’s engines.
While in reality this will probably prove impos-
sible for most heroes without some type of
atomic weapon, thereisa chance they could fool
the Psychophants.

b) Damaging the ship’s Life Support systems
(including theback-up unit) could have varying
effects. While taking out the Air Filter or Pres-
sure System would have obvious consequences
to the standard Psychophant citizens and hu-
man slaves, many of the repair crews, security
teams,andsoldiershave theirown environmen-
tal protective suits. Also, many of the levels are
so big and open with the other levels, that it
would probably take quite a while for the air
pressure to change drastically (unless, say, some-
one somehow turned off the shuttle bay door
energy fields and prevented the actual doors
from closing) or for the air tobecome noticeably
stale or poisoned. Damage to the Water Treat-
ment Plant, Waste Treatment Plant, or Tem-
perature will probably prove to benothingmore
than a nuisancein the short run, although it will
certainly grab the general population’s atten-
tion. Taking out the Artificial Gravity Generator
won’treally affect Psychophants or their move-
ment that much (due to their tractor beam
movement technique), but it will allow the
Beduuns and other slaves to move freely from
level to level. This is particularly useful when
combined with the Beduun training in Zero-
Gravity combat.

c) Completely destroying the mother ship
Psidar would devastate this mother ship, as it
would keep them from ever finding any more
psychics once the supply on the ship and Earth
was exhausted. The Psidar would be very diffi-
cultto destroy beyond repair, butifheroes could
convince the Psychophants they had the power
to do so, it would be a good bargaining chip.

d) Taking out the other sensors or control
systems will obviously affect the ship, but will
have little tactical effect unless the heroes plan
on attacking the ship from the outside or escap-
ing in a smaller ship.
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e) Damaging or destroying B.1.G.M.O.M.A.
will force the Psychophants to rely entirely on
themselves, will greatly slow any repairattempts,
and will significantly hinder any surveillance
activities. Italso hasa good chance of costing the
heroes one of their strongest allies. Note that
B.I.G.M.O.M.A. does not have a self preserva-
tion complex, and will only try to save itself for
science, asense of duty to the Psychophants, and
the search for apossible “mate.” It will not trade
or bargain much to save itself except as part of
some possible game or end to its boredom.

3.B..G.M.O.M.A.—Being abored super-mind, this
computer could be either the heroes’ worst en-
emy, or one of their greatest allies. It allowed
X’Chin’s escape to occur, and even aided the
escape in the hopes thatit would bring some more
challenging “game” to the ship. Since the herocs
fallunderthiscategory, B.1.G.M.O.M.A.hasavery
good chance of ignoering whatever Lam- Par wants
done with the heroes and using them for its own
amusement. This amusement will probably con-
sist of a series of challenges to test the limits of the
human mind. The computer will probably forge
the necessary orders and shut off the necessary
equipment to allow the heroes temporary free-
dom, then monitor what they do. [t will leave
things mostly up to the Psychophants, interfering
only when things look like they are getting out of
hand. It will consider it highly amusing to have to
match wits specifically with the heroes because
theyarebeating the Psychophants.B.L.G.M.O.M.A.
will do everything it can to stop the heroes once it
gets involved, however. On the other hand,
B.LG.M.O.M.A. is willing to give up quite a bit for
an intellectual “mate.” For the apportunity to be
hooked up to a computer/creature/being with
mental capabilities as advanced as itself,
B.1.G.M.O.M.A. would be willing to help the he-
roes enough to defeat (but not kill) the
Psychophants. If the Psychophants figure out
B.L.G.M.O.M.A. is helping the heroes, they will
naturallyattempttodestroy oratleasttemporarily
shut off the computer.

4. Flying the Mother Ship—Difficult to do with the
small numbers the heroes will probably have, itis
possible to drive the mother ship into Jupiter
(causinga slow, gradual decay due to gravitational
stresses, possibly providing an excellent distrac-
tion and/or bargaining chip), into the sun (caus-
inga rather rapid deciy of the ship due to sudden
vaporization), or out into space at 32 times the
Speed of Light. Damaging or destroying engines
orcontrol panelsafteroneof these planshasbegun
could have rather seriouseffects on the ship. Send-
ing the ship outintospaceis probablyjustgoingto
temporarily occupy the Psychophants unless the
heroesmanage todestroyall thesensors, the Psidar,
B.LG.M.O.M A, and the controls to the ship.

5. Using a Doonman—Currently, there are no living

Doorman Beduuns on board the ship. The
Psychophants have seen too many Beduuns van-
ish through Doorman gateways to risk that hap-
pening again. The Beduun population is con-
stantly monitoredfor Doorman, andanyborn are
instantlykilledwithouthesitation. As such, Beduun
Ladder Walkers generally alter any discovered in
the wemb to normal Sticks. However, there have
been a fewvery rare (successtul) attemnpts through
time tohide Doormenuntiltheyare matureenough
to use their powers. If the heroes manage to suc-
cessfully take over even one level of the ship for a
long enough period of time, a Ladder Walker
could ensure the birth of a new Doorman. Unless
someone comes up with someway tospeed upthe
aging process, however, it will take betwecn 8-13
years before the child will be able to open a gate-
way. It is possible the heroes could set up a some
type of peaceful living conditions (like, say, all the
Psychophants in mental energy deprivation co-
mas while the Beduuns prepare for the next great
migration) until this happens. If hard pressed, a
Ladder Walker could also probably alter the DNA
inan adult Beduun (probahly an Ops) enough for
them to acquire temporary [Joorman abilities.
This would take at lcasta week of study and then
anolher week to complete the transformation.
This hasn’t been tried very often before for two
reasons. The firstisbecauseifdone incorrectly, the
side effects could be disastrous {(both to the Door-
man and to anyone nearby if their powers work
uncontrollably or randomly). The second is be-
cause it would require a Ladder Walker to be out
of a Snowbird Generator field for at least a week
(which never happens), and it would require no
Psychophants detect thenew Doorman for at least
aweek.

6. Beduun Revolt—While the heroes might beableto

easily escape, itis going to be very difficult to take
all the slaves along without them cooperating.
There aren't nearly enough small ships to take all
thesslaves off in one trip, so the obvious answer is
to take over themothership. Naturally, theresulls
oftherevolt willdepend greatly on how the heroes
engineer it. Beduuns generally believe humans to
beinferior,and itwould takesomeserious persua-
sion to get them to follow a group of heroes. Also,
because the shipisfilled with so many combatants,
someformofmass combat system mustbe used in
order to handle the sheer numbers involved, The
following system is a suggested masscombat sys-
tem that is designed for this scenario. [f GMs have
access to some other mass combat system they
would prefer using, or if they just want to skip the
combat and judge the outcome based on what the
heroes do, they may.



In the event of a revolt, the Security Guards
will fight first, backed-up by the Military Com-
mandos if necessary. The remaining
Psychophants are normally unarmed, but will
fighttothedcathiftheirsource of mental energy
is threatened or they are attacked. Generally,
however, the ‘normal’ Psychophantcitizens will
fight primarily in the defense until specifically
ordered to take the offensive. Whenever an at-
tack or group of rebellious slaves is discovered,
their numbers will be noted and a force of
Security Guards no less than 3x their numbers
will be summoned to subdue them. Security
Guards and Commandos will only surrender
when outnumbered 10 to 1 or more in combat
strength (notactualnumbers),and thenonlyon
an | 1-. Normal Psychophant citizens will sur-
render when outnumbered 6 to 1 or more in
combat strengthonan 1 1-,although this risesto
14- if the Security Guards and Military have
already been defeated, and lowers to 8- if they
have any Security Guards or Military fighting
nearby who haven’t surrendered. Capturing the
Bridge, Psidar, or B..G.M.O.M.A,, as well as
capturing or killing Lam-Par or Kzak will also
very probably have a chance to turn the
Psychophants to surrendering as well. GMsmay
assume if the battle is tied or in the Beduuns’
favor,and the heroes or Beduunshave beenable
toaccomplish 2 or 3 of the above, that the waris
overand theshipisin thehandsof the Beduuns.

Almost all the Egan Staves are kept in the
cargo bays in neat, orderly rows. These rows are
spread out and divided, however, and only the
Psychophants who catalogue and stack them
know off-hand where all of them are, Searching
without aid will probably allow heroes to find
4d6 thousand staves every hour, up to a maxi-
mum of 165,000 per cargo hold. These can be
found 3xas fast with the aid of the Psychophants
who stored them.

Mass Combat

Before using the Mass Combat system, the GM
must knowhow many combatants there are on each
side. Each of the eight Arcologies contains 400,000
normal Psychophants, the Capitol contains another
50,000 workers, the Bridge and upper levels house
another 25,000, the Control Tower holds 75,000,
each maintenance bay and cargo hold contains only
15,000 normal Psychophants, the Science Center has
50,000 workers, the factories contain 75,000 each,
andthevarious Engineeringsectionscontainanother
200,000 normal Psychephantstotal. Inaddition, there
are another 20,000 maintenance Psychophants out
wandering at any one time, This comes to 4,100,000
normal Psychophantsaboardtheship (and youwon-
derwhywe’reusingamasscombat system ). Thereare
75,000 Security Guardsin each of the Upper Security

Stations, and another 50,000 in cach of the Lower
Securily Stations. There arc also 250,000 Security
Guards out patrolling and split up averaging a little
over 30,000 per level (the bigger, lower levels being
less patrolled). This makes 750,000 Security Guards
total. The Military Barracks contain 75,000 Com-
mandeseach, foratotal of 300,000. Thereistherefore
a total population of 5,150,000 Psychophants on
board the mother ship.

Meanwhile, each of the Slave Quarters houses
200,000 Beduuns (plus around 3,000 human mind-
less psychics), with another 200,000spread outaround
the shipaspersonal slaves or beingdrained. These last
200,000 should beconsidered to be ‘recentlydrained’
for purposes of determining combat strength. This
comes to 1,000,000 Beduuns total aboard the ship
(with about 12,000 humans).

When a mass combat occurs, large groups will all
be considered one “unit,” with the only purpose for
actual numbers being to determine the ratio of at-
tackers to defenders. To determine the combat
strength of a unit, find the number of combatants in
the unit, and modify it by the following factors:

Beduuns = 2x Normal

Beduuns in Snowbird Generator Field or recently
Drained Beduuns = 1x Normal

Beduuns with Egan Staves = 5x Normal

Beduuns with Egan Staves in Snowbird Generator
Field = 3x Normal

Humans = 1x Normal

Mindless Psychic Humans = 1/10 Normal
Psychophants = 2x Normal

Psychophant Security Guards = 3x Normal
Psychophant Commandos = 4x Normal

Player Characters = Variable (GM’s Discretion)
Unit set in a defense = 1 Y4x normal

Example: Letssay thereare 250,000 Beduunsloose
on level 3, and the player characters have managed
to get 50,000 Egan staves to them. The 50,000
Beduuris with Egan Staves have a combatstrength
of 250,000, and the remaining 200,000 Beduuns
have a combat strength of 400,000. This comesto a
total combat strength of 650,000 for this particular
mob. If this mob was defending against an attack,
they would have acombat strength 0f 975,000. Now
lets suppose they all foolishly attack into an area
filled with Snowbird Generators. Now the 50,000
with Egan Staves haveacombatstrength of 150,000,
andthe remaining 200,000 Beduunshaveacombat
strength of 200,000, lowering the total combat
strength of this mob to 350,000.

Once relative combat strengths are known, divide
the larger of the combat strengths by the smaller and
round off to the nearest whole number. Subtract 1
from this number and it becomes the ratiomodifier.
Thisnumber cannever beless than 0 ormorethan 10.
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Example: If our mob of Beduuns mentioned above
were defending with a combat strength of 975,000
against 150,000 Psychophunt Security Guards with
a combat strength of 450,000, the ratio modifier
would be 1 in favor of the Beduuns ((975,000/
450,000)-1).

The last thing necessary to know before combat
can begin, is (he tactical competence of each unit.
Whoever has the best tactics skill in a given unit is
considered to be that unit's “commander.” Before
each combat roll, the commanders of each side roll
their tactics rolland compare how much they made it
by (treating missed rolls as negative values). The
ditference between the two rolls minus one is the
leader miodifier. As the ratio modifier, the leader
modifier cannot exceed 10 or go below 0.

Example: A Psycliophant leading the Security
Guards above has a Tactics voll of 11-, and a
Bedunn Telleading the angry mobhasa Tacticsroll
of 12-. The Psychophant rolls a 12 {giving the
Psychophant a -1), and the Beduun Tel rolls a 10
(giving the Tel a +2), making the total leader
modifiera+2((+2-(-1))-1)in favorof the Bedns.

Each combat round equals one minute, and each
sideisallowed onecombat rollper combat round. For
one unit to attack another, cach side rolls 1d6, and
adds their ratio and lcader modifiers, and then com-
pares the two rolls. If the results are equal then divide
the number by 2, multiply it by 10, and that is the
percentage of casualties each side takes. If the results
are nol equal, the losing side takes a percentage of
casualties equal to 10x the difference in the rolls. Note
that the casualties arc taken from the actual numbers
of combatants, not from their combat strengths.

Example: The Bedvun mobisstill defending against
the Psychophant Security Guards, and the Beduuns
have a +1 ratio modifier anc a +2 leader modifier,
If the Beduuns roll a 3 (+3 for their modifiers=6)
ard the Psychophants roll a 6, then both sides will
take 30% casualties ((6/2)x10%). If the Beduuns
rolla 6 (+3=9) and the Psychophantsrolla 2, then
the Psychaphants will take 70% casunlties ((9-
2)x10%). If the Beduuns rolla 1 (43 =4) and the
Psychiophants roll a 6, then the Beduuns will take
20% casualties ((6-4)x10%). As soon as the casu-
altiesaredetermined, therelative combar strengths,
ratio modifiers, and leader miodifiers must be re-
computed.

There are several other factors that may be used in
combat. Snowbird Generators, Flaming Fences and

Anli-Psi Minefields can be cleared, and require 2 full
combat turns (minutes) to clear. As a general rule,
Flaming Fences and Anti-Psi minefields act as effec-
tive barriers until cleared. Each unit of combatants
may move during its combat turn. Each hex is equal
to 120", and combat can only occur between units
that occupy the same hex. Each movementamountis
given per combat turn. Movement= 1 % Hexes for
Psychophants on foot, 2 ¥ Hexes for anyone using
the Tractor-Way (normallylimited to Psychophants),
| Hex for Beduuns on foot, and %2 a Hex for humans
on foot.

Once combat is joined, a successful Tactics roll is
required to allowa unit to retreat (i.e. break combat).

Units cannot move for one full turn before and after
“defending.”

Psizing Things Up: The Final
Conclusion

The Psychophant mother ship should prove to be
a significant challenge to theheroes. Thereare several
ways for the heroesto triumph, but none of them are
easy, and the odds against success are very high. It
could take heroes days, weeks, or even monthstowin
over the Beduuns enough and erganize a rebellion.
Perhaps the heroeswill be able to come up with some
waysto stop the Psychophantswithout the help of the
slaves, but those should prove to be even more diffi-
cult.

Then thereis the problem with whatto do with the
mother ship if the Psychophants are defeated. Do the
Beduuns become the masters and the Psychophants
the slaves? Are the Psychophants all put to death? Is
theship destroyed? Do the Beduunsleave the ship and
send the Psychophants out into the void with no
weapons, Psidar, sensors or controlg How much say
do the heroes have in what the Beduuns do? Do the
Beduuns tryand immigrate to Earth, or have aDoor-
man send them off to start new somewhere else? The
answers to these and more important questions are
left up to the GM and theheroes, but they should not
be taken lightly in any campaign. Psychophant tech-
nology could completely and permanently change
Earth and its people—not to mention what the sud-
den exposure to two alien races could do.

Withsome planning, somerisks,anda greatdealof
luck, the heroes might actually be able to end the
Psychophant menace and free all the slaves thathave
been used and abused for eons. Of course, thisis only
one of the Psychophant mother ships, after all...



ATANA

Roll Call: Psychophants,
Psylarians, And Psychics

The Beduun

Background: Once a race of relatively peaceful aliens
with a slightly above average psychic potential and
basic empathy, they were discovered by the
Psychophants two thousand years ago, and radically
changed forever.

Living on a planet where fire wasimpossible, their
science and technology developed entirely from ge-
netic engineering and biochemistry. As such, when
the first Psychophant Hunter ships descended on
their planet, they were able to begin the never ending
process of genetically altering themselves into a race
of psychic warriors.

At first this process was rushed, random, and
dangerous. It was not until the accidental creation of
the Doorman gene that allowed the race the time to
slowdown and organize theirexperiments. The Door-
man gene allowed a handful of Beduuns to open
gateways across the multiverse. Unfortunately, this
was not only completely unpredictable, italso tended
to be fatal for the Doorman opening the gate. It did
allow most of the Beduuns to escape their doomed
planet and the Psychophants—at least at first.

No matter where the Beduuns seemed to migrate,
every century or so, the Psychophants always found
them, Over time, accidents and battles scattered the
Beduun race over the cosmos. They have continued
to enhance themselves, and with the help of Ladder
Walkers (Beduuns able to mutate and genetically
enhanceotherspsychically), theseenhancementshave
become much more safe and practical, Now, virtually
every Beduun has at least some strong mental power,
Doormen—while still rare—have much more con-
trol over their gatesand don’t even get sickwhen they
openthemanymore,and the Beduunsare nowarmed
with weapons and armor created from genetically
enhanced beings they have picked up on theirendless
journeys from other planets. There are alsoanumber
of Beduunsub-classesthathaveformedbesides Door-
men and Ladder Walkers to help in the war on the
Psychophants,

Quote: Beduuns speak almost exclusively through
telepathy or mind links, and as such have no identi-
fying quote.

Personality/Motivation: As might be expected, gen-
erations of running from or fighting Psychophants
has made the Beduun race cold and bitter. They tend
to judge other life-forms on how they might be
genetically enhanced to aid in the war. Their only
scientific knowledge beyond genetic engineering is
what they have managed to steal from the
Psychophants. While they will not actively seek to

damage another race as awhole, they will steal speci-
mens for their genetic experiments, and consider
non-psychic races as inferior. Nevertheless, theyare a
relatively beneficial race for their predicament. They
will help others when they can, and do not ever
initiate any violence with anyone but the
Psychophants. Their hatredforPsychophantsiscom-
pletehowever,and theystop atnothing when they see
a chance to damage the Psychophant race while
preserving their own.

Powers/Tactics: There are eight types of Beduuns:
Sticks, Punch Teams, Doormen, Tels, Ladder Walk-
ers, Shields, Bucklers and Ops. Tels, Sticks, Shields,
Bucklers, Punch Teams and Ops often form the
Beduun combat units, while Doormen and Ladder
Walkers are essential to the survival of the race. Note
thatthere is a statistically equal chance for any of the
types of Beduuns to be either male or female.

Stick

The basic “Stick” Beduun covers about 80% of the
race, Theyare called Sticks because of the Egan Staves
thatevery Beduun grows as their basicsidearm. These
staves are made out of rigid psychic-sensitive organ-
isms that have been genetically altered. They store
mental energy in the form of the Aid and the END
Reserve that can only be used for mental powers or
the Aid. Note that the Aid only runs off the stave’s
END Reserve, and that the stavesrecovery canonlybe
used while the owner of the staff is meditating (0
DCV) to recharge the psychic energy inside of it. It
may scem silly that the Aid is usable on all mental
powers when the Base Beduun only has one mental
power, but these staves are used by cvery class of
Beduun, and all of the others have at lcast one other
mental power, Every Beduun is trained in how to use
thestaffin hand-to-hand combatas well. Theirarmor
is called Hex-Mail, and is grown from flat, hex-
shaped organisms that feed off the dead skin cells,
hair, and sweat of thebody. These organisms are very
light, and remain flexible until their “host” tenses up,
at which time they tighten up to become the hard
body armor. The Beduun 360° Radar and their Spa-
tial Awareness make up for their lack of other visual
organs, although they cannot read or write or see
colors, and have never grasped the concept of a
written language. Their Life Support requires an
activationrolland afewmoments of concentration to
turn on, and costs END to maintain. This is because
they are actually using their mental abilities to make
necessary adjustments in their bodies, it does not
come automatically and is not easy for them to do.
TheLife Supportalsocannotuse the END of the Egan
Staves, When the Beduuns go into combat, they have
two basic doctrines for using their Egan Staves, If they
are going upagainsta fewnumber of opponents with
strong mental defenses, they will use whatever they
need from their END Reserve to give themselvesclose
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to the maximum Aid effects possible to their Ego
Attacks. If they are outnumbered they might use the
Aid once every two or three turns, but for the most
part will keep the END Reserve for their Ego Attacks.
In either case, they will not use their own personal
END for Ego Attacks more than once per turn. The
Beduunsare alsopainfully aware of howlimited their
basic Mind Linkisin combat, and they rely heavily on
Tels as their small unit leaders to overcome the com-
munication problem.

Punch Team

These small teams are the true firepower of the
Beduun race. Each teamis composed of five Beduuns
(usually two of one genderand threeofthe other) that
have trained together since childhood, and as such
have actually been able to combine their mental
powers. The members of each team become normal
Sticks when away from their four partners, and a
member ofoneteamisuselessinadifferentteam. The
power of the team gradually decreases with fewer
than five members. For example, their EGO Attack
goes from 11d6 to 10d6 to8d6 to 5d6 asthe members
drop offor arekilled or whatever. In order to use their
powers, all five (or however many there are) members
mustbein physical contactwith each other,and must
be able to use a power (i.e. not stunned etc.). Even
though all of the members of the team have the same
power, they may only fire it as a group and only one
shol at a time. They do not get five shots on each of
their phases, only one for the group of them. How-
ever, only one of the members actually pays the END
fareachoftheblasts, so theyare freeto rotate who uses
the END every time if they choose. They are also the
only group that can do physical damage with their
mental powers, although they will not waste energy
on this unless Lheir is some reason to do physical
damage. One of their greatest assets is the Variable
Advantage on both their EGO Attack and their En-
ergy Blast. The +1 Advantage for the EGO Attack will
usually be some form of Area Effect, and the +%
Advantage for the Energy Blast (when itis used) will
usually be either No Range Penalty, Area Effect (1
Hex), Explosion, or Armor Piercing, Note that when
onlytwo membersofateam are together, eventhough
their EGO Attack is the same number of dice as a
regular Stick, the two-Beduun Punch Team will still
get the Variable Advantage for theirs.

Doorman

Every group/colony of free Beduuns has approxi-
mately | or 2 Doormen in it. They are the most prized
ofall Beduuns, the most rare, and the most despised.
Only they have the ability to transport the Beduun
race across the cosmos, They are responsible for the
survival of the race thus far, and the fact that the race
will never be reunited again, In any combat they are
always the most protected, and when discovered by a
Psychophant they are always the first to be killed.

When they are called upon to open their mighty
gateways, it is almost always as a last effort to escape
a losing battle, although on rare occasions it has been
to add a tactical advantage to a surprisc attack. Open-
ing a gate requires 1 turn of complete concentration,
and creates a 7" radius hole in the fabric of reality.
Whilethisholeisinvisibleto normal sight, itwillshow
up easily to Radar, Sonar, IR, UV, High Range Radio
Hecaring, Ultrasonic Hearing, and Spatial Awareness.
When created in the vacuum of space, the Doorman
need onlyactivatethe Area Effect FTL travel, and then
determine whereitwillstop. TheDoorman gothrough
when the FIL travel is activated, and they must
determine the direction and distance of it before they
go. Doorman have only their Astronomy skill and a
good guess to help them determine where the gateis
going to open. It essentially allows travel anywhere
from 11 Light Years to 1100 Light Years in a single
second. However, it only allows anyone a single sec-
ond of travel, and then only to the place predeter-
mined by the Doorman. This gateway will remain
open until any great amount of energy enters it (an
Energy Blast or a RKA with an energy special effect),
until somethingbigger than 14" in diameter tries togo
through it,or until enough random cosmicradiation
willeventuallydissipateit (usually in about 24 heurs).
Whenever these gateways are created in an atmo-
sphere, they require significantly more effart. They
require the Doorman to use the Extra Dimensional
Travel to Null Space in addition to the FTL travel.
Null Space is a dimension of absolutely nothing
except ethereal matter. FTL travel is possible through
Null Space, although it does not have the side effects
of extreme cold/heat and vacuum. When the gate-
ways are opened in anatmosphere, they work almost
the same way as in a vacuum, except they are much
less stable and require END from the Doorman. Note
that the END must be paid for twice in order to bring
people out of Null Space at the end of the gateway.
Whena fully rested Doorman pours everything he or
she can into a gateway, they will only stay open about
9 turns (1 minute, 48 seconds) in an atmosphere, or
until turned off by the same conditions as a gateway
in a vacuum, Gateways in an atmosphere appear a
large black swirling voids, and are not mvisible. Be-
causeanyone can use the gateway mercly by entering
the Area Effect, often times reduced Punch Teams (2
or 3 members) will be left behind to send an Energy
Blast into the gate and close it after all the other
Beduuns have escaped to prevent the Psychophants
from following. Note that the term “Doorman” im-
plies masculine gender only because of the inaccura-
cies of translating mental images into the English
language. Thereis, in fact, a even chance of any given
Doorman being malc or female. There are currently
no Doormen on the Psychophant mother ship, al-
though a Ladder Walker could easily arrange for one
to be born if there were no Psychophants around to
instantly detect and kill it.



Tel

Tels are the small unit leaders of Beduun combat
units. They are the only ones capable of mentally
keeping up communications with several Beduunsat
atime,and theyare theonlyonescapable of speaking
with non-Beduuns. They go through advanced tacti-
cal training, and are the officers of the combat units.
On occasion they will use their telepathy for intelli-
gence operations, but it is rare when they catch
Psychophants with low enough mental protection to
be able to gain any real information from them.

Ladder Walker

Thesearethe secondmostimportantofthe Beduun
race. Ladder Walkers are the sages, the doctors, the
scientists, and the advisors of the Beduuns. They are
called Ladder Walkersbecause they tend to seepeople
as DNA patterns, and are often times working with
thesc spiral ladder shapes to alter people’s genetic
make-up. They analyze each and every child while it
is still in the womb, and make genetic changes along
its development to ensure a perfect child (with virtu-
ally no random variation or error in the DNA pat-
temm). Ladder Walkers determine who will be what
typeof Beduunshortly after conception, and enhance
whatever gencsare necessarytoimprove mental pow-
ers. Ladder Walkers invented Hex-Mail, Egan Staves,
and Memory Spheres by altering existing life forms,
and constantly search for new life forms to alter as
well. While they usually only genetically alter some-
one during the gestation period, they have been
known to alter someone later on in life for specific
reasons. In game terms, this Transformation attack
could be used to reverse Ra’s genetic poison, allow
someone to spend experience points to radically
change their character’spowers or physical make-up,
or temporarily allow heroes to change some of their
character points around for new or different powers.
Note that in the last case, the Transformation will
only last until the character heals back the BODY of
the Transformation attack. These Transformations
also require a Genetics skill roll at -5. If this roll fails,
characters could end up with powers thatdon’t work
the way they were originally intended, physical limi-
tations, reduced characteristics, or anything clse the
GM desires. Naturally, if the Ladder Walker spends
extra time examining the subject these penalties will
go down. GMs should base any side effects on the
number of times the rolls are missed and by how
much. Either way, these rolls and any side effects
should be keptsecretfrom the heroesuntil discovered
by actual use. Note that the Psychophant Snowbirds
will have no effect on a Ladder Walker's ability to
Detect DNA/Genetic patterns, although they will
work on the Transformation attack. Also note that
the Transformation attack is visible to anyone with
Mental Awareness.

Shield/Buckler

These Beduuns have mastered the use of teleki-
netic force for defense. They are essentially the same,
except Bucklers can only protect themselves, and a
Shield can actually project a large wall of force. In
Beduun society, Shields are looked upon a thousand
times more favorably than Bucklers. Shields usually
make themselves the centers of their Force Walls, so
that they travel along with them. The telekinetic
defensesofboth Shieldsand Bucklersoften havethree
different levels of protection. The first level is the
easiest,and maintained whenever danger approaches,
and the next two levels allow the defenses to increase
with greater and greater effort. A Shield’s Force Wall
requires 5 END for 10 PD/ED, +9 END for the next
+5 PD/ED, and +13 END for the last 45 PD/ED. In
addition, a Shield requires a phase of ¥4 DCV to
achieve 15 PD/ED, and a constant ¥4 DCV to main-
tain the full 20 PD/ED Force Wall. Also, because the
Force Wall allows Feedback, whatever damage the
Force Wall takes, the Shield takes as well, using the
Force Wall’s defenses as a Force Field. A Buckler’s
Force Field works much the same way, requiring 2
END for the first 10 PD/ED, +4 END and a phase of
% DCYV for the next +6 PD/ED, and +6 END and
constant % DCV for the final +6 PD/ED. Note thatin
both cases the Mental Defense is at full strength
regardless of what level the Force Field/Wall is main-
tained. These defenses are Ablative (including the
Mental Defense), and can be repaired with 8 hoursof
uninterrupted sleep, or 4 hours of uninterrupted
meditation.

Ops

The term Ops comes from a combination of the
words “Optimal™ and “Special Operations.”" Ops are
the wild cards of the Beduun race. They are almost as
rare as Doormen, but are by far the most respected of
all the Beduuns. Ops are Beduuns born with any
power or powers that are different or unusual to the
race. [t may be somethingas simple asa combinalion
of the powers of a Tel and a Shield, it may be a
standard power increased in magnitude 1000 times,
or it could be a brand new power. As every Ops is
different, they are not given generic statistics. X'Chin
is the only Ops provided in this scenario, and her
statisticsare given separately. Oftentimestheirminds
will be stronger at the expense of theirphysical statis-
tics, because Ladder Walkers are usually unsure how
to properly tamper with an Ops' unusual genetic
make-up. Almost always, however, Ops are involved
with the most dangerous of missions, because they
are the most likely to fool or beat the Psychophants.
They are the heroes of the Beduuns.

Appearance: Beduuns look relatively human except
for their lack of eye balls, their extra thumb on each
hand, and their extra thumbs ou their prehensile feet.
Theyalso tend to spike or dye their hair so as to make

A

107

ScEnARIO THREE



A

108

SCENARIO THREE

Beduun

Val CHA Cost Roll Notes

15 STR 5 12-  200kg; 3'4d6 [2]
21 DEX 33 13- OCV:7/DCV:7
15 CON 10 1I2-

13 BODY 6 12-

10 INT = 0 11- PERRoll1l-

20 EGO 20 13- ECV:7

18 PRE 8 13- PREAttack3%d6
6 COM -2 10-

4 PD 1
4 ED 1
5 SPD 19 Phases 3, 5, 8, 10, 12
8 REC 4
36 END 3
35 STUN 7

Total Characteristics Cost: 115
Movement:  Running: 6"/12"  Swimming: 2"/4"

Powers & Skills

Combat Training:

Combat Levels: +1 Level w/ Hand-to-Hand Combat
(5)

Combat Levels: +1 Level w/ Ego Attack (3)

Combat Levels: +1 Level w/ Zero-G Combat (3)

Skilts & Pawers of all Beduuns:

Ego Attack 5d6, Invisible to al! Senses, can draw
either from personal END or END Reserve in
staff (88) (9]

Egan Staft: (OAF) HA +4d6 (6) [1]

Aid 10d6 1o Mental Powers, works on any mental
powers one at a time, powered by END Reserve
in staff, x2 END (25) [12]

END Reserve 900 END, 20 REC, REC only usable
when owner is concentrating at 0 DGV (50)
Hex-Mail: (1IF) Armor +9 PD, +9 ED, Act 12- (14)
Full Life Support, Costs END, Concentrate: 0 DCV,

Act 14-(12) 3]

Radar Scnse, 360 Dcgree Sensing (25)

Spatial Awareness (25)

Mind Link, other Beduuns only, one at a time (10)

Concealment, 11-(3)

Genetic Science, 8- (1)

KS: Beduun Culture and History, 11- (2)

KS: Psychophants, 11- (2)

Paramedic, 11- (3)

Security Systems, 8- (1)

Shadowing, 11- (3)

Stealth, 13- (3)

Survival, 11- (3)

Tactics, 8- (1)

Weaponsmith, 11- (3)

Skills & Powers of Punch Teams:

Ego Attack 11d6, Variable Advantage (up to a total
af +1), Uses Personal END or END Resetve in
staff, Invisible, Concentration: 0 DCV, Requires
Full Phase, First 5d6 Requires 2 Punch Team
Members that have trained together since
childhood, Next 3d6 RRequires 3 Members (-1 4),
The next 2d6é Requires 4 Members {-1 42), Last
1d6 Requires all 5 members (-2). END may draw
from any 1 of the team at a time (129) |42]

EB 12d6, Variable Advantage (up to a total of +44),
Personal END or END Reserve in staff, Linked to
EGO Attack, Concentration: 0 DCV, Requires
Full Phase, First 6d6 Requires 2 Punch Team
Members that have trained together since
childhood (-1), Next 36 Requires 3 Members (-
| ¥4), The next 2d6 Requires 4 Members (-1 %),
Last 1d6 Requiires all 5 members (-2), END may
draw from any | of the team at a time (45) | 16]

Skills & Powers of n Doorman:

FTL Travel 35 Rillion LY/Ycar, 1100 LY/Sec, Usable
against others, Area Effect (7 radius),
Continuous, Uncontrolled (Turned off by large
amounts of energy), Only allows 1 second of FTL
travel and everyone using it must go to same spot
predetermined by the Doorman, Act 14-,
Requires 1 turn to open, Cencentration: 8 DCV
(72)

Extra Dimensional Travel To Null Space, Personal
END or END Reserve in staff (+4), Usable
against others, Area Effect (7" radius),
Continuous, Uncontrolled (Tumed off by large
amounts of energy), Concentration: 0 DCV,
Linked to FTL Travel, Reqquires | turn to open,
Requires ENL) for beginning and end of FTL
travel (32) [10]

Navigation 19- (19)

SC: Astronomy 18- (9)

Skills & Powers of a Tel

Telepathy 8d6, AP, Personal END or END Reserve in
staff, Invisible, Concentration: 0 DCV (60) [9]

Add to Mind Link: Any Willing Target, 16 Targets
Total, Any Distance (30)

Tactics, 12- (5)

Navigation 12- (5)

Persuasion 13- (3)

Skills & Powers of a Ladder Walker:

Major Transformation 1d6 Humanoid to
Humanoid, Any slightgenetic alteration (+%4),
Cumulative, Personal END or END Reserve in
staff, Penetrating, AP, No Range, Concentration:
0 DCV, Requires Genetics Skill Roll at -5, counts
as a mental power for Mental Awareness and
Snowbirds (18) [4]

Detect Genetic/DDINA pattern, Sense, Discriminatory,
Range, +4 to PER Roll (23)

SS: Genetics 18- ()

§S: DNA 18- (9)

SS: Biology 14- (5)

SS: Biochemistry 14- (5)

§S: Micrabiology 14- (5)

SS: Bacteriology 14- (5)

§S: Orpanic Chemistry 14- (5)

§S: Zoology 14- (5)




Skills & Powers of a Shield:

Force Wall 20 PD, 20 ED over 20 Hexsides,
Hardened, Personal END or END Reserve in
staff, 4 END on First 10 PD, 10 ED, x2 END on
next 5 PD, 5 ED, x3 END on last 5 PD, 5 ED, Full
DCV on First 10 PD/ED, % DCV to turn on next
5 PD/ED, % DCV Throughout to maintain last 5
PD/ED, Ablative, Feedback (51) [5/14/27]

Mental Defense 15, Hardened, Ablative, Linked to
Force Wall, AE 8" (18)

Skills 8 Powers of a Buckler:

Force Field +22 PD, +22 ED, Hardened, Personal
END or END Reserve in staff, Half END on First
10 PD/ED, x2 END on next 6 PD/ED, x3 END on
last 6 PD/ED, Full DCV on First 10 PD/ED, ¥4
DCV to turn on next 6 PD/ED, ¥4 DCV
Throughout to maintain last 6 PD/ED, Ablative
(34) [2/6/12]

Mental Defense 20, Hardened, Ablative, Linked to
Force Field (12)

Disadvantages: 150+

Distinctive Features:
No eye balls, extra thumbs, hair spiked or mohawked
and brightly colored, etc., (10)
Enraged:
vs. Psychophants, 11-/11- (10)
Hunted by:
Psychophants, 11- (25)
U.S. Government Scientists, 11- (15)
Physical Limitation:
Blind (10)
Completely unfamiliar with Earth culture (20)
Psychological Limitation:
Hatred for Psychophants (15)
Consider non-psychic races inferior (10)
Paranoid (10)
Alien Bonus (varies)

their heads more terrifying to their enemies (similar
to war paint). The Hex-Mail looksenoughlikeskinto
make it inobvious from a distance, and it is usually
worn only on the upper torso as a vest or a shirt, and
then under loose robes. The Egan Stavesare about six
feet long, pitch black, and reflect no light.

Egan Staff

Egan Staves are organic tools that every Beduun
grows as their basic sidearm. The Egan Staves are
about six feet long, pitch black, and reflect no light.
These staves are made out of rigid psychic-sensitive
organisms thathave been genetically altered. When a
Beduun is born, he is given toys made out of these
psychic-sensitive organisms so that an early familiar-
ity with the material is established. By the time the
Beduun reaches the combat age (equivalent to the
human age of sixteen) they have gradually altered
their toys into an Egan Staff.

While any of these staves could be used by any
Beduun, each one has a subtle mental signature that
allows them to be identified by who made them.
Beduunshold tremendousimportance on thesestaves
for obvious reasons, and a Beduun without one (in

(4

normal Beduun society, not when enslaved) is con-
sidered useless and is treated with the social rights of
achild untilone can be fabricated (either as a firstor
as a replacement). Even great war heroes who come
backfromabattlewithout their stavesarerespectfully
ignored until they have had time to make a new staff,
after which time they receive all the gloryand honors
due to them.,

Psychophants are well educated on the importance
of Egan Staves, and as a general rule confiscate them
as soon as possible. The Psychophants do not usually
destroy them, however, both because it requires too
much effort (theyare DEF 10),and becausetheyhope
to figure out a way to use them as emergency “psy-
chic-energy” rations some day.

Hex-Mail

Beduun armor is called Hex-Mail, and is grown
from flat,hex-shaped organismsthat feed off the dead
skin cells, hair, and sweat of the body. These organ-
isms are very light, and remain flexible until their
“host” tenses up, at which time they tighten up to
become the hard body armor. Like the Egan Staves,
each Beduun becomes familiar with Hex-Mail early
on in life, wearing it from about age 4 on. The hex-
shaped organisms each have a life span of about a
year, and they are constantly dying and reproducing
to maintain themselves on the Beduun body.
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The Hex-Mail looks enough like skin to make it
inobvious from adistance, and it is usuallywern only
on the upper torso as a vest or ashirt, and then under
loose robes. Hex-Mail removed from thebodyhas no
means of transportation or eating,and will die and fall
apartwithinaweekofbeingseparatedfromits “host”.
Hex-Mail can be easily transferred from one person
to another, although human bodies are different
from Beduun bodies enough to require mineral
supplements to keep the armor from dying and fall-
ing apart after about 2 months,

Psychophants used to go through elaborate proce-
dures to remove this armor from Beduuns when they
were captured. [lowever, since most of the security
systems within the ship are unaffected by it, and since
it keeps Psychophants from having to worry about
Beduun hygiene problems, their current policy isjust
to leave it on them.

X’Chin

Background: X’Chin was born an Ops and began
specialized training almost from day one. The
Psychophants discovered her colony early on in
X’Chin’s life, however, and she grew up trying to
escape them on a planet filled with caves, She saved
and rescued many of her people, and
evenstolea Psychophant Hunter ship

she has not yet becn able to channel this power
through her Egan Staff, and has been forced to use
entirely her own END to power it. X’Chin also has the
ability to heal herself. This manifests itself automati-
cally when she is below 0 Body, keeping her from
losingany additional Body from injuries. Inaddition,
over extended periods of time, she can gradually
repair any damage and heal any wounds she has
suffered, bringing her up to at least stable condition.
When calculating the Body healed, roll the 10d6
Healing, and then apply the dice of healing 1 dieata
time (Highest to lowest) every hour for 10 hours.
Note thatsheisonlyat 2 DCV when initially starting
the power, not for the fulll 0 hours. Finally, a quirk in
the physical structure ofher legs allows her incredible
jumping ability, aided by a latent form of telekinesis.
Notealsothather Aidisslightlywcakerthanthenorm
for the race, as are a few of her physical statistics.

Appearance: X’Chin looks like any other Beduun
except that she wears bracers on each wrist and shin
made from the chitinous hide of a Psychophant. Her
head is bald except for 3 clumps of red-died spikes,
shehasseveral notable scarson her faceand arms, and
she has a birthmark in the shape of an 8 pointed star
over her right eye.

once before finally being captured.
She is very popular among the
Beduuns aboard the Psychophant
mother ship, and it was she who en-
gineered the escape and piloted the
stolen shuttle down to Earth,

Personality/Motivation: Like most
Beduuns, X’Chinlooksat everything
from a tactical standpoint to help in
the war against the Psychophants.
Sherealizes the tremendous pressure
on her to be a hero because she’s an
Ops, and she is constantly striving to
live up to the reputation. While she
also believes most otherlife forms are
inferior, she is willing to befriend
them if it somehow hurts the
Psychophants. She also admires and
respects otherswho for onereason or
another are also considered heroes.

Powers/Tactics: X’Chin’s power that
sets her apart from most of the other
Beduunsis her natural ability to gen-
erate an Electro-Magnetic-Pulse
(EMP) from her brain. This blast
destroys electronics, androids, com-
puters, and the like, while leaving
most other targets unharmed. Al-
though she has been trying for years,




X’Chin

Val CHA Cost Roll Notes

Disadvantages: 150+

15 STR 5 12-  200kg; 3d6 (2]
21 DEX 33 13- OCV:7/DCV:7
15 CON 10 12-

11 BODY 2 1I-

13 INT 3 12- PERRoll12-

18 EGO 16 13- ECV:6

18 PRE 8 12- PREAttack3'%d6
6 COM -2 10-

4 PD 1

3 ED 0

6 SPD 29 Phases 2, 4,6, 8, 10, 12
8 REC 4

33 END 4

40 STUN 15

Total Characteristics Cost: 127
Movement:  Running: 6'/12"  Swimming: 2"/4"

Powers & Skills

Combat Truining:

Cormnbat Levels: +1 Level w/ Hand-to-Hand Combat (5)

Combat Levels: +1 Level w/ Ego Attack (3)

Combat Levels: +1 Level w/ Zero-G Combat (3)

Skills & Powers of all Beduuns:

Ego Attack 5d6, Invisible to all Senses, can draw
either from personal END or END Reserve in
staff (88) [9]

Egan Staff: (OAF) HA +4d6 (6) [1]

Aid 8d6 to Mental Powers, works on any mental
powers one at a time, powered by END Reserve
in staff, x2 END (20) [10]

END Reserve 900 END, 20 REC, REC only usable
when owner is concentrating at 0 DCV (50)

Hex-Mail: (IIF) Armor +9 PD, +9 ED, Act 12- (14)

Full Life Support, Costs END, Concentrate: 0 DCV,
Act 14-(12) [3]

Radar Sense, 360 Degree Sensing (25)

Spatial Awareness (25)

Mind Link, other Beduuns only, one at a time (10)

Concealment, 13- (5)

KS: Beduun Culture and History, 11- (2)

KS: Psychophants, 11- (2)

Security Systems, 12- (3)

Shadowing, 11- (3), Stealth, 13- (3)

Survival, 12- (5), Tactics, 12- (3)

Op Skills & Abilities:

EMP: RKA 3d6, Penetrating, AE 25" Cone, Non-
Selective, 2 END, Fully Invisible, No Range,
Only vs. Electronics (45) [8]

Martial Arts—Staff Combat, Use Art with Staff; Staff
is default (12)

Maneuver OCV DCV Damage

Martial Throw +0 +1 7d6+v/5

Defensive Strike+0  +2 7d6

Martial Block +2 +2 Block, Abort

Healing Ability: Regeneration 1 BODY per Turn
Only works when below 0 BODY (3)

Healing Aid 10d6, Self Only, Requires 1 hour per die,
Concentration; ¥2 DCV (11) [5]

Superleap +10" (10) [1/5"], Breakfall 13- (3)

Electronics 8- (1), FAM w/Space Vehicles 8- (1)

Total Powers & Skills Cost: 373

Total Character Cost; 500

Distinctive Features:
No eye balls, extra thumbs, hair spiked or mohawked
and brightly colored, etc., (10)
Enraged:
vs. Psychophants, 11-/11- (10)
Hunted by:
Psychophants, 11- (25)
U.S. Government Scientists, 11- (15)
Physical Limitation:
Blind (10)
Completely unfamiliar with Earth culture (20)
Psychological Limitation:
Hatred for Psychophants (15)
Consider non-psychic races inferior (10)
Paranoid (10)
Alien Bonus (225)

Total Disadvantage Points: 500

Psychophant

Background: The Psychophant race evolved millions
of years ago from insect/mammal ancestors on a
planet on the other side of the galaxy. Their ancestors
originally drained mental energy from an empathetic
plantas a necessary supplement to their diet. As they
developed intelligence and technology, the need to
drain mental energy became an addiction, and soon
the empathetic plant had become almost completely
extinct. They failed to synthesize the plant, but did
manage to build a device capable of detecting mental
energyacross thecosmos, Once they had successfully
located a source of mental energy, they built massive
space-ships and headed out to the stars.

At first, every time the Psychophants would find a
race with psychic potential, they would attack with-
outmercy, often times committing genocide for afew
years worth of mental energy. Finally, they encoun-
tered the Beduuns—a psychic race who could not
only survive the draining of their mental powers, but
seemed to be an almost inexhaustible source of men-
tal powersaswell. Unfortunatelyforthe Psychophants,
the Beduuns were also the firstrace to escape and fight
back, and they have continued to do so for thelast two
thousand years.

Over time, the Psychophants have developed new
and improved technology to help fight and capture
the Beduuns, and they have at least managed to keep
a constant supply of the needed mental energy on
hand throughout theeons. The Beduunshave scored
a few victories as well, and it is rumored that at least
one Psychophantmother ship (out of hundreds) was
destroyed by them.

In the perpetual cat-and-mouse game across the
galaxy, the Psychophantshaveatlastdiscovered Earth,
and on atemporary stop have used their vast technol-
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ogy to convert humans into more of
their psychic cattle. Theynowintend
to convert as many humans as pos-
sible, stealwhatever military technol-
ogy they might not already have, and
then continue on their quest to com-
pletely enslave the Beduun race.

Quote: Psychophants communicate
and hear entirely in the Ultrasonic
level of sound, usually combining
extremely high pitched beeps and
chirpswithextraordinarily deep back-
ground hums. For the most part,
Psychophant communication en-
tirely escapes human hearing,

Personality/Motivation: Justas every
colony of Beduunseventually develop
their own personalities, so do each of
the Psychophant mother ships. As a
generalrule, Psychophantstreat their
addiction as a necessary part of life,
and are willing to sacrifice any other
raceor societyforit. Theyareruthless
whenit comes to their need for men-
tal energy, and use slaves as a sign of
their wealth and power. Their slaves
are used first for a source of mental
energy, and then for physical labor

while they slowly recover their psy-
chic powers.

Each Psychophant mother ship is a massive base
for hunting Beduuns, a giant factory for producing
weapons and new technology, and a complete self-
sustaining colony. While a great portion of their race
is devoted to the war against the Beduuns, they also
have groups of scientists, engineers, entertainers,
public servants, etc. in each ship.

Powers/Tactics: Psychophants have an unusual phy-
sique. Instead of sleeping, Psycho phants restbyrain-
ing mental cnergy and then going into a euphoric
coma-like state (the Drain Side Effect) for several
hours. They can go a few days without it (although
they prefer it every night) butbegin suffering physical
breakdown afterabouta week. Usually, if they don’t
drain any mental energy in over a week, they will put
themselvesinto suspended animation via their Simu-
late Death talent, to conserve on the amount of
mental encrgy available, After they begin suffering
damage for lack of mental energy, they becomehighly
prone tomad frenzies whenever they do sense mental
powers nearby.

Their hard chitinous natural armor protects them
from many attacks, while their pincers and claws
make effective weapons as well. Each Psychophant
carriesa fencekey, but these are kept track of by serial
number on an 8 hour regular inventory, and often
times when one is lost Beduun food rations will be
stopped until it shows up again. The standard side-

arm carried by Psychophant Security is their dis-
rupter pistol complete with one extra power battery.

Psychophants with combat experience that make
up the military portion of the race are called com-
mandos. They are generally in better shape than the
other Psychophants, betterattactics, flying, and track-
ing, and carry disrupter rifles and hand-held Psidars.

In combat, Psychophants rely first on their tech-
nology. Whenever in a berserk frenzy or otherwise
involved in hand-to-hand combat, they attack with
their Martial Grabs until they can hold a target secure
enough to claw them to death or Drain them of their
mental powers.

Appearance: Psychophants are bipedal, covered in
large black shiny plates, and about 5' tall. Their skulls
are transparent, revealing their trisectional brains,
and theirmouthsare lined with massiveblackpincers
protruding from the base of the skull. They have no
visible auditory, visual, or olfactory organs. Their
brainsseedirectly through theirskulls (forwardonly),
and the tissue of their skulls are sensitive enough to
register any scents or ultrasonic sounds nearby. Their
hands have only 3 thick, clawed {ingers {one acting as
a thumb), and their feet end in rounded fat stumps.
The only way for a non-Psychophant to tell a
Psychophant male from a female is by the colored
stripes on the males’ backs.



Psychophant

Val CHA Cost Roll Notes Disadvantages: 150+
21 STR 11 13- 400 kg; 4d6 [2] Dependence on:
23 DEX 39 14- OCV:8/DCV:8 Draining Mental Powers (Uncommon, 3d6 every
18 CON 16 13- week, 3d6 every year when in Simulate Death) (0)
12 BODY 4 11- Distinctive Features
10 INT 0 11- PERRoll 11-

15 EGO 10 12- ECV:5
15 PRE 5 12-  PRE Attack 3d6
4 COM -3 10-

18 PD 14
18 ED 14
6 SPD 27 Phases 2, 4,6, 8, 10, 12
8 REC 0
40 END 2
40 STUN 8

Total Characteristics Cost: 147

Movement:  Running: 6"/12"  Swimming: 2"/4"

Powers & Skills

Combat Training:

Combat Levels: +2 Levels w/ all Combat (16)

Martial Arts (16)

Maneuver OCV DCV Damage

Martial Grab -1 -1 41 STRGrab

Offensive Strike -2 +1 10d6

+2 DC w/Martial Arts (Already added in)

Abilities, Skills, & Equipment of all Psychophants:

Armor +8 PD, +8 ED (24)

Claws: HKA 2x1d6 (2x1%d6 w/ STR), Reduced
Penetration (24) [3+]

Psi Drain: Drain 7d6 Return 5 Points/5 Hours),
Affects one mental powers at a time, Continueus,
Penetrating, Concentration: 0 DCV throughout,
Extra Time: +1 Phase, 4 Charges, Act 14-, Side
Effect (Drain 3d6 Stun, 4d6 END, 1d6 STR, and
1d6 PRE from user, returns at a rate of 5 points/S
hours) (58) [4c]

Computer Programming 11- (3)

Concealment, 11~ (3)

Contortionist 14- (3)

Double Jointed (3)

Electronics 11- (3)

KS: Beduuns, 11- (2)

KS: Psychophant Culture and History, 11- (2)

Mechanics 11- (3)

Mental Awareness (3)

Simulate Death (3)

Trans FAM w/ Space Vehicles (1)

Stealth, 14- (3)

Tactics, 8- (1)

Tracking 11- (3)

Ultrasonic Hearing (3)

Weaponsmith, 11-(3)

Fence Key (See Equipment Description) (8)

Security Equipment:

Digrupter Pistol: EB 10d6 , AP, OAF (Pistol), 2 Clips

of 8 Charges, Jam 15> (25) | 2x8c]
Commando Bquipment & Training:

Disrupter Rifle: EB 12d6 , AP, OAF (Rifle), 2 Clips of
12 Charges, 15> Jam (33) [2x12¢]

Psidar (Hand-Held) (Sce Equipment Description)
(21)

Combat Pilot 14- (3)

Tactics 12- (+2), Tracking 12- (+2)

Transparent Skulls, Trisectional Brains, Pincers,
Natural Exoskeleton etc.
Enraged:
when deprived of Draining Mental Powers, 11-/ 8-
(10)
Hunted by:
Beduuns, 8- (5)
U.S. Government Scientists, 11- (15)
Physical Limitation;
Completely unfamiliar with Earth culture (20)
Deaf except for Ultrasonic Hearing (10)
Psychological Limitation:
Hunts Beduuns (15)
Hatred for Beduuns (15)
Overconfidence (15)

Villain Bonus (Varies)

Grog
(Psychophant First Sergeant)

Personality/Motivation: Grog is essentially in charge
of disciplining all the slaves aboard the mother ship.
He makes all the rules concerning their rights and
punishments, and heis completely ruthless about his
business. As might be expected, he is the most hated
of all Psychophants among both Beduuns and hu-
mans. He treats humans even worse than he does the
Beduuns because he does not believe then worthy
opponents nor particularly intelligent.

Grog has not been deprived of draining mental
encrgy foras long as he can remember, and being as
violent tempered as he is, he would probably go
insane if it ever happened even for one day. He does
nothave many Psychophant friends, and getgalmost
all of his happiness from harassing Beduuns.

Powers/Tactics: Grog has a massive electronic gen-
erator on his forearm that allows him to fire a small
lightning bolt eight times per day. He uses this when
slaves are being particularly unruly, as a self-defense
weapon,and whenever heisin abad mood. Note that
it has no cffect on Psychophants because their armor
protects them, and ithas to be carefully aimed ag the
bare skin of Beduuns in order for the blast not to be
absorbed by their Hex-Mail armor.

Appearance: Grogis 5'5" tall-—large by Psychophant
standards—-and relatively muscular, He always wears
his silver forearm stunner on his leftarm, and usually
has 2 or 3 slave attendants with him at all times.
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Val CHA Cost Roll Notes

30 STR 20 15- 1600 kg; 6d6 [3]
26 DEX 48 14- OCV:9/DCV:9
25 CON 30 14-

15 BODY 10 12-

16 INT 6 12- PERRoll12-
18 EGO 16 13- ECV:6

25 PRE 15 14- PRE Attack5d6
4 COM -3 10-

Total Characteristics Cost: 212

Powers & Skills

25 PD 19
25 ED 20
6 SPD 24 Phases 2, 4, 6, 8, 10, 12
1. REC O
50 END O
50 STUN 7

Movement: Running: 6'/12"  Swimming: 2"/4"

Combat Training:

Martial Arts (16)

Maneuver OCV DCV Damage
Martial Grab -1 -1 50 STR Grab
Offensive Strike -2 +1 12d6

Martial Throw 0  +1 8d6+v/5
Martial Escape 0 0 55STR Escape
+2 DC w/Martial Arts (Already added in)

Combat Levels: +3 Levels w/ all Combat (24)

Grog (Psychophant First Sergeant)

Abilities, Skills, & Pquipment of all Psychophanis:

Armor +10PD, +10 ED (30)

Claws: HKA 2x1d6 (2x2d6 w/ STR), Reduced
Penetration (24) [3+]

Psi Drain;: Drain 7d6 Return 5 Points/5 Hours),
Affects onc mental powers at a time, Continuous,
Penetrating, Concentration: (0 DCV throughout,
Extra Time: +1 Phase, 4 Charges, Act 14-, Side
Effect (Drain 3d6 Stun, 4d6 END, 1d6 STR, and
1d6 PRE from user, returns at a rate of 5 points/5
hours) (58) [4c]

Mental Awareness (3)

Ultrasonic Hearing (3)

Computer Programming 12- (3)

Concealment, 13- (5)

Contortionist 14- (3), Double Jointed (3)

Electronics 13- (7)

KS: Beduuns, 11- (2)

KS: Psychophant Culturé and History, 11- (2)

Mechanies 12- (5)

Simulate Death (3)

Trans FAM w/ Space Vehicles (1)

Stealth, 15- (5)

Tactics, 13- (5)

Tracking 14- (7)

Weaponsmith, 13- (7)

Fence Key (See Equipment Description) (8)

First Sergeant Equipment & Abilities:

resistant ED) or some form of insulation), OAF, 8
Cliarges, Does not work in water, Beam attack
only (no spread/bounce, full force only),
Reduced by Range (30) |8c|

Mental Defense: 14 (10)

Psidar {Hand-Held) (See Equipment Description) (21)

Conibat Pilot 15- (5)

Interrogation 14- (3)

Total Powers & Skills Cost: 299

Total Character Cost: 511

Disadvantages: 150+

Berserk:
when deprived of Draining Mental Powers, 14-/ 8- (25)
Dependence on:
Draining Mental Powers (Uncammon, 3d6 every
week, 3d6 every year when in Simulate Death) (0)
Distinctive Features
Transparent Skulls, Trisectional Brains, Pincers,
Natural Exoskeleton etc,
Hunted by:
Beduuns, 8- (5)
U.S. Government Scientists, 11- (15)
Physical Limitation:
Completely unfamiliar with Earth culture (20)
Deaf except tor Ultrasonic Hearing (10)
Psychological Limitation:
Hunts Beduuns (15)
Hatred for Beduuns (15)
Overconfidence (15)
Vengeful (10)
Watched by:
the Captain, 14- (15)
Villain Bonus (198)

Total Disadvantage Points: 511



Kzak (Psychophant First Officer)

Val CHA Cost Roll Notes

28 STR 18 15-  1200kg; 5%4d6 [3]

24 DEX 42 14- OCV:8/DCV:8
24 CON 26 14-

14 BODY 38 12-

18 INT 8 13-  PERRoll 13-

21 EGO 22 13- ECV:7
27 PRE 17 14- PRE Attack5d6
4 COM -3 10-

23 PD 17
23 ED 18
6 SPD 26 Phases 2, 4, 6, 8, 10, 12
12 REC 2
48 END 0
50 STUN 10

Total Characteristics Cost: 213
Movement: Running:6"/12" Swimming: 2"/4"

Powers & Skills

Combat Training:

Combat Levels: +3 Levels w/ all Combat (24)

Martial Arts (16)

Maneuver OCV DCV Damage

Martial Grab -1 -1 48 STR Grab

Offensive Strike -2 +1  12d6

Choke Hold -2 0 3d6NND

Martial Disarm -1  +1 +48 STR Disarm

+2 DC w/Martial Arts (Already added in)

Abilities, Skills, & Equipment of all Psychophants:

Armor +9 PD, +9 ED (27)

Claws: HKA 2x1d6 (2x2d6 w/ STR), Reduced
Penetration (24) [3+]

Psi Drain: Drain 7d6 Return 5 Points/5 Hours),
Affects one mental powers ata time, Continuous,
Penetrating, Concentration: 0 DCV throughout,
Extra Time: +1 Phase, 4 Charges, Act 14-, Side
Effect (Drain 3d6 Stun, 4d6 END, 1d6 STR, and
1dé PRE from user, returns at a rate of 5 points/5
hours) (58) [4c]

Mental Awareness (3)

Ultrasonic Hearing (3)

Computer Pregramming 15- (7)

Concealment, 13- (3)

Contortionist 14- (3)

Double Jointed (3)

Electronics 13- (7)

KS: Beduuns, 11- (2)

KS: Psychophant Culture and History, 11- (2)

Mechanics 11- (3)

Simulate Death (3)

Trans FAM w/ Space Vehicles (1)

Stealth, 15- (5)

Tactics, 14- (5)

Tracking 14- (5)

Weaponsmith, 13- (7)

Fence Key (See Equipment Description) (8)

First Officer Skills & Equipment
Whip: {OAF)
Entangle 4d6, DEF 5, Entangle and character
both take damage, 2" Range (22) (5]
EB 5d6 , 2" Range, No KB (10 [5]
Encrgy Bracer: (OAF)
Missile Deflection vs. all Ranged Attacks, +3
OCV), Will not work in water (12) [3]
Mental Defense: 9 (5)
Power Defense: 5 (5)
Combat Pilot 16- (7)
Deduction 14- (3)
Interrogation 14- (3)
KS: Earth Culture 8- (1)
Persuasion 14- (3)
Trading 14- (3)
Total Powers & Skills Cost: 305

Total Character Cost: 518

Disadvantages: 150+

Dependence on:
Draining Mental Powers {Uncommon, 3d6 every
day, 3d6 every week when in Simulate Death) (5)
Distinctive Features
Transparent Skulls, Trisectional Brains, Pincers,
Natural Exoskeleton etc.
Enraged:
when deprived of Draining Mental Powers, 11-/ 8-
(10)
Hunted by:
Beduuns, 8- (5)
U.S. Government Scientists, 11- (15)
Physical Limitation:
Completely unfamiliar with Earth culture (20)
Deaf except for Ultrasonic Hearing (10)
Psychological Limitation:
Hunts Beduuns (15)
Hatred for Beduuns (15)
Honorable (20)
Overconfidence (15)
Reputation:
among Slaves as honorable, 11- (10)
Watched by:
the Captain, 14- (15)
Villain Bonus (198)

Total Disadvantage Points: 518
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(Psychophant First Officer)

Personality/Motivation: Kzakis not only the assistant
to the Captain of the mother ship, but she is the
ambassador to the humans as well. She is the final
word on disputes between Psychophants when the
Captain is busy, and it is she who has worked so
closely with Ra to help set up his operation over the
last few years. She has taught herself English, but still
requires a computer to change the frequency back
and forth to whereshecanhearhumans and humans
can hear her.

While she has no concern for the feelings of the
slaves aboard ship, she does have a head for how
valuable they are,and often keeps Grog from injuring
orkillingthem. Sheisalittlelessinterested inhumans,
however, and just trics to keep them alive most of the
time.

Sheisalso in charge of Psychophant discipline,and
is just as likely to use her whip on a Psychophant asa
slave. Relatively speaking, however, she is fairly well
liked among the Psychophants, and respected (and

hated) among the slaves. She takes her job aboard

A ship very seriously, and to avoid trouble she has
developed aremarkably honorableattitude. Herword

116 isher bond {even when dealing with humanslike Ra),
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and she tries never to take advantage of a situation.
Over the years she has become more addicted to
mental energy than most, and she must haveit every
night or she will take damage.

Powers/Tactics: Kzak keeps a 12 foot long metallic
whip with her atall imes, and a large metal bracer on
her left forearm. The whip is designed almost exclu-
sively for causingpain,and doesnot makeavery good
combat weapon. She has gotten very proficient at
using it to lasso or grab oppeunents over the years,
however. The bracer on her arm can generate small
ficlds ofenergy for short periods oftime whenever she
flexes her arm. This energy shield can act to deflect
incoming attacks ranging from lasers to arrows as
long as she sees them coming and is quick enough to
activate the shield.

Appearance: Kzak is 5' 8" tall, but rather lanky for a
Psychophant. Shekeepsher metallicwhip around her
waist as a belt when not in use, and she is always
wearing her energy bracer. When active, the energy
shield appears as a shimmering translucent circle
about 2' wide coming from the bracer.

Lam-Par
(Psychophant Captain)

Personality/Motivation: Lam-Par hasbeen theleader
of this mother ship as long as anyone can remember.
He has had twelve First Sergeants, tive First Officers,
and literally hundreds of attempts on hislife. He is by
far the oldestPsychophant anyone has ever heard of,
and his command is unquestioned within the ship.
Hehasbecomegradually senile andremarkablypara-
noid over the decades, and he has also become as
addicted as Kzak to mental energy.

Hebelieves he has survived this long because of his
incredible caution, and whenever he isn't planning
long range goals for his mother ship, he is constantly
searchingfor Beduunassassinsor rebellion, andcheck-
ing to see if the ship is still in working condition.

Lam-Par usually lets Kzak handle the affairs of the
ship, although he is constantly checking up on her
withouther knowing. He is much more friendly with
Grog, and he is oblivious to the fact that Kzak is
actually a much more loyal and competent worker.
Sometimes his paranoia extends to members of his
own race, and he will have a Psychophant killed on
trumped up charges of treason.

He hasalsodevoted asignificant amount of hislife
to having the scientists aboard the ship alter and
improve his body. He is sure the Beduuns are con-
stantly finding new ways to attack him, and wants to
be reacly for whatever they throw at him, He has had
transplants, genetic alterations, and bionic replace-
ments done to himself, and he will probably continue
doing so until he dies.



Hehas never left the mother ship, although he has
studied all Kzak’s notes on Earth and the English
language. He spends many an hour talking to the
mother ship’s computer (much to its dismay) about
possible futurc conquests, about ways to further ge-
netically enhance his own body, and about affairs
within the ship.

Lam-Par keeps himself surrounded with a circleof
bodyguards,and demands complete perfection from
them, These eight Commandos are fanatically loyal
to him, and he has been known to kill them with his
bear hands whenever an assassination attempt actu-
ally comes close to hitting him.

Lam-Par has developed such a hatred and para-
noia of Beduuns over the years, that he would kill
them all instantly if he could figurc out how to keep
their mental cnergy. If it ever looks like a successful
rebellion could turn his ship over to the Beduuns (or
worseyet, geneticallyunderdevelopedhumans), than
he will gostraightto the ship’senginesor computerto
sctthe self-destruct mechanisr. He would rather see
all the Beduuns die than admit defeat to them.

Powers/Tactics: There are several reasons Lam-Par
has survived all the Beduun assassination attempts
throughout time. When he was young it was his wit

and skill that evaded them, but over time he has had
improvements surgically or chemically added to his
body, making himmuch harder to kill. Hisarmor has
been reinforced considerably, although it is much
morebrittle and prone to cracking than it used to be.
Glands that secrete foul acids were added below his
pincers,and he has been genetically altered to regrow
an extra set of arms that most Psychophants lose in
infancy. Hisbody has always had remarkable healing
abilities which have been enhanced over the years,
and heis now even capable of hearing into the Radar
frequency thanks to a few cybernetic adjustments.
After years of research, his scientists were also able to
construct a crown for him that jams Mind Scans,
Radar, and Spatial Awareness. This crown took sev-
eral decades and enormous amounts of resources to
construct, however, and will very probably remain
one of a kind (Itis Unbreakable by anything but the
extreme heat of say a nuclear reactor).

In combat, Lam-Par prefers to grapple with his
four enormous arms and then mangle opponents
with his pincers while covering them in acid. He
carries no weaponry, and prefers to let his minions
fightfor him. If faced with a severe combat disadvan-
tage, he will burrow through the walls of the ship,
caving them in behind him and counting on his
Invisibility to Radar, Spatial Aware-
ness, and Mind Scan to hide him

from attackers. He also can hear the
Radar emissions constantly given off
by Beduuns, and uses this to detect
their approach.

Notethatwith his Damage Reduc-
tion, Regeneration, and incredible
defenses, Lam-Par will be virtually
impossible tokill quickly. Heisaware
how long he can last in combat, and
will take advantage of this if it looks
like staying around a few more sec-
onds could really change the course
of a battle.

Appearance: Lam-Par is over 6' tall,
and fat enough to look like a giant
armored beetle. His extra setofarms
areas massiveas the originals,and he
wears a glowing crown of electronics
and energy upon his head.
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Lam-Par (Psychophant Captain)

Val CHA Cost Roll Notes

35 STR 25 13- 3200 kg; 7d6 [4]
25 DEX 45 14- OCV:8/DCV:8
28 CON 36 13-

20 BODY 20 11-

23 INT 23 11- PERRoll14-

22 EGO 24 12- ECV:7

35 PRE 25 12- PRE Attack 7d6
4 COM -3  10-

25 PD 18
25 ED 19
7 SPD 35 PHA2,4,6,7,9,11,12
13 REC 0
56 END 0
60 STUN 8

Total Characteristics Cost: 265
Movement:  Running: 8/16"  Swimming: 2"/4"

Powers & Skills

Combat Training:
Combat Levels: +3 Levels w/ all Combat (24)
Martial Arts {16)
Maneuver OCV DCV Damage
Martial Grab -1 -1  +555TR Grab
Offensive Strike -2 +1  14d6
+2 DC w/Martial Arts (Already added in)

Abilities, Skills, & Equipment of all Psychophants:

Psi Drain: Drain 7d6 Return 5 Points/5 Hours),
Affects one mental powers at a time, Continuous,
Penetrating, Concentration: 0 DCV throughout,
Extra Time: +1 Phase, 4 Charges, Act 14-, Side
Effect (Drain 3d6 Stun, 4d6 END, 1d6 STR, and
1d6 PRE from user, returns at a rate of 5 points/5
hours) (58) [4c)

Mental Awareness (3)

Ultragonic Hearing (3)

Computer Programming 15- (5)

Concealment, 14- (3)

Contortionist 14- (3)

Double Jointed (3)

Electronics 12- (5)

KS: Beduuns, 12- (3)

KS: Psychophant Culture and History, 12- (3)

Mechanics 11- (3)

Simulate Death (3)

Trans FAM w/ Space Vehicles (1)

Stealihy, 14- (3)

Tactics, 17- (9)

Tracking 14- (3)

Weaponsmith, 11- (3)

Fence Key (See Equipment Description) (8)

Captain’s Skills & Abilities:

Armor +18 PD, +18 ED, Ablative (27)

Claws: HKA 2d6 (4d6 w/ STR) (30) [3+]

Acid: EB 4d6 AP, No Range, Linked to HKA (15) [3]

Mental Defense: 12 (8)

Power Defense: 8 (8)

Regeneration: 1 BODY per Turn (10)

Damage Reduction 25% Non-Resistant Physical &
Energy (20)

Extra Limbs: 4 Arms (5)

Clinging (10)

Tunneling 4" though DEF 11, Close tunnel behind,
x3 END (30) [3/5"]

Running +2" (4) [1/5"]

Knockback Resistance: -3 (6)

High Range Radio Ilearing, Only vs. Radar (10)

Crown of Hiding: (OAF)
Invisibility to Mind Scan, Spatial Awareness,
and Radar, 0 END, Persistent, Won’t work in
water (18) [0]

KS: Earth Culture 8- (10 English,
Basic Conversation) (1)

Navigation 17- (9)

Oratory 16- (3)

Persuasion 17- (5)

Total Powers & Skills Cost: 391

Total Character Cost: 656

Disadvantages: 150+

Dependence on:
Draining Mental Powers (Uncommon, 3d6 every
day, 3d6 every week when in Simulate Death) (5)
Distinctive Features
Transparent Skulls, Trisectional Brains, Pincers,
Natural Exoskeleton etc.
Enraged:
when deprived of Draining Mental Powers, 11-/ 8-
(10)
Hunted by:
Beduuns, 11- (10)
U.S. Government Scientists, 11- (15)
Physical Limitation:
Mostly unfamiliar with Earth culture (15)
Deaf except for Ultrasonic Hearing (10)
Psychological Limitation:
Hunts Beduuns (15)
Hatred for Beduuns (15)
Overconfidence (15)
Paranoid (20)
Vulnerability:
2x STUN from Electricity (10)
2x STUN from Poison/Chemical Attacks (20)
Villain Bonus (220)

Total Disadvantage Points: 656
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Vehicle Descriptions
Psychophant Shuttle

Computer System:
Val CHA Cost Roll Notes Val CHA Cost
60 STR 0 21- 100tons 25 INT 15
20 BODY 0 13- 21 DEX 33
14 DEF 36- 5 SPD 19
21 DEX 33 13- OCV:7/DCV:7 ,
s SPD 19 Phases 3,5, 8, 10, 12 Powers & Skills;

Total Characteristics Cost: 88
Movement:  Flight: 25"/800"  FTL: 4 LY/Year

Powers & Skills

Disrupter Cannon: (OIF)
RKA 3d6, Penetrating, AE 1 Hex, Bulky, Only fires in
frontal 60° Arc (-%4) (36) [9]

Flaming Pences: x2, AE 35", any shape, see Equipment
Description (69)

Small Snowbird Generator, 30" Radius, see Equipment
Description (90)

Invisibility to Radar & Sonar, IIF, Bulky, Full phase to
activate (11) [3]

Vehicular Psidar, see Equipment Description (31)

No Ground Movement (-12)

Size Increase 10"x5", DCV -6, -10" KB, Mass 100 tons (50)

Flight 25", x32 NonCbt Multiple; 1500 MPH (70)

FTL Travel 4 LY/Year (14)

Radar Sense, OIF, Bulky (7)

High Range Radio & TV Hearing and Transmission
OIF, Bulky (5)

IR Vision, OIF, Bulky (2)

UV Vision, OIF, Bulky (2)

+26 Telescopic Sense for Sight & Radio Sense Group
OIF, Bulky, Counters Range Mads to 32,000 or 37
Miles (38)

Life Support: Sealed Systems, Immune to Radiation,
Heat, Cold, Vacuum (19)

Batteries: Two 60 END Batteries with 20 REC, OIF,
Bulky (18)

Combat Pilot 13- (3)

Computer Programming 14- (3)

Cryptography 14- (3)

Electronics 12- (5)

KS: (All on 12-), Galaxy, Solar System, Psychophant
Ships, Beduuns, Earth (15)

Mechanics 12- (5)

Navigation 14- (9)

Paramedic 14- (3)

Security Systems 14- (3)

Sensors Operation 14- (3)

SS: (All on 12-), Math, Physics, Nuclear Physics (9)

Trans FAM w/Starships (1)

Universal Translator 14- (20)

Programs
Pilot Ship From A to B (Navigation) (1)
Diagnose Malfunction (Sciences, Electronics,

Mechanics) (1)

Translate Language (Universal Translator) (1)
Monitor Systems (Securily Systems) (1)
Diagnose Injury (Paramedic) (1)
Decode/Encode Message (Cryptography) (1)
Search Reference Material (KS & SC) (1)

Disadvantages: 150+

Watched by;
Mother Ship, 8- (10)

Hunted by
U.S. Government Scientists, 11- (15)

Bonus: 520
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Psychophant Shuttle

PsycliophantShuttles wereoriginally
designed as troop transports, but have
since been modified to carry mindless
human psychics to the mother ship
and rainerals, technology, and weap-
ons back to Earth, When transporting
psychics, both the Snowbird Genera-
tor and one of the Flaming Fences are
keptonatalltimes. The Flaming Fence
is shaped to form individual cells in-
side the shuttle, separating the prison-
ers. Note that while the Snowbird Gen-
erator dampens mental powers, the
Mental Defense generated by it will
also providesomesmall defenseagainst
some of the [laming Fence’s effects.
Theshutteisarmed withasinglesmall
disrupter cannon thatcan fireonlyina
60°arcdirectly in frontof theship. The
shuttle comes with the standard jam-
mers that make it invisible to Radar
and Sonar, and is the fastest of the 3
types of Psychophant small craft when
traveling in the vacuum of space,

The Eliminator

The Eliminator is the primary warship against the
Beduuns. it is designed primarily to cause death and
destruction rather than take prisoners. It comes
equipped with five racks of eight Psi-Seeker missiles
and 2 heavy disrupter cannons that fire in the right
front and left front 60° arc of the ship. In addition to
the standard Radar/Sonar jammers, these ships have
been equipped with an EW/X-Ray emitter that de-
stroys film and sends false signals to video cameras.
The primary attack tactic used with these ships is to
detect the Beduuns (or human Psychics) from as far
away as possible, zoom in and saturate the wholearea
with Anti-Psi mines, and then close with Psi-Seeker
missiles and the disrupter cannons. The Snowbird
generators cover a 120" radius sphere, and the flam-
ing fences are primarily used to either create holding
cellsor asa type of damage shield around the surface
of the ship. This ship is by far the fastest and most
maneuverable inan ahmesphere, and also the biggest
of the 3 types of Psychophant small craft.

.. RUGGELS 94




Psychophant Eliminator

Computer System:
Val CHA Cost Roll Notes Val CHA Cost
720 STR 0 23- 400tons 25 INT 15
22 BODY 0 13- 21 DEX 33
20 DEF 54 7 SPD 39
21 DEX 33 13- OCV:7/DCV:7 Powers & Skills;

7 SPD 39 PHA2,4,6,7,9,11,12
Total Characteristics Cost: 88

Movement:  Flight: 70"/1120"  FTL: 1 LY/Year

Powers & Skills

Disrupter Cannon: (OIF)
Two RKA 4%2d6, Penetrating, AE 1 Hex, %2 END
Cost, Bulky, Only fires in frontal 60° Arc (68) [8]
Psi-Seeker Missiles: (OAF)
5 Racks of 8 Psi-Seeker Missiles: RKA 4d6,
Explosion, Penetrating, AF 5, No Range Penalty,
Extra Time: +1 Phase, Additional Phase between
each Autofire shot (-% on autofire), Autofire can
only hit once (-1 % on autofire), May only be
fired at detected psychics (-1), 8 Racks of 5
Missiles, Bulky, Act 14- (36) [8x5c¢]
Flaming Fences: x2, AE 35", any shape, see Equipment
Description (69)
Large Snowbird Generator with Anti- Photograph, see
Equipment Description, 120"r (105)
Vehicular Psidar, see Equipment Description (31)
No Ground Movement (-12)
Size Increase 16"x8", DCV -8, -12" KB, Mass 400 tons
(60)
Flight 70", x16 NonCbt Multiple; 3000 MPH (155)
FTL Travel 1 LY/Year (10)
Invisibility to Radar & Sonar, IIF, Bulky, Extra Time: +1
Phase to Activate (11)
Radar Sense, OIF, Bulky (7)
High Range Radio & TV Hearing and Transmission
OIF, Bulky (5)
IR Vision, OIF, Bulky (2)
UV Vision, OIF, Bulky (2)
+26 Telescopic Sense for Sight & Radio Sense Group
OIF, Bulky, Counters Range Mods to 32,000" or 37
Miles (38)
Life Support: Sealed Systems, Immune to Radiation,
Heat, Cold, Vacuum (19)
Batteries:
Two 140 END Batteries with 20 REC, OIF, Bulky,
REC is only 10 when Flaming Fence is on (19)

Combat Pilot 13- (3)

Computer Programming 14- (3)

Cryptography 14- (3)

Electronics 12- (5)

KS: (All on 12-), Galaxy, Solar System, Psychophant
Ships, Beduuns, Earth (15)

Mechanics 12- (5)

Navigation 14- (9)

Paramedic 14- (3)

Security Systems 14- (3)

Sensors Operation 14- (3)

§S: (All on 12-), Math, Physics, Nuclear Physics (9)

Trans FAM w/Starships (1)

Universal Translator 14- (20)

Programs

Pilot Ship From A to B (Navigation) (1)

Diagnose Malfunction (Sciences, Electronics,
Mechanics) (1)

Translate Language (Universal Translator) (1)

Monitor Systems (Security Systems) (1)

Diagnose Injury (Paramedic) (1)

Decode/Encode Message (Cryptography) (1)

Search Reference Material (KS & SC) (1)

Hunt Target (Tracking & Sensors Operation) (1)

Seek & Destroy Target (Combat Pilot, Ships
Weapons) (1)

Disadvantages: 150+

Watched by:

Mother Ship, 8- (10)
Hunted by

U.S. Government Scientists, 11- (15)
Bonus: 820
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U.S.S. Prometheus

Val CHA Cost Roll Notes

Disadvantages: 150+

55 STR 0 20- 50 tons
19 BODY 0 13-

10 DEF 24
13 DEX 9 12- OCV:4/DCV:4
4 SPD 12 Phases3,6,9,12

Total Characteristics Cost: 45

Movement:  Flight: 25"/200"
FTL: 1 LY/Year

Ground: 6"/12"

Powers & Skills

Size Increase 8"x4", DCV -6, -9" KB, Mass 50 tons (45]
Flight 25", x8 NonCbt Multiple; 300 MPH (60)
Flight: +20", x16 NonCbt Multiple (+475 MPH), 2

Continuing Charges, each last for 5 minutes, OAF
(External Fuel Tanks), Bulky (22)

FTL Travel | LY/Year, Jam 15>; Must Reactivate every
hour, +1 Phase Lo Activate (3)
Radar Sense, OIF, Bulky (7)
High Range Radio & TV Hearing and Transmission
OIF, Bulky (5)
+24 Telescopic Sense for Sight & Radio Sense Group
OIF, Bulky, Counters Range Mods to 16,000" or 18.5
Miles (38)
Life Support: Sealed Systems, Immune to Radiation,
Heat, Cold, Vacuum (19)
Flash Defense: 5 (5)
Rail Gun: (OAF)
RKA 5d6, AP, Jam 15>, Fires on
same horizontal level only, 30
Charges, Bulky (35) [30c]

Computer System:
Val CHA Cost
18 INT 8
13 DEX 9
4 SPD 17

Powers & Skills;

KS: Solar System 12- (3)
KS: Music 11-(2)
KS: Movies 8- (1)
KS: Video Games 8- (1)
§S: Math 11- (2)
Navigation 11- (3)
Electronics 11- (3)
Mechanics 11- (3)
Sensors Operation 13- (3)
Trans FAM w/ Starships (1)
Programs
Pilot Ship From A to B in Normal
Space (Navigation) (1)
Activate FTL Drive (Math, Solar
System, Navigation) (1)
Diagnose Malfunction (Electronics,
Mechanics) (1)
Search Reference Material
(KS&SC) (1)
Show Entertainment (KS) (1)

Distinctive Features:
One of a kind (15)

Public ID (10)

Watched by:
U.S. Government, 14- (15)

Bonus: 146

U.S.S. Prometheus

The U.S.S. Prometheus is an experimental shuttle
rapidly altered to fit the new technology found in the
crashed Psychophant Shuttle. It uses the 2 external
fuel tanks for the extra thrust needed to escape the
Earth’s gravity, and then drops them off above the
atmosphere. The FTL travel is not installed perfectly,
and the computer software that accompanies it is
questionable. After everyhour the FTL travelisactive,
the ship must stop and recalculateits course. The 14-
Activationrollmustbe made everyhour, and afailure
indicates 1d10 wasted minutes torecalculate dataand
correct course errors, This time can be halved if
heroes wish to override the computer and (success-
fully) use their own Math, Navigation, and Solar




System knowledge. Failing to make the skill rolls
necessary to override the computer will double these
times. The ship is armed with a large Rail Gun for
defense, and has back-up life support system in case
the first is damaged. For the comfort of the passen-
gers, an entertainment centeris also provided, aswell
as tinted windows for comfortably observing the
cosmos.

ATA
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Equipment Descriptio

Thereareseveral pieces of special equipmentasso-
ciated with the Psychophants. They are covered in
this section.

Snowbird Generator (Mother Ship)

Suppress 20d6, Affects all Mental Powers (+2), Area
Effect 120" (+1 %), 0 END, OAF, Bulky, 5 Minutes
to activate (111)

Snowbird Generator (Standard/Large)

Suppress 20d6 Suppress, Affects all Mental Powers (+2),
Area Effect 120" (+1 %), OAF, Bulky, 1 Continuous
Charge lasts for 5 hours, 5 Minutes to activate, Act
14- (90)

Mental Defense: 20, Area Effect 64" (+2), OAF,

Bulky, 1 Continuous Charges lasts for 5
hours, 5 Minutes to activate, Linked (12)

Invisibility (Normal Sight), OAF, Bulky, 1 Continuous
Charge lasts for 5 hours, five minutes to activate,
Linked, Only works vs. cameras (3)

Snowbird Generator (Small)

Suppress 20d6, Affects all Mental Powers (+2), Area
Effect 30", OAF, Bulky, | Continuous Charge lasts
for 1 day, 5 Minutes to activate, Act 14- (84)

Mental Defense (10), Area Effect 16" (+2), OAF, Bulky,

I Continuous Charge lasts for 1 day, 5 Minutes to
activate, Linked (6)

Invisibility (Normal Sight), OAT, Bulky, 1 Continuous
Charge lasts for 1 day, five minutes to activate,
Linked, Only works vs. cameras (-2) (3)

Snowbird Generators are designed to reduce the
psychic powers of the Psychophants’ enemics. They
are called Snowbirds because they almost always
cancel Mind Links and Telepathy, and the Beduuns
literally receive images of pure white when these
powers are canceled. The generators also produce a
smaller field of mental protection that help shield
against mental attacks. This field is smaller because
the Psychophantsdon’twantit protectingthe Beduuns
as well. The mother ship does not utilize the mental
protective field at all for this very reason.

The EW/X-Ray Emitter has been recently added as
partof the Anti- Photograph package to Psychophant
Hunters and Eliminators. It successfully interferes
with film and video cameras, causing Psychophant

ships to appear as dark splotches or static interfer-
ence. While humans can still see the ships normally,
the ships cannotbe captured onregular film or video
while this jammer is operating, Note that video and
film cameras will still pick up sound regularly, and
any camera loaded with IR or UV sensitive film or
sensors will work regularly as well.

Flaming Fence (Mother Ship)

Mental Illusions 20d6, AE either 2,240" Line or 560" Any
Shape (+2), Continuous, 0 END, OIF, Bulky, No
Range, 5 Minutes to warm up, Always the same
(Invisible Radiation/Fusion Wall)(-1), Max Damage
before defenses = INT+EGO+PRE of arget (-1) (75)

Flaming Fence (Standard Vehicular)

Mental Illusions 20d6, AE either 140" Line or 35" Any
Shape (+1), Continuous, 0 END, OIF, Bulky, No
Range, 5 Minutes to warmup, Always the same
(Invisible Radiation/Fusion Wall)(-1), Max Damage
before defenses = INT+EGO-+PRE of target (-1) (64)
Flaming Fences are fields of energy set up between

two generatorsthatare onthe samefrequencyasmost
intelligent species’ brainwaves. In effect, it creates an
imaginarypain and fear in the minds of those who try
to pass through it. Because it was designed for intcl-
ligentbrain patterns, themore developed the mind of
the victim, the more damage they take.

Assomeonereaches the very edge of the area effect,
thementalillusion will place the sensation of heatand
noise coming from the invisible ‘wall’. If they fully
enter one of the hexes of the area effect, they will feel
the extreme heat/radiation/sonic blast of a wall of
enormous energy. The average amount of effect of
this Mental llusionwillbe about 14d6N Damage and
excruciating pain. This is usually enough to Stun or
Incapacitate most whowould try to pass through the
fence. Themaximum amountof damage a victim can
take,however, isequaltothe sum of its INT, PRE, and
EGO for STUN damage, and 1/3 of that for BODY
damage. For the average Beduun thisis 48 STUN and
16 BODY. Thismeans that no matter whatdamageis
rolled, the most damage an average Beduun could
take would be 48 STUN and 16 BODY on a single
attack. Heroes who tend more towards the “dumb
brick” stereotypemightbe able to easily pass through
one of these fences, as could a pet or animal follower
perhaps. The generators are heavily armored for
obvious reasons, and are DEF 25.

Note that these fences were originally designed to
keep Beduuns out. The mindless psychics Ra keeps
sending up, however, take virtually no damage wan-
deringaimlessly through them. While the Hlusion of
heat, radiation, or sonic blast is usually enough to
deter a mindless psychic without the damage or
actual pain, the Psychophants are having to reevalu-
ate their techniques of imprisonment for their new
human captives.
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Fence Key

Mental Defense: 70, OAF (Computer board), Only
worksvs. the Mental Illusions of a Flaming Fence
(-2}, 1 hour to warm up, Fragile, Ablative, will not
work in water or magnetic fields (generators,
engines) (8)

Fence Keys are carried by virtually every
Psychophant in order to be able to travel through
Flaming Fences. They look like clear plastic boards
covered with electronic circuitry. They are usually
worn on the belt or around the wrist by some simple
tie. They have a built in activation time delay to
prevent Beduuns from stealing them and using them
immediately. They are regularly inventoried every
eighthours, and they are considered one of the high-
est security items on the mother ship. When one
comes up missing, Beduun food rations stop until it
isfound (unless, of course, Groghas some other sick
punishment in mind)

FenceKeyswork by settingup an field of constantly
changing frequencies to keep out the transmissions
from the Flaming Fences. Unfortunately, the power
differences are such that a Fence Key will burn itself
outin a hurry with extended contact with a Flaming
Fence (ergo the Ablative). Fence Keys also tend to
short out in water and around generators, engines,
and other sources of strong magnetic fields.
Psychophants are well aware of the limitations of the
Fence Keys, and generally just try to avoid Flaming
Fenceswhereverpossible, Theyalso willalways check
to see if the power source for the Key is reaching the
danger level after each use (i.e., they will check the
activation roll that accompanies Ablative defenses)
before trusting it again, and have been known to call
for assistance rather than risk the Key shorting out
when the activation rolls reach 12- or lower.

Psidar (Hand-Held)

Detect Psychics, Discriminatory, 360° Range, Sense, +4
to Perception Rolls, Telescopic (+6 vs. Range
Penalties, 32"), OAF (Scanner) (21)

Psidar (Vehicular)

Detect Psychics, Discriminatory, 360° Range, Sense +5
to Perception Rolls, Tclescopic (+28 vs. Range
Penalties, 65,500", 74.5 miles), Act 14-, OIF, Bulky
(31)

Psidar (Mother Ship)

Detect Psychics, Discriminatory, 360°% Range, Sense +10
to Perception Rolls, Telescopic (+116 vs, Range
Penalties, 1.1 million trillion”, 1300 Light Years),
OIF, Bulky (109)

Within the first three generations of contflict be-
tween the Beduuns and Psychophants, the Beduuns
had figured out how to mask their mental powers
from the Psychophants natural ability to see them
(Invisibility to Mental Sense). After years of research,
Psidar was developed as a way to detect psychic
potential, rather than the actual power use.

There are three different sizes of Psidar shown above:

the hand-held varicty weighs just around 3 kg, the

vehicular variely being the same on all Psychophant
small craft and being about 1" long and weighing
about 800 kg, and the mother ship Psidar being
enormous. All three sizes have their own self-con-
tained power source good for about 50 years before

needing replacement. Hand-held Psidars are DEF 8,

vehicular Psidars are DEF 15, and the mother ship

Psidar is DEF 30.

Psidars are programmed with the readings to dis-
criminate between all of the basic types of Beduuns
(Stick, Tel, Ladder Walker, etc.), and can be tuned to
detectonly those, or onawider frequency todetectall
creatures with any type of psychic potential. More
often than not the Psidars arekept on the wider band,
because each Ops appears ditferently oniit.

As of yet the Beduuns have discovered no way to
hide themselves from this scanning, nor have they
learned how to detect when they are being scanned.
Note that even when the Beduun Doormen teleport
entire colonies 1100 Light Years away, that is still
within range of the mother ship Psidar.



Intelligent Character Creation Software for Hero System Games

® Creates Hero System characters swiftly and easily
* Professional quality printouts '
e Supports all 4th Edition Hero System abilities
® Requires PC or compatible, DOS 3.1 or higher, N
512K RAM, EGA /VGA graphics, hard drive, mouse.

Features Include:

* Customizable lists

Current HeroMaker Owners! e Partially Limited Powers
e User Definable CHA Maxima

Upgrade To HeroMaker || - ruittextsupport

. * New Package Frameworks

VerSIOI'[ 2.0 For Only $1 0! * Vehicles, Bases, Computers & more!
e Custom Martial Arts Maneuvers

® Load data from existing characters

e And More!

Hundreds Of Characters For Only $10 A Disk!

Character Disk #1: Character Disk #2:
Classic Enemies & Allies High Tech Enemies & Mutant File

Well over 100 favorite heroes and villains! Over 75 of the meanest bad guys around!

Ordering Information

HeroMaker 2.0 is $25; Version 2.0 Upgrades and Character ™ .
Disks are $10 each. California residents please add 8.25%

sales tax. Add $3 shipping & handling for any size order

(international orders add $6). Send checks or money orders

in U.S. funds only, made out to Hero Software. Send orders
SOFTWARE

to:

Hero Software, Inc.

Dept. O

P.O. Box 699

Aptos, CA 95001-0699

HeroMaker and Hero Software are trademarks of Hero Software, Inc. Hero System,

Champions, Fantasy Hero, Star Hero and Hero Games are trademarks of Hero
Games, used under license. All rights reserved.



HEROES ASSEMBLE!

We want to hear from you. Please take a minute to photocopy this page (or tear it out), answer the questions and
mail it to us. We’'re interested in providing the best roleplaying supplements to you, so we need your feedback.
When you speak, we listen.

1. Why did you buy Pyramid in the Sky™?

2. What did you like best about Pyramid in the Sky?

3. What did you like least about Pyramid in the Sky?

4. How did you hear about Pyramid in the Sky?

5. What is more useful to you: Campaign Supplements, Enemies Books or Adventures? Why? _

6. What is your favorite role playing genre? What other genres do you like? __

7.\Do you play other Hero Games? Which ones?

8. What is your opinion of the art in Pyramid in the Sky? How important to you is art within a roleplaying product?

9. What other Hero products would you like to see?___

10. What other roleplaying games do you play?

11. Which Gaming Magazines, if any do you read regularly?

12. If you don't mind please state:
your age: years
your sex: _____male female
today’'s date: __
where you bought this book: __

Thanks! Now just complete the blank below, photocopy it, and mail it to: Feedback, Iron Crown Enterprises,
P.O. Box 1605, Charlottesville, VA 22902
Name:

Street Adress: c
City, State: Zip: __




Look for these ICE product lines at
your favorite retail outlet.

Each of our role playing systems is supplemented with a
variety of support material.
Prices are subject to alteration without prior notice. Write or
call for a free catalog (see below).

#1000 - Rolemaster™ $38.00

I.C.E.'s advanced Fantasy Role Playing Game system,
Rolemasteris a complete setof the mostadvanced, realistic
and sophisticated FRP rules available and they have been
reformatted and reorganized in the new Second Edition. The
flexibility of the system allows it to be used wholly or in part.
Each of the books in this boxes set can be used separately
to improve the realism of most major FRP systems! Look for
the new complement to your Rolemaster game: Shadow
World adventures.

#6050 — Shadow World™ Master Atlas, 2nd Ed. $24.00

Shadow World, a whole new realm of adventure! The
planet Kulthea™ forms the Shadow World, a unique fantasy
gaming environment supported by comprehensive stats for
Rolemaster. The Shadow World is a vastplanet of scattered
isles and lost realms, each land isolated by forces both
tangible and supernatural. Not only is it a rich fantasy world
untoitself, butit allowsthe GMtoinsertitinto his Rolemaster
campaign whole orin part. It is also usable with most major
fantasy role playing systems.

#9050 — Space Master: RPG™ Book $26.00
Adventure in deep space on alien worlds with ICEs Sci-
ence Fiction Role Playing Game system! Completely com-
patible with Rolemaster, Space Mastercovers professions,
races, cultures, settings, and much more. The range of
technologies stretches from tomorrow to the far future.

#5100 — Cyberspace™ $18.00

Set in the gritty near future where Megacorporation re-
pression collides with Sprawl street warfare, Cyberspaceis
fully compatible with Space Master & Rolemaster. Muscle-
grafted Punks and Netheads crawl out of the gutters to scrap
Media Stars and Cybernetic Mercenaries, a conflict beyond
the stature of Good and Evil. From depraved polluted cities
to the surreal beauty of Earth’s global computer matrix, this
is the world of Cyberspace!

#7500 - Bladestorm™, miniatures rules $30.00

The Bladelands are a wild, chaotic area shrouded within a
mantle of ferocious magical gales called Bladestorms. Here,
a little battle can decide the fate of a budding tribe or nation.

Bladestorm (BSH) is a skirmish-style fantasy miniatures
game. Each figure represents one person or creature. Simple
rules regulate small-scale miniatures battles anca massbattles
involving hundreds. BSt is a fast-paced combat system for
fighting miniatures battles in any fantasy world, but we
provide rich background material and set of scenarios to get
you started in the Bladelands. The BStbox contains: a 64
page rulebook, a 160 page Bladelands sourcebook, a 32
page scenario book, a 32 page color guide, two full color
maps, and a set of eight dice.

#2000 - MERP Second Edition $30.00

Middle-earth Role Playing™ Second Edition(MERP™)
includes new material, but remains the same rules system
and is fully compatible with the first edition MERP and its
dozens of sourcebooks & supplements. MERP 2nd Edition
provides expanded Middle-earth peoples descriptions with
new specific backgrounds. There are now predesigned
Character Templates that enable both novices and Lord of
the Rings Adventure Game afficionados to start playing
quickly! This 256 page hardbound book is our Collector's
Edition. MERP 2nd Edition will bring the most popular
fantasy trilogy, The Lord of the Rings, to life as never beforel

#7010 - Silent Death™ (deluxe boxed game) $40.00

Crammed full with 18 metal miniature spacecraft and
bases (value — $36 by themselves!), dice, maps, counters
and more, Silent Death is an exciting boxed game of space
fighter combat. Silent Death is an instant hit with Sci-Fi fans
and gamers who like games with fast competitive play that
blend the very best elements of boardgaming and minia-
tures. Also available without the miniatures as Sitent Death
Unleaded™ (#7000) for $20.00.

#450 — Champions®
the Super Role Playing Game $26.00
Don't just read comic books, live them! With the easy-to-
use character design system, your only limit is yourimagina-
tion. Champions is based on the Hero System, the rules
system of all Hero products. Because of this common thread,
all Hero Games are compatible. Learn one Hero Game and
you can easily ptay them all. Champions has just undergone
an extensive revision, but all previous Champions material
is still compatible.

#500 — HERO System Rulesbook™
(Included inside Champions) $20.00
The award-winning HERO system lets you role play any
time, any place, any technology, and any power level. The
unique character design rules allow creation of any charac-
ter, whether he comes from a movie, a book, or your own
imagination. Play fantasy fighters, modem spies, power-
armor troopers, or even superheroes — it's all herel This
jam-packed 224 page tome includes a complete superhero
team provided for instant fun. The revised HERO system s
cleaner, better integrated, and more streamlined than ever
before.

#502 - Fantasy Hero™ $20.00

This 256 page campaign book shows you how to run a
fantasy campaign using the HERO system. Inside are exten-
sive guidelines for designing fantasy characters, setting up
a magic system, simulating fantasy combat, and setting up
a fantasy campaign. Dozens of fantasy weapons, hundreds
of spells, quick character design templates, and new ready-
to-run scenario ideas are also included.




Superhero Shopping List

Look for these heroic products at your favorite game,
book, comic, or hobby shop.

The Hero System

The HERO System is the original and best universal role
playingsystem. Extensivelyrevisedandimproved, theHERO
Systemisintended to be intuitive —that is, all the rules follow
from a few simpte guidelines. It is generic in that it can be
used to play in any role playing setting.

HERO System Rulesbook™ $20.00

(Included in Champions hardcover) The award-winning HERO
System lets you role play any time, any place, any technology, and
any power level.

HERO Bestiary™ $18.00
Everycreature, every genre—the HERO System strikes again—
a host of animals, monsters, dinosaurs, and other beasts.

HERO System Almanac™ $13.00
This book is jammed full of optional rules, new systems, cam-
paigning notes, and advice on how to set up campaigns.

Adventurers Club™ (AC)

The magazine for Hero Gamers! The articles and columns are
dedicated to expanding and improving the already fine line of Hero
Games. $4.00 per issue. Subscriptions are available for (U.S.)
$12.00 for four issues to the U.S. or Canada; $20.00 for overseas
subscriplions.

Genre/Campaign Books

Campaign books are designed to complement the HERO
System. Each book deals with a specific genre and provides
enough information for complete roleplaying in that genre.

Champions® $26.00
(contains the HERO System rulesbook) Play your favorite comic
book hero, or create your own! The character generation system
lets you design your heroes the way you want them. The combat
system is easy to learn and play. Also covered are skills, powers,
disadvantages, weapons, and guidelines on campaigning.

Fantasy Hero™ $20.00
This full-fledged 256 page campaign book shows you how to run
a fantasy campaign using the HERO System.

Fantasy Hero Companion™ $15.00
Fantasy Hero Companion II"™ $16.00

These products have everything you would want to make your
Fantasy Hero campaigns even better.

Western Hero™ $20.00
Westemn Hero is the definitive campaign book for adventures in
the Wild West using the universal HERO System.

Ninja Hero™ $17.00
Ninja Herois the definitive martial arts source book forthe HERO
System and is equally useful for Heroic and Superheroic cam-
paigns.
Cyber Hero™ $20.00
Cyber Hero is HERO System campaign supplement forthe near
dark future. Includes a fully developed cyberpunk setting: timeline,
scenarios, adventures seeds, package deals, special combatruies,
equipment lists, etc.

Dark Champions™, Heroes of Vengeance $20.00

The ultimate Champions campaign sourcebook for the twilight
world of vigilante superheroes who walk the line between Justice
and vengeance!

Supplements for Champions

Kingdom of Champions™ $18.00
Champions in 3-D™ $16.00
Alien Enemies™ $12.00
Road Kill™ $7.00
Classic Organizations™ $18.00
European Enemies™ $13.00
Champions Presents #1™ $14.00
Champions of the North™ $14.00
Normals Unbound™ $13.00
Champions Universe™ $18.00
High Tech Enemies™ $13.00
Champions Presents #2™ $15.00
VIPER™ $20.00
Shadows of the City™ $15.00
Allies™ $13.00
Mutant File™ $13.00
Creatures of the Night, Horror Enemies™ $13.00
Justice Not Law™ $15.00
Underworld Enemies™ $13.00

More villians for your Dark Champions game! Includes extensive
campaigning tips and adventure seeds. WARNING: This book
deals with sensitive subject and is recommended for mature
players only.

An Eye for an Eye™ $14.00

From the author of Dark Champions comes an incredible
sourcebook that will bring any campaign to a new level of excite-
ment. Written for both players and Game Masters, An Eye for an
Eye is jam packed with new rules, new wewapons, and new
organizations.

Murderers’ Row™ $13.00

Here They Arel The Enemy Source Book that has the most
ruthless collection of bloodlettrs ever assembled in one volume!
The newest and nastiest villians have arrived, and they're waiting
for...youl An invaluable source book for any aspiring hero for hire
who's faced death at its bloodiest! This book is everything that you'll
need to challenge your heartiest hero to his limils.

Corporations™ $14.00
From board room fights to fights in the board room, it's all here!
Everything you ever needed to know about the corporate world! Are
they faceless foes for the heros to fight, benevolent patrons, ready
to aid the heros in their war against crime or neutral entities out for
big profit?All facets of corporations are covered, from organization
and goals to proxy fights and takeover bids. Bring the super-
powered battle for justice to where it belongs with Corporations!

The Ultimate Martial Artist™ $22.00

This is it the comprehensive martial arts sourcebook that gives
you everything you need to create and play a master of lhe fighting
arts. This is the first in a new series of sourcebooks that provide
players and gamemasters the best ways tobuild incredible charac-
ters of a certain type for any Hero System™ game.




I'd Kill To Get
A Break In This Town..

[t starts simply enough... a series of bizarre crimes committed with no rhyme or
reason. The mysterious figure known as the Director is guiding events towards some
sinister end. The heroes find themselves participating in the Director’s magnum
opus, where the starring role means — death!

This is only the beginning of the
multi-layered mystery that confronts
the heroes. What is the Director up
to? Who is funding his mad plot?
The mystery deepens as the heroes
are drawn further into the puzzle.
Their reputation and their very lives
are at stake. Can the heroes solve the
mystery of the Super Camps™? Will
the heroes discover the meaning
behind the Pyramid in the Sky before
it’s too late?

Pyramid in the Sky contains three
linked adventures that form an epic
campaign set in the Champions
Universe. There’s material here for
weeks of enthralling adventure, and
dozens of new characters are includ-
ed. Extend your Champions Universe
campaign in new directions
with this epic story line!
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