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4 
FOREWORD 

Obsidian howled as a sliowcr of sp11rks lc11pt oritfrom 
tlie dmnnged control panel and stung l1is face. The 
repairs were temporary at best, mid now was not the 
time to worry tJbout liow for tlie jury-rigged alien 
circuitry sLraimuJ beyond its limits. He liad at last 
esmped the squadron of Eliminators tliat had been 011 
his tail tl1c last few thousand miles; his mind wmulcred 
tis lie drifted t1imlessly through tl1c solur system. 

It was luml to believe e1/l 1his h1ul started tl1rec weeks 
ago with a 5impfe if im11s11al bat1k rol1bery. Am11sit1g 
and hm-mless crimes had 11111sl1momed into something 
much more deadly. Had tm inscme num really tricked 
them into flgJrting eacli otlier i11 front of a clieering 
crowcl? Tllere was 11 brief t'isio11 of his Jwnds s/()w/y 
lightening aromul Jaguar's 11eck, a11d the look of confu­
sion when Jag1mr realized it wasn't just 1111 act ... 

Obsidii111 shuddel'ed and looked lmck at his wou11decl 
but bret1thingcomp1mion to confirm thcit someone luul 
it1dccd stopped him ;,, time. IJut t.liat had only been tl1e 
beginning of the mndness. Shortly <1ftcr tlwir encounter 
with The Director the group bcgm1 to lose some of its 
cohesiveness. Enemies were looking like heroes and 
making them look like idiots. Simple crimes l1ecame 
more difficult to stop effectively, mu/ it liad taken tl1em 
dt1ys to figure 011 t what lit1d bce11 grmlucilly eating away 
at their group fi"om t1/I sides. 

It had become liardcr ar1d l111rdt!r tc, trnst a11yo11e tlie 
more tliey discovered, cmd soon tltey liad uncovered the 
brain cit tl1e top of the pyramid. B11t wlwt they l1acl 
discovered was turning out to be more them tliey could 
Jumdle even witli tl1eir new t11lies. 

As tl1e sl11cttlesped away from his enemies, Obsidian 
longed to continue on to Eartli where tlic motley llssort­
ment of warriors cculd rest and be safe. He knew they 
wo11/dn 'treallybesafetl1ere. fl elwd see11 thedestrnction 
that had bee" wrouglit bectmse of just seven escaped 
slaws. and the desperate measures those slave.~ liad 
taken to attempt to avoid recopLllre. With tlic damage 
the Champions liad cnusCfl, he refused to think of what 
tlie retaliation would be. It was hard to imagine 11te 
Seeker'sgir~{riend lmd actually volunteered to imwit­
tingly become one of those smne slaves, cmd wliat tliey 
had changed Solitaire into . .. 

A flick of ci switcli cmd tl1e sleek metallic vessel sptm 
11ro111rcl and hee1ded back towcmls its crecitors. Of1sidian 
kt1ew tlmttheenemyhcuJ to beamfronted am/ defeated 
now. 11tey had invested too mucli time and effort 
sprec1ding their tcnttides tl1ro11glio11t t/1e Eartli 'sgovern­
ments and 1111de1worlds. Without destroyi11g tlie top of 
tlie pyrcimid, there wo11/d be no way to end the silent 
terror that wt1s .flourishing across the gal1ixy. As t.he 
familiar large blip appeared on his scm111er screen Oh-

sidia11 smiled. AtlllSt lie renlized what lie had to do to free 
afl tl1ose enslaved mu/ 11se his enemies' own power 
against tl1em .. . 

Overview 
In the world of mutant powers, high-tech suits of 

battle armor, am.I 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 I.he game, and just how 
complicated the world can get. II is easy for the had 
guys to do the same. Sometimes the villains do make 
up an independent group with a single collective 
motive to become millionaires. Sometimes lhe vil­
lains do 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 ... 

This book contains tlu-ee complete scenarios linked 
together and designeJ to he pla yedone a ft er the other. 
The scenarios build in importance as the players 
slowly uncover the intricaciesofa verywcll concealed 
system of intrigue, power, and evil. It begins with a 
relatively low-powered street-level gang of villains in 
1he first scenario, moves on to a conspiracy within a 
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, viUains, 
and situations, and can bt: played either alone or as 
part of the three scenario mini-campaign. GMs are 
encouraged to read through all three scenarios before 
beginning play so as to get the feel of the overa.11 
picture. The connections between the scenarios are 
designed to be hard for the players to spot right away, 
while still providing for a smooth transition from 
game toga me. At the bet.>inning of each sccnariothere 
will be l'I list of hints and dues to give the characters 
that relate to the next scenario in the series. While 
d1ese clues will seem pointless (and indeed, should 
notbeused)ifthescenariosarebeingplayedindepen­
dl'ntly ofone another, they will add signifkant Oavor 
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 Champions 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,hehasswomvengeance on the movie 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, he intends on using super­
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 that it was because of how impor­
tant special effects are and how small of a budget he 
has. The scenario begins with The Director arranging 
several flamboyant and movie related crimes in 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 a hideout miles away. After a thorough 
study of the film and his potential new "actors," he 
will lead the characters to his private 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 traps in the heroes' homes or work places, 
to make the "final cuts" for his movie and to let them 
know once the real filming starts, liveswillreally beon 
the line. The next part of the scenario involves at­
tempts by The Director to kidnap and mind control 
various paranormals to become actors for 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. 

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 
approprinre costumes. The Director will have also 
cordoned off the streets and galhered a massive civil­
ian crowd to watch what the crowd will think is part 
of a new 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, 
din.'Ctors, producers, and studio executives that The 
Director wants dead for what they have done to him 
in the past. Even ifhorriblydefeated, The Director still 
will have filmed enough action to complete his movie 
(or have it completed by Gaffer while The Director is 
in prison) amJ become famous for it. ·n1e final twist 
comes with the subliminal messages woven in a few 
frames of the movie. These subliminal messages are 
designed to give the masses a strong desire to hecome 
super-heroes themselves-something easily accom­
plished ond c..lesired by the villains of the next two 
scenarios in this three part mini-campaign. The Di­
rector is so insanely fixed on his revenge that he will 
go to any lenglhs to adtieve it. He is sure the heroes 
will end up passing the auditions, making the final 
cuts and 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 !he heroes wi ll 
cooperate. After all, who could resist the limelight. .. 

Mini-Campaign Notes 
If this 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. 

'IbeGM should give the players the following clues 
at some point during this scenario lo hint at what will 
happen in the two scenarios to come. 'I11ere is also one 
bogus clue provided so the players wiU not· automati· 
ailly assume every single piece of information you 
give lhem is essential to the plot line, and it will 
hopefully help keep them guessing as well. While 
these dues 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 nre encouraged to insert these 
clues as part of a description, interesting background, 
or just whenever the action seems lo be laggi ngor lhe 
players seem to need some type of diversion. 
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SCENARIO ONE 

IfGMsfeel that these clues make this scenario too 
convoluted, they should feel free to save them for 
when lhe playcrsacluallyslartthesecond scenario, or 
only mention each of t..hem once during the first 
scenario. GMs can a l:;o just conccn trate on one 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 due altogether. 
I. Characters should begin noticing posters and bill­

boards advertising a new all-female group of su­
per-heroes called The Oominae. Wbile I hese ad­
verlisementswill not be everywhere, they will be in 
enough places lo ;lt least be casually noticed by 
anyone who ever gets out of his house. The aJ 
shows lhrec atlrnctive female paranormals strik­
ing dramatic poses with captions like "The 
Oominae: Real heroes for real people." or "They 
lake their job very seriously." or some olhcr such 
hype. 

2. At least one of the characters should be able to 
discover a diffcrcn1 type of at.I being run in several 
military type maga1jnes, tabloids, and in comic 
books. Iflhcre isnochanceofony of the characters 
reading any of these pieeesofliterature (or al least 
admitting they read any of lhcm), 1he GM should 
ignore it. This ad tells about a new clinic that will 
be opening soon to test normal people forlatcnt or 
hidden paranormal potential. The ad includes a 
toll-free compu tc~r-operated reservation number, 
as wdl as an address so you can mail away for your 
free information pamphlet entitled "You Too Cm 
Be A Hero!" This ad is reJa1jvcly 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 hook­
stores and hotel lobbies all over the country. They 
all have the words "Gandalf" am! "Galadricl" on 
them with a redheart in 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 dou't do a really 
good job of stopping the crime or if innocents get 
hurt-they should expect the first sign of media to 
be TV news reporter Jessica .Black (Midnight 
Blue-a villain from the second scenario-in her 
alter ego) and her TV crew. If the GM is only going 
to use one clue, this is the one lo use. Jessica wi.11 
always try and make the heroes loo.k bad on na­
tional television if she can. She will ask embarrass­
ing questions like, "Why is it that someone as 
super-powered as yourself coulJn 'tkeep innocent 
bystanders from getting hurt frnm 11 group of 
common thieves?" See the next scenario on a 
complete description of Jessica Bl:tck/Midnight 
Blue. The GM should have her make al least on!? 
appearance if a hero does a particularlypoorjob of 
stopping a crime.hut he should notoveruseher in 
this scenario because oft he large part she plays (in 
both her villain form and ber ah er ego) in the next 
scenario. 

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 
(rubber bullets and 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 
1hcse are designed to he non-lethaJ, the "actors" and 
stuntmen involved always carry a spare load of real 
ammunition lQ keep the action moving. The reason 
they are designed to he non-lethal is because they arc 
just auditions 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, Jie, or get aipplcd for life. He is in a 
hurry to gel to his revenge, and doesn't want to have 
to keep JoingauJiLions over and over because every­
one in them dies. He also gets sick pleasure out of the 
heroes n~ver knowing whether or not the danger is 
real or fake, and making it a point to play with their 
emotions. The action is the important thing, though, 
and The Director only cares for someone's wdl being 
ifit helps his movie. 

Because these crimes are being committed almost 
entirely by nom1al humans with notmal weapons, 
the GM may decide that tl1ese crimes are too easy for 
a large group of powerful heroes to prevent. If this is 
I he case, it is recommendc<l that the GM split a hero 
team up so stopping lhcsecrimes remains a challenge 
for thecharacters. If t11e GM does split up the heroes, 
it i ssugge.~tcd that he runs each of the crimes in secret, 
so each player will have the opportunity to discover 
the fake exploding blood packs and other surprises on 
his own. The GM can also add to or subtract from the 
total Stuntmen involved in each crirue, t.lependingon 
the strength of the hero-group. However, before you 
decide to really beef up a particular <rrime, make sure 
you read all the way lhrough it and take the situalion 
into account as well. Each crin1e is intentionally 
designed to have a large numbers of crivilian bystand­
ers in danger, and while the villains might be easily 
defeated i na straight 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 early on. The importanl thing is 
that eachcharacteris involved instopping;1t least one 
movie-genre crime, and that 111e Director gets him or 
his actions on film. 

ln all cases, The Oirector will have a plethora of 
camerru;, 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 
offlyingmini-cameras. As soon as any 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 
on you!" or "Boring, boring. Put more feeling into it!" 
etc. At the same time he will be giving his Stuntmen 
directions like, "OK, now shoot up the normals so the 
action keeps moving." or something similar. The 
Director has also had Foley, his soundman, arrange a 
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, this should not be 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 
Stuntmen know to change to real bullets and to make 
everything as lethal and as messy as possible. Specifics 
are given with each Audition. 1be 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.Hehasnoqualmsabout 
killing innocents if it makes his movie look better or 
the heroes more dramatic. 

Act I, Scene I: The Bank Hold Up 
The heroes should hear about this first crime 

through whatever technique is most common in 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 ;ust starting. 

As the heroes approach the bank, !hey should be 
able to notice one circa 1940 antique car parked in 
frontofthebankandonein the alleyway behind it. It 
should also probably be easy to hear a burst or two of 
automatic gun fire coming from within the bank. 

Inside, fiveofThe Director's Stuntmen are dressed 
in gangster outfits (complete with black pen-striped 
suits, overcoats, and fedora hats) and robbing the 
bank with Tommy Guns. Stuntmen One and Two are 
covering the two entrances to the bank, Stuntmen 
Three and Four are pointing their guns at 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 severallarge bloody bullet holes 
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 den ting the modern vault doors), 

and arc actually just stalling until some heroes arrive 
to try and stop them. Their Tommy Guns are loaded 
with rubber bullets, and the one "bleeding" civilian is 
an actor (who actually believes he is playing a part in 
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 al tractive 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 is monitoring and filming this Audi­
tion through the security cameras and intercom sys­
tem already present in the bank. He is controlling 
lhese via radio remote control from his studio apart­
ment across 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 
just to lure super-heroes to the scene and then Lesting 
to see if they are good enough to star in The Director's 
latest movie. His intent is to have Stuntmen One, Two 
and Three attack any heroes entering Lhe bank while 
Snmtmen Four and five threaten and possibly at­
tempt to hurt the civilians lying on the floor. The 
Director will almost certainly direct Stuntman Five to 
throw the dynamite into the crowd of people if the 
others faU too quickly. 

7 
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The Stuntmen know I hey are very probably going 
to get caught and then later released on bail, and as 
such have a temporary +15 PRE Defense against 
threats 10 give up or come peacefully. They arc not 
stupid, however, and if any of them are getting killed, 
tortured, or the like, they will make attempts at escape 
very real and will lose thistemporaryPREbonus. The 
Director does not necessarily want his Stuntmen 
defeated, and ifit looks like a wounded civilian and a 
burning fuse on a bundle of dynamite would keep 
things exciting and al lowat least someofhisStun tmen 
to escape, than he will order it. 

The Tommy Guns ( .45 Thompson SMG) give the 
shooters a +2 OCV, hold 50 rounds, and fire autofire 
up to 5 shots. When loaded with rubber bullets they 
do4d6 Normal Physical Al tack damage. Iffhe Direc­
tor gives the "Cowboy!" command, it will take each 
Stuntman one full phase to change ammo drums, and 
then the guns do Jd6+1K with a +I Stun Multiplier. 
Stuntman Five has eight sticks of dynamite bundled 
together instead of a Tommy Gun. If he uses these 
separately they do Sd6 EX each, and if he uses the 
whole bundle it will do l ld6 EX. It will take him 1h 
phase to light the fuse and another 1h 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 l940gerawaycarshave DEF2,BODY9, DEX 
I 0, SPD 2, Move 7x8, Max 112. They will be lucky to 
get away from anything, and heroes should seriously 
question why anyone would pick sw.:h slow vehides 
for any reason other than looks if they really expected 
to get away even from the police. 

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

Shortly after the bank hold up, The Director will 
attempt to get a red of film to one of the player 
characters using every means available. If the players 
have a hideout with a public lD or if there is anywell­
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 dip to 
them, and will not stop until they have seen it. If 
neces.'i<lry, he might even have it shown on national 
television (obviously cutting into a nom1al 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 tJ1is Audition, because if al all possjbfe he 
wants to see as many different heroes in action as he 
can. If it looks like the same heroes may be going to 
solve all his Auditions, he might arr:mge for 1wo or 
even three of them to occur at the same lime. 

The film is in black and white. has been antiquated 
so it looks old when played and is silent except for t11c 
piano playing the background music. It starsonly two 
people. TI1c first is a seedy-looking man wearing a 
long black cape-coal, a black hat, and a long Lhjn 
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 Director would cheerfully 
dressupamanlikea woman for tJ1isaudition) or the 
famous and beautiful actress Lisa L. Liebowitz (GM' s 
choice). After the Director mouths some threats, 
wrings his hands and let'> out a fow sinisterlaughs, 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 
genuine horror and revealingthattheyarealso tied to 
a massive amount of dynamite. After !he victim looks 
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 
:my 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 arrive and 
roughly where its route is located. If the GM wants to 
give the players more of a challenge or cryptic clue, 
then give anyone with appropriate kn0wledge skilJs 
(trivia, old movies, railroads, ... ) or deduction a chance 
to notice the similarity between "Port-Air" and the 
name Porter. The newspaper article, combined with 
!he fact that The Grecit Tmitt 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 rake for the players to figure out where the 
railroad is and how long it will take for them to get 
there. The idea is for the players to arrive at the train 
track as close to fouro'clockaspossible. 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 
above the "Damsel" tied to the railroad track. Some of 
these cameras will zip in for occasional close ups while 
otherswill stayback tocapfwe the whole scene. There 
are eight of them buzzing around with DEF 3, BODY 
3, lO" of flight, and a DCV of8. There arc four more 
stationary cameras hidden around the area with a -6 
on perception rolls to be noticed. Each camera is 
"capturing the moment" on film whi lealso transmit­
ting the picture back to The Director on video. The 
eight flying mini-cameras also have speakers on them 
soTheDirectorcangivehisactingdirectionsfromhis 
studio located miles away. 

The Directoralso has threespeakershidden around 
the area (with a-4on perception rollstospotbysight, 
+ 3 to locate with targeting sound) that each have one 
minutes worth of background music programmed 
into them. foleywill either have these play one right 
aftef the otJ1er for three minutes or one right after the 
other 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 actuaJly starts playing music, Foley can 
reprogram its minute of playing time to virtually 
anything she wants from the hideout miles away. 

Anyone making a demolition roll will be able to tell 
that the "Damsel" is tied to the railroad track and the 
dynamite with a special cord that causes an explosion 
when broken. Anyone makingtheir perception roll at 
-4 will notice that thedynamite and the cord are fakes, 
although they will probably not figure out right away 
they are part of one of The Director's patented 
FlarnoBombs"'. This explosive array can be disarmed 
with a standard demolition roll, although the GM 
might want to modify the roll slightly if th~ ~rain is 
bearing down on the heroes as they work. Fa1hng 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 is going fastenough that a derailing 
would probably kill or seriously injure most of the 
people on board. It will not be able to brake enough 
to prevent a 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 
players stop it, the players fix the track so it goes on by 
or whatever, The Director will signal his men to 
perform the train robbery as soon as the action seems 
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 track where the train was 
headed. They are all riding horses and dressed as 
cowboys with black hats on their heads and bandan­
nas over their faces. The horses have SPD 3, and a 
movement rate ofl8". See Champions for a complete 
write-up of the horses. 

Stuntmen Six through Nine are armed with two 
Colt .45's, 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 has a +2 OCV, 
a -2 range modifier, is reduced by range, and does 
2x4d6 normal damage. While the shotgun only has 
two shots, 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 can still receive 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 (this one dressed 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 
specific attention to the actor, and then in 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 
except Stuntman Ten carry is loaded 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 shotgun shells that he can 
load if necessary, and he is proficient enough to be 
able to load his shotgun in 1h phase ifhe makes his Fast 
Draw roll. When loaded with real ammunition, the 
pistols do ld6+1K witha +l Stun Multiplier,a~d !11e 
shotgun does 2 1hd6K with a +l Stun Multip~er, 
reduced penetration, and is reduced by range (losmg 
2 DC of damage for each Range Category: -2 DC at 5-
8", -4 DC at 9-16" etc.) 

The Casting 

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 for a 
little sneak preview of the movie to come. It shouldn'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 ~e 
floor (the cheap kind, bought at a local electro mes 
store). Anyone tripping an electric eye (which are 
very visible to someone with Infrared Vision) will 
cause the lights to dim, the popcorn machine 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 
heroes reacting in each of theAuditions they have just 
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. 

At the end of the film, The Director appears on the 
screen and introduces himself (this is the first time the 
characters see him or should know who he is) and 
then hints about them starring in an upcoming 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, onevery large crowded 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 
might reveal a few pieces of wire that Gaffer left 
behind, a few scraps of the negatives left over from the 
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 
three months by a man who paid in cash, and signed 
the lease "B. Keaton''. 

Act II, Scene II: The Final Cuts 
Meanwhile, while all that is going on, Key Grip will 

attemptto break into the heroes 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 might be if it has a 
secret ID or location. If Key Grip has absolutely no 
chance of finding the heroes' hideout location, if the 
heroes don't have one, or if it is located in some place 
completely inaccessible to him (outer space, for ex­
ample) thenhewillrig up a hotel room with the traps 
instead. 

TheGMshouldassumethatKeyGriphasaccessto 
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 thatmighthelp as well. The GM should give Key 
Grip the benefit of the doubt wherever possible, but 
iftheheroeshave a base that is just 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 in detail in Key Grips character description 
as part of a Gadget Pool. Typically, Key Grip will set 
these up in individual's rooms, or places where some­
one is likely 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). 

If Key Grip cannot find or get near the heroes base 
(or they don't have one), thenhe will rig these same 
traps up in a local hotel suite. When he is finished, 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 
Director has been very careful tolimitwhatinforma­
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 of him. He 
is also very prone to making up outrageous lies. He 
knowswherethestudioapartmentis,andhehasbeen 
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 
Grip is not being followed or watched). Key Grip also 
knows what The Director looks like under his mask, 
andthatheisplanningonusingtheheroesinhislatest 
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 from speaking about it (he gets his 
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 the like 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 after 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 cuts and are still in good 
enough shape to continue, then they are in the movie. 

Our Feature 
Presentation 

Act III, Scene I: Makeup, 
Costwnes, 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
tives he wants killed. While gettingthe "normals" that 
he wants really won't be much ofa 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 that are playing. While GMs should obviously 
not" cheat" to makesureeverythinggoesrigh tfor The 
Director, they should also try and play him as intelli­
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. Theseweresnuckinto the 
theaters' inventory the night before by a rando~ 
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 panic in the theaters as well. 
Since the Flamegel"' looks like a fire but actually does 
no harm, it is 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 "burning" theater, The 
Director, Foley, and Stuntmen Sixteen through 
Twenty will be trying to catch heroes by surprise and 
Mind Control them. They have timed the explosions 
so that during the course of a two hour movie they 
should be able to go to several of the theaters, one right 
after the other. The Director's intent is to Mind 
Control a few of the heroes into believing that they are 
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 half the number of 
player characters in the hero group, whichever is less. 
More lhan half the heroes being under his control 
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 greatly add to the flavor of the 
game. The GM should take each hero aside and play 
each of them io 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 projection booth. In each 
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 
hero is spotted, Foley will set off sounds of another fire 
and horrible screaming coming from up in the pro­
jection booth. The intent is fo_r a hero to 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 .45Automatic,+1 OCV, ld6+ lK 
with a+ l Stun Multiplier) that he will begin firing at 
random to cover The IJirc..-ctor' s escape. Foley will use 
her sonic energy blast if necessary, an<l The Director 
has only chosen theaters that have windows in the 
projection booths that he can fly his Director's Chair 
lhrough. 

As long as the Mind Control keeps working, 11te 
Director will 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 he fails on one of them but he and Foley escaped 
safely aml it looks like the hero will be busy for awhile, 
The IJirectormight continue on to another theater. If 
he fails and gets captured, he will cancel all plans until 
he can get sprung on bail, al.though depending on 
character actions the scenario could be ended prema­
turely. in any event, ifit looks like there is no chance 
of him successfully Mind Con.trolling any of the 
player characters, or if he is captured and then sprung 
on bail, he will go and Mind Control !he four mem­
bers of the Champions team suggested for the sce­
nario, and GMs may assume that those attempts are 
successful. ffl11e Director only gets away with one or 
two player characters. and narrowly escapes <lnothcr, 
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 Ill, Scene II: Set the Stage 
As soon as The Director has his cast of super 

"stars," he will have Best Uoy start kidnapping the 
Hollywood personalities The Director hates so much. 
For the most part, tJ1esekidnappingswill occur with­
out the player characters beingahle to do much about 
them (involving drugged punch at a fake celebrity 
party), but if the players have somehow learned of 
theseearlierin the scenario (precognition, time travel, 
etc.) the GM should allow the players to interfere. 
This should be avoided if possible, but if not, the 
players should have little trouble stopping Best Uoy. 
He is too overconfident to think he needs any help, 
an<l ifheroes show up.it the party, hewi.llactivcly (and 
very probably stupidly) attack them. 

Meanwhile, any heroes {be they player characters 
or the Champions) that have been Mind Controlled, 
wiU be driven to the site ofThe Grand Finale. Thewill 
be given scripts to read along th1eway, and they will be 
fitted into costumes as soon as they arrive. TI1e site is 
on a major intersection of the local metropolis that 

has had the streets cordoned off. Any physically ca­
pable Stuntmen from earlier sections will be there 
doing cheap tricks to gather a crowd, and several 
normal stage hands will be working frantically 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 early, the player 
characters should come in only on the last second or 
two of this. 

If everything goes right for The Director, he should 
have tinle to Mind Control the number ofheroes he 
needsandsetup The Grand Finale with plentyoftime 
to send a "Hollywood Tours" bus to each of the other 
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. a large crowd 
(including unsuspecting policemen who actually think 
a real movie is being filmed) will have assembled, and 
will cheer the heroes as they arrive. 

The Grand Finale 
The four sets and scripts that follow are designed 

for use with the four Ch<1mpions suggested witJ1 the 
scenario. 11ie GM shou Id use the appropriate sets for 
any heroes The Director has Mind Controlled. Player 
characters Mind Controlled by The Director should 
eitl1er be put in sets that closely match their p0wers 
and abilities, or the GM should design new sets to 
match the particular player characters in his cam­
paign. If players have old allies or the GM has some of 
his own hero NPCs he wants to use, he should go 
abcad an<ldoso. The more theplayersknowwbo they 
are fighting 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, and large pain tcd 
glass sheet backgrounds. Tbeywillonly last Sminutes 
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. 
They have also becm instructed 10 try and kill anyone 
else who interferes, particularly any other super pow­
ered beings witJ1in eyeshot. The scripts have been 
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 
they aren't doing anything wrong. When The Direc­
tor yells "Action!" anyone under the Mind Control 
will completely become the character in the script 
they haveread,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 on a movie they won't be 
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 able to act on it or even really tell anyone much. 
They areall assumed to have OCV s, DCV s,and ECVs 
of 1, and are incapable of more than a SPD of l or a 
movement rate of 111

• If the player characters some­
how prevent Best Boy from kidnapping these• exlras', 
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 it is 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 left beaten 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 Plamegel"' 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 has also given a couple of police 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 Flameger" and the blood packs as cover 
( althoughmostheroesprobablyshouldn'tfall for itat 
thispoint),hewillleapoffhisDirector'sChair(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 at least 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 comer 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 thepartof an alien. 
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 a sign placed over it that reads "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 
as an important 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 must kill all the "impor­
tant government officials" within the building, and 
then any super powered defenders of the planet. The 
spaceship is actually a plastidwooden 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 BO DY. 
This spaceship is entirely incapable of anything other 
than sitting I" above the top of the building (but near 
the edge where everyone can see it), blinking multi­
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 lcill 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 IY, Scene II: Red Daybreak 
In a vacantlotacross the street, either Defender, or 

someone the GM has chosen for this 
set will believe thathe is the leader of 
an elite Soviet task force with the 
mission of infiltrating the U.S. and 
assassinating top military agents and 
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 (you know, back when they 
had a symbol...) on their chest sur­
rounded by a circle of yellow and a 
costume all of red. 

Whoever is playing the Soviet agent 
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. 

The Soviet agent'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't know that) and that he are to 
completely destroy any military resistance and then 
go on 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 
using his suit's great strength to smash up the bunkers 
and their inhabitants first. His opening attack will 
probably be to go pick up the flaming tank chassis 
(which onlyweighsabout 25 tons because i tis missing 
its turret) and throw it at 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" are removed (by whatever means) from his 
set, he will leave to attack the nearest hero he can find. 

Act IY, Scene III: Jason Goes to 
Hollywood 

The next building on the intersection is a hotel that 
has had its name changed by the stage hands to the 
Sherri Holland Hotel. This is where famous people in 
the movie industry are supposed to stay, and is the set 
of"Jason XXVI: Jason Goes to Hollywood." 



The "star" of this set is Seeker or someone else the 
GM has 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 
next to fire escapes. These are painted wooden dowels 
that The Director had his stage hands put there, and 
theyhaveaDEF2 and BODY 1 each. 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. Strangelyenough,all the "extras" in this set (you 
guessed it, Hollywood personalities) are intentionally 
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 
directorsinchargeofthemovieprodl.iction. 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 his movies 
just to make sure they don't make any sequels, etc. 

Whoever plays Jason will stalk the hotel hoping to 
jwnp 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 
he is getting away in order to crash through a wall and 
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 might also be whispering things 
like "Kill kill kill .. . Jason Jason Jason ... " over and 
over again, which tends to give away his position. 

Act Iv, Scene IV: A Ghosrs Tale 
Finally, completing the square, is a small apart­

ment building that The Director's stage hands have 
converted to look like an old, burnt-up, dilapidated 
ruin. Unless the GM has chosen someone else, Soli­
taire, dressed in a white, tom, tattered hood and cloak 
and robe, willbetheghost"star" of this set. If the GM 
planonusingaNPCorplayercharacterinthisset,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 resting place. Those "trespassers" are the last of 
the Hollywood personalities TheDirectorwantskilled, 
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 a banshee and 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 script was more 
vague than the others, and it is possible that Solitaire 
could even end up attacking The Director and com­
pany if any of them happen to be closest to her. 

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. 

The individual whohassecretlyfinanced this whole 
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. lfThe 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 message is designed to make audi­
ences want to become super heroes. Mr. Raymond is 
in charge of his mega-corporations project to give 
normal hwnans 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, butheknows that there is more 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 Directornaturallyenjoys the irony of it all. 

This scenario should end after The Grand Finale 
and before Gaffer hasachanceto do anythingwith the 
movie clips. Possibly stopping Gaffer and learning 
about the subliminal message are covered in the 
beginningofthenextscenarioin this mini-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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Curtain Call 

The Director 
Background: Victor Isenburghad been obsessed with 
themovieindustryforaslongashecanremember.As 
he grew up, he would go to see every movie that came 
out atleast once and, ifhe thought they were good, as 
many more times as he could afford. Originally, he 
was fascinated with the wonderful f<.'Cling a really 
good movie would give him and he always wanted to 
be able to give that same feeling to others. He took 
Karate, boxing, gymnastics, and actinglessons and he 
even worked at a costume shop in hopes of someday 
get ti nga c:ha nee tobreakin to themovieindustry asan 
actor, stununan, 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 farlune in TinselTown. After several years 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 aml 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 
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 his movie 
clips. Just as he found his negatives, 
the ceiling collapsed, leaving him 
trappedunderbumingwoodtowatch 
as his only chance at stardom melted 
before his eyes. The next thing he 
remembers is waking up in a hospital 
bed with bums over 80% ofhis body. 
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. He is 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 to become the 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 

deserves, and films that will feature the spectacular 
death ofeach and eve1y person in the movie industry. 
Quote: "Pay no attention to the man behind the 
curtain!" or 'Tm afraid I can't do that Dave" or 
"We're on a mission from God," etc. 
PersonalitylMotivation: The Director now treats the 
world as a massive set for his creations. After the 
accidentthatthrusthimintohiscurrentmentalstate, 
he has lost almost all grip on reality. His only purpose 
in life now is to entertain the world with tbe death, 
humiliation and crippling of Hollywood personali­
ties. Every word he ever speaks is a either a quotation 
from a famous movie or play or something related to 
the movie industry. 1-1 eisobsessed with filming every­
thing he does and with making everything he does 
worthy of filming. No matter what the situation, he 
cannot resist the ridiculously dramatic as he beJieves 
either he is outside a' scene' looking in or that what­
ever is happening to him is partofsome script thathe 
will joyfully follow. 
Powcri;/Taclics: The Director has no real powers and 
relies en t.irely on his skills and gadgets to accomplish 
his ends. Whenever The Director conceives a crime, 
it almost always involves something related to old 
movies. His favorite tactic is using his Director's 
Chair to hypnotize some super-type and then having 
him do the lighting for him. Whenever he uses his 
chair, he is ve1ycareful to give his orders in explicit 
detail or via a script. He also makes sure to inform the 
target that the instructions include something that he 



The Director 
Val CHA 

15 STR 
20 DEX 
15 CON 
10 BODY 
15 INT 
10 EGO 
18 PRE 
2 COM 
6 PD 
5 ED 
5 SPD 
10 REC 
30 END 
30 STUN 

Cost 

5 
30 
10 
0 
5 
0 
8 
-4 
3 
2 

20 
8 
0 
5 

Roll 
12-
13-
12-
11-
12-
11-
13-
11-

Notes 

200 kg; 3d6 fl I 
OCV: 7/DCV: 7 

PERRoll 12-
ECV: 4 
PRE Attack 31/ld6 

Phases: 3, 5, 8, 10, 12 

Total Characteristics Cost: 92 

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

Powers 8c Skills 

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

Gadget Pool 
160 pt. Variable Power Pool, All powers must 

be Foci (224) 
Martial Ar~tuntfighting ( 17): 

Mane1mr OCV DCV Damage 
Martial Throw +O + 1 3d6+v/5 
Martial Dodge +O +5 Dodge 
Defensive Strike +1 +3 3d6 
OffensiveStrike -2 +l 7d6 

Megaphone: (OAF) 
Sonic nlast: EB 4d6, NND (hearing protection), 

Reduced by Rng ( 17) [ 4) 
Riding Crop lllade: (OAF) 

HKA ld6 (2d6 w/ STR), 0 END (11) (O+) 
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 8c Skills Cost: 339 

Total Character Cost: 431 

will be violently opposed to doing. Th.is is because 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 bis 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 tl:u·ough any nearby speaker system be will 

Disadvantages: 150+ 

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 lsenburg (10) 
Reputation: Killer (extreme), 8- (10) 
Watched by: 

The Underworld, 11- (10) 
Villain Bonus {136) 

Total Disadvantage Points: 431 

Sample Gadgets for Power Pool 

The Director's Chair (OlF): 
Limelights: Mind Control 25d6 Mind Control, 12 

Requires Eye Contact with Target (45) [ 12cl 
Spotlights: Flash 4d6 Fli\Sh vs. all Sight, I Charges 

(ll)llcl 
Propellers: Flight 10" Flight, 1 Continuing Charge, 

Lasts for I 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 S minutes (48) 

Protective FlamcGcl'": Images -4 PER Rolls vs. 
normal sight and infrared vision, Time Delay, IIF, 
No Range, 8 Continuing Charges, e11ch lasts for 1 
turn ( 19) 

Exploding Blood Packs: Images -4 PER Roll~ vs. 
nom1al sight and normal hearing, IIF, No Range, 
12 Charges ( 13) [ 12c) 

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

Airbag: Flight 10", AE l hex, OAF Trigger (Must full 
on it), Usable by others, 1 Reooverahle Charges, 
Ret1uires I minute to inflate, f\ulky, Fragile, No 
Range, Can only be used to subtract velocity from 
fall, can only slow or stop fall (5) [Ire} 

FlameGel"' and FlamoBombs"' are Deathftlm Inc. 
trademarks for its special pyrotechnic devices. 

have had rigged or plan tcd earlier. H egi ves directions 
to everyone on the "set," friend or foe.a nd a d ramatic 
ending is far more important than whatever the 
original crime was. He will remain out of combat as 
long as possible, preferring to direct rather than 
actually interfere, but he is not afraid to leap dramati­
cally into the"sccne" ifhc thinks it is necessary. When 
he does fight, he wiJI try to disorient adversaries by 
blinding or deafoning them with his chair lights or 
megaphone, and then he will either make a dramatic 
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exit or attack I hem with the blade hidden in his riding 
crop. He al s:> likes to use harmless movie explosions, 
blanks in b'lms, fake blood, sound effects, and dis· 
guises to confuse opponents. 

Appearance: As might be expected, The Di.rector 
wears high brown leather boots, riding pants, a long 
sk-eveshirt with a scarf tucked inarouml theneckand 
a French beret. To hide his horribly burned and 
disfigured face, he wears a combination of the two 
thcalrical masks with the smilinghalfonone side and 
the &owning half on the other. He also carries his 
riding crop and megaphone whenever he isn't in 
some disguise. 

Favored Fihns) Tricks> and Special Effects 
The following is a detailed descriplion of The 

Direclor's gadgets, tricks, and tactics he uses within 
Deathfilm Inc. 

The exploding blood packs ("squibs") are used 10 
simulate people gettingshot. A11er they are hidden on 
a. person. (either on the skin or under clothing), a 
simple trigger sets off them i nor explosion that makes 
it appear like a bullet just hit whoever is wearing it. 
Each charge is sufficient to simulate ;my nw11ber of 
holes of.~m?s~any size for one person provided 1 hey 
all go off wtthm one round. The Director loves to 
convince normals or actors that they arc extra.~ in the 
filming of a real movie and then rigging them with a 
few of Lhesc 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 cffccl of one of his 
"scenes" or use them on himself so people will tl1ink 
he is shot and leave him alone long enough for him to 
escape or to attack 1hem when he has them surprised. 

The protective FlameGcl'" can be used in several 
different ways, much the same as !he exploding blood 
packs. They allow anything man-sized or smaller to 
go up in massive flames for one turn without harm. It 
~om~sin a bo~tlethatcan be applied on skin,clothing, 
mammale obJects, thrown like a MolotovCock1ail,or 
whatever. The speciaJ patented chemical mixture 
allows the Ila mes to radiate heat just like regular fire 
(which is why it looks normal to folks with infrared 
vision) while thcyareactuallynothot enough to burn 
paper. This fite is very shortlived, however, and goes 
out in about a turn. The Director uses these to simu­
late people trapped in burning cirs or to give him an 
excuse to leap into a nearby river and vanish, to 
intimidate and impress others. or to even occasion­
ally imitate super-poweIS. 

The Director's sound engineer, Poley, has an ex­
tensive library of sound effects, accumulated over the 
years (including voices), thatshecan employwitJ1 the 
useofherrcmotccontrolled speakers. These speakers 
have a small computer in them that allows them to 
play back or simulate any noise or sound ·n1e Dircc-

tor wants. However, the batteries in each of these 
speakers only allow for about one m inutc of continu­
ous playing. The Director often uses these to confuse 
oppanents by playing cries for help, by imitating the 
voices of someone thc..'Y know, or by otherwise throw­
ing in sounds that just don't fit the particular situa­
tion. The Diret:lor also uses these for dramatic music 
or background sounds in a 'scene' he is doing. 

:11~ FlamoBombs"', 3-D projector, and sheet glass 
p~tmgs 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 FlameGd'" 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 tJ1e 5 minute 
burn time, as many or as few explosions as The 
Directorwantscanoccur in anyamountoftheareaof 
effect that he w.mts. This must· be determined as the 
bombs are te~and cannot be changed once they begin. 
The 3-D pro1ector 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 wdl. Sometimes The 
Director will placeoncoutsidesomeone's window to 
make tJ1em think tJ1cir house is flying through space 
or he'll use them to put a desert or a ghosttown in New 
York City so the western "scene" will look right. The 
projector only has batteries for 5 minutes of continu­
ous play and any backdrops usually fall apart on their 
own in about the same time. 

OncofThe Director' sfavorite toys is the airbag. He 
lo~es dramatically leaping off the roof or U1fough 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 preforred methods of cscaping0 pponenls who 
cannol fly. This is also a good way to intimidate 
blindfolded hostages and gel information from them 
without hurting tbem. It guarantees no damage to 
anyonefal.ling 10" (abouts storics)or less, and signifi­
cantly reduces damage for heights above tJiat. The 
Director usuallywill not use it for falls of greater than 
30" ( 15 stories), which would allow about Sd6 of 
damage to gel through. The bag is actualJy much 
bigger than I hex in area but only tJ1e center hex of it 
~rovic.Jes any protection to 1he person falling. ll is 
unportant to nott that as soon as one person hits the 
?ag it deflates, and anyone else hittingitheforeitisrc· 
inflated-no matter how close they were behind the 
first person-will get no benefit from it. 

Any of tJ1esc gadgets in the g<tdget pool can be 
redesigned by someone with the know-how (usually 
Gaffer.) The Director alwa>' suits his effects to the 
"movie" he is working on and its "actors." He has 
been known to spend weeks studying super-powered 
beings lo learn their powers and weaknesse&-some­
tin1es even creating "auditions"-in order to write 
the script and prepare the set for his next "produc­
tion." 



Example: If he knew a super-powered being was 
blind and saw with sonar or radar, he might acljust 
his images acamlingly. If he founcl out someone 
hacl a tenclericy to go berserk wl1en insultetl, you can 
bet th11t person will stumble c1cross a l1idclen spenker 
loruled with insults just when it is least convenient 
for him to go bers~k. 
While most of these gadgets are designed to simu­

late effects and, as a rule, tend not to harm surround­
ingspectatorsorproperty, The Director has no qualms 
about ki11ing 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, he likes to have a happyaudienceand 
you can't do that if you keep killing them off. Third, 
he loves to make people feel stupid when they falJ for 
one of his tricks. Finally, he likes the idea of people 
thinking everything he does is fake so, whenever he 
throws in something real, it realJy takes them by 
surprise. lfhe were to find out the death of a normal 
would cause a super-type a nervous breakdown or if 
he thought the teal thing would better suit his needs, 
he wouldn't hesitate to replace FlameGel"' with na­
palm, add a second completely useless airbag outside 
a window, or give his henchmen plentyofreal bullets. 

Whatever The Director does, he films it all. He has 
quite an supply of hidden, Oying and mnn-portable 
move cameras, video cameras, and TV transmitters 
that are always nearby. If any of the movies he makes 
are any good, he might sell it to a movie company, 
take over a 'IV broadcasting 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 beaten and still thinksi twas donein a dramatic 
enough manner, he will show the greatest honor he 
ever could to a super-powered being by producing 
the film othis own defeat and sendingi t to the victors. 

Key Grip 
Backgroun<l: James Henkle 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 
too dishonest or low for 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. KcyGripisstill 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 essenti:illy an 
opportunist with no personal morals whatsoever. Me 
is fond of The Director's methods anJ the steady 
monthly income he pays him. These are the two main 
reasons Key Grip continuesto work forThe Director. 

He is not particularly loyal to The Director, but he has 
grown to fear his authority. James choose the name 
KeyGrip under The Director's movie genre.although 
he has no idea that a Key Grip has nothing to do with 
keys. He is rather proud of his tockpicking abilities, 
and has recentJy taken to trap set1ing as an interesting 
change of pace. Key Grip has never heen mudt 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 Uoy. Key Grip is 
a natural liar.and is quite fond ofmakingup the most 
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 not ashamed to just turn and run. 

The traps hecarries were designed by The Director 
and created by Gaffer. They can only be changed by 
Gaffer and then only between scenarios. He has to 
drive them around in a van because they are all to big 
to carry around on bis person. He will go to great 
lengths to set them up correctly--evcn 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 roJls. Key Grip 
often uses his concealment skill to put these triggers 
on the opposite sidesof doors or some other place tltat 
couldn't he seen usually until the trap is already 
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Key Grip 
Val CHA Cost Roll 

13 STR 3 12-
18 DEX 24 13-
12 CON 10 11-
9 BODY -2 11-
13 INT 3 12-
10 EGO 0 11-
10 PRE 0 11-
8 COM -1 11-
5 PD 2 
2 ED 0 
4 SPD 12 
5 REC 0 

24 END 0 
22 STUN 0 

Notes 

150 kg; 21f.id6 [I) 
OCV:6/DCV:6 

PERRoll 12-
ECV: 3 
PRE Attack 2d6 

Phases: 3, 6, 9 12 

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: 

~'TR + 17, Only to escape Grabs & Entangles (6) [2+) 
Hearing PER Rolls +2 {4) 
Running·t-2" (2) [1/5"] 

Street Scum Skills: 
dimbing 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) 
Sei:urity 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 hehashadquitea bit of 
experience mnning back and forth to set them up. 

He prefers to set the dropping battle-ax ancl guillo­
tine blade over doors, concealing them as mentioned 
above. The giant saw blade, once launche<I, 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 ( tltus the Reduced 
by Range). Key Grip loves to put this one in closets at 
the end oflong 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 

Disadvantages: 150+ 

Hunted by: 
the Police, 11- (20) 
Psychological limitation: 

Oishonorahlc: Always lies or takes advantage (20) 
Public ldentity: James Henkle (10) 

Watched by: 
the Underworld, 11- (10) 

Total Disadvantage Points: 210 

Sample Traps and Gadgets 

"Final Cut" Traps 
Battle-Ax ancl Guillotine Blade: 2d6 HKA 2d6, 

Trigger (Different Every Time), JAF, 2 Requires I 
minute to set up, Sulky (LO) I 2rc] 

Giant Scissors: HKA I lf.id6, AE 1 Hex, Trigger 
(rnffcrent Every Time), !AF, 1 Recoverable 
Charges, Extr11 Time: Requires 1 minute to set up, 
15- Act, Hulky 10) ! Ire] 

Chainsaw Pendulum: HKA I 'hd6, AJ>, Trigger 
(Different Every Time), IAF, I Recoverable 
Charge, Extra Time: Requires I minute to set up, 
15- Act, Bulky (JO) f lrc) 

Giant Buzz Saw Blade: HKA ldti+l, AE 18" line, 
Trigger (Different Every Time), !AF, 1 
Hecovcrable Charge, Extra Tinl<!: Requires 1 
minute to set up, Bulky ( 10) t I re] 

Bladed Hoomerang.'land Launcher: HKA d6+t, 
Indirect (Any Direc.tion), Trigger (Different 
Every Time), IAP, 2 Recoveralile Charges, Extra 
Time: Requires 1 minute to set up, Bulky ( 10) 
(2rcl 

Other Gadgets 
Body Suit: Invisibility vs. Radar, m, and Active 

Sonar, OTP, l Continuing Charge lasts for I 
Hour, Will not work when wet, 15· Act, Extra 
Time: Require.sone phase to warm up ( 10) 

lockpicks and Electronic Kil: Lockpicking, 22-, 
OAF, Concentration (O DCV), Extra Time: 
Requires full phase to activate before lockpicking 
attempt ( 10) 

already discovered a trap or two. They are aimed at 
placeswhercKeyGripsuspects"cautious"peoplewilJ 
stand when they set off triggers they have discov­
ered-particularly hitting them from behind while 
heroes face d1ctrigger. AU of these traps attack with an 
OCV of 6, and appropriate modifiers for surprising 
someone or trying to hit someone being "cautious." 

Appearance: Key Grip cares little 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 
foll compliment of Mechanical, Electronic, and Mag­
netic lockpicks on his belt. His blackjack is usually 
hanging from a leather thong on hi.s wrist, and the 
power pack for the steaJth suit rides on the small on1is 
back. Key Grip also always wears a pair of sunglasses, 
even at night, although they usually don't alter his 
vision any. His physique appears muscular but thin, 
and Ms features are all rather sharp. 



Gaff er 
Background: For Kevin Sanchez. life as a geek was 
relatively uneventful. His unusually high intelligence 
set him apart from his peers, 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 
whenever he used them to apply fora grant or patent. 

He eventually developed a bitterness for mankind 
and an inferiority com plcx to go with it. One day, 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 computeri7.e<l 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 modem alien standards-­
although still far beyond anything that couJ<l 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 delusions, 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 first loyalty 
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 J.)irector happy while serving and re­
porting to Ra. Gaffer is also aware of how often bis 
luck has interfered with his plans, and now invents 
almostexclusiveJyforothers,ashisinventionsusually 
always fail when he makes them for himself. 

Powers/Tactics: Gaffer's extensive scientific knowl­
edge and memory are tremendously enhanced by the 
alien computer chip implanted in his brain. It is a 
small 1.5" x 1.5" chip that fits into a small slot under 
a fake patch ofhairon the back of Gaffer's head. 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, 
except that Gaffer is often rubbing it and 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 projecl a blast of concentrated mental en­
ergy. Knowing that he has this ability is primarily 
what hclllt'd 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 side effect of all this alien technol­
ogy is that it has made Gaffer sensitive to psychic 
emanations. This Mental Awareness was unplanned, 
and Gaffer has not as yet reported itto 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 

8 STR -2 
13 DEX 9 
8 CON -4 
9 BODY -2 
25 INT 15 
19 EGO 18 
15 PRE 5 
10 COM 0 
2 PD 0 
2 ED 0 
3 SPD 7 
4 REC 0 
20 END 2 
18 STUN 1 

Roll 

11-
12-
11-
11-
14-
13-
12-
11-

Notes 

75 kg; l'hd6 [I] 
OCV: 5/DCV: 5 

PER Roll 14-
ECV: 6 
PRE Attack 3d6 

Phases: 4, 8, 12 

Total Characteristics Cost: 49 

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

Powers & Skills 

Computer Chip (JIF, frngile) 
Muhipower 70 pt pool (47) 
u - Sciences (IR- each): Physics, Nuclear PJ1ysics, 

Mechanical Engineering. Mathcmatit:s, 
Psychology, Genetics, Biochemistry (6) 

u - Eidetic Memory (I) 
u - !!go Allack 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- (I) 

Total Powers & Skills: 123 

Disadvantages: 150+ 

Psychological Limitation: 
Low Self Esteem (5) 

Unluck: 3d6 (15) 
Villain Bonus (2) 

Total Character Cost: 1 72 

Total Disadvantage Points: 172 

Best Boy 
Background: Robert "Bit" Rogers was born into a 
very rich family in one of the better parts of sou them 
California. Spoiled as a child, he went through life 
never having to work, and often ignoring everything 
except fur bis exploits at the local beadtes. A~er 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 lite of drug smuggling, they disowned him. 

Bifrefused to lose hiswardrobeor his other expen­
sive habits, :md continued to do whatever would 
provide the funds he needed to uphold his so<:ial 
image. In the shady years that followed, Bif learned 
how lo use a gun, how to light, and how lo work 
among the underworld. 

The Director eventually heard about Bif>s high­
priccd tastes, and hired him under the promise of 
fome,fortune,and the rich lifehedescrvcd. Bifchooi;e 
the name !Jest Boy both as part oChis arrogance and 
as part of his ignorance of what a Dest Boy really is 
(usually nn assistant toa gaffer). To insW'e Rest Boy's 
loyalty, The Director had Gaffer alter Best Boy's 
favorite narcotic, making it three times 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 outcla<;sed.'' 
or "Dude!" or "Dude?" or "Dude." or "Duuudc.'' 

Personality/Motivation: Best Boy is quite arrogant, 
and to him appearance is everything. A combination 
of growing up spoiled and being a drug addict have 
made him rather overly sensitive to insults. His over­
confidence also makes him one of those people who 
always announce or explain everything they do, natu­
raUy assuming everyone wants to hear it. 

Whenever possible, he will spend his free time 
working out on weights, trying on new clothes, or 
buying something else that he believes will improve 
his social status. Best Boy is probably the most loyal of 
The Direclor's henchmen, not only because of his 
addiction ton 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. 

Powcrsffactics: Best Boy's only rea.I power comes 
from the narcotic breather be always carries around 
with him. While he takes small puffs on an hourly 
basis to curb his addiction, he can squec-1.e up lo two 
huge doses out in combat. This drug speeds up his 
metabolism to the point where he becomes unusually 
strong, fast.and resistant to pain. Ifhe lakes both large 
doses in one day, he will only have enough drug to 
curb the addiction for one more hour. and he will 
start taking damage two hours after the second large 
dose. He usually forgets this in lhe heat of battle. 

Appearance: 13cst Boy always wears somestyl ish vari­
ety of designer suit, favoring rings, silk tics, and the 
color white. His hair is short, curly, and golden 
blonde, while he generally tries to keep his skin dark 



Best Boy 
Val CHA Cost Roll Notes 

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

9 INT -1 11- PER Roll 11-
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, IO, 12 

10/13 REC 6 
40/46 END 3 Stats after slash 
40/48 STUN 10 include drug bonus 
Total Characteristics Cost: 92 

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

Powers & Skills 

Street Scuffle Training: 
Combat Levels: + 2 Levels w/ Combat 
Range Levels: -f·2 Rng Mod w/ Machine Pistol 

Martial Arts-Brawling: (25) 
Mane1tver OCV DCV 
KillingStrike -2 0 
SacrificeThrow +2 +l 

Damage 
2d6K 
8d6, You Fall, 
Target Palls 

Defensive Strike+ I +3 8d6 
Offensive Strike -2 + 1 l0d6 
+2 Damage Classes (Added In) 
All Damages included increased SfR from Drugs. 

Without drugs, Rest Boy does 2d6 less damage. 
The Killing Strike remains the same. 

Drug Inhaler: (OAF) 
Increased Characteristics:+ 10 STR. +5 DEX, + 3 

CON, +I BODY +5 PRE, +14 PD, +3 ED, 2 (17) 
Machine Pistol: (OAP) 

ltKA ld6+ 1 K, AP5, 2 clips of 30 Charges x40, 15> 
Jam Chance (15) (2x40] 

Lack of Weakness: -10 (IO) 

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: 
Comhat 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 

Disadvantages: 150+ 

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 Nul (15) 
Overconfident ( 15) 

Watched by: 
the DEA, 11- (IO) 

Total Disadvantage Points: 225 

and tan,even in winter. He onlydrives expensive cars 
with gold trim and accouterments, and they aU have 
personalized license plates with "B BOY" written on 
them. His machine pistol stays in a custom made 
alligator hide holster, and it has an ivory hand grip 
with" 13.B." stamped on it in 24K gold letters. If there 
is some new stylistic fashion or fad sweeping Califor­
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. 23 
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Foley 
Background: Like The Director, 
LauraNivenhadalwayswantedtobe 
a parlof the morion picture industry. 
She moved to California right after 
graduating from high school, and 
began trying to work her way into 
"The Business." Her first opporlu­
nilycamein the sound effects depart­
ment. She learned quickly and spent 
a significant amount of lime away 
from work studying up on what 
would make her better at her job. 

After severnl years she became a 
respected sound engineer,and finally 
got to work at a high position in a 
majormolion picture. H0wever1dur­
ing the filming of the movie, old 
equipment caused a major sound ef­
fect to go off while Laura was still 
setting it up, resulting in Laura's par­
tial de:rCness and several angry actors. 
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 
Gred. she broke into the sound room 
of the set, stole severalhundred thou­
sand dollars worth of equipment, and 
then erased the entire soundtrack to 
the movie. 

Not surprisingly, even though nothing was ever 
proven, no movie producers wanted the services of 
Lama after that incident. The Director heard of her 
through the "you'll never work in this town again" 
t,rr.ipevine,and ittookalmostnoeffortto talk her into 
joining The Director's band. Laura began to call 
herself Foley, named after her old job, and with the 
hcl p of Gaff er has managed to alter most of 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 Hollywood for her 
hearing loss and for getting fired after several years of 
hard work. She is not insane about it like The Direc­
tor, and she would prefer bankrupling most of the 
movie industry rather than killing those within it. She 
will actively help in anything that harms Hollywood, 
but she won't personally kill anyone if .she doesn't 
have to. 

Foley docs sympathize with The Director 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 a serious beating 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 ai.d compensates for this impairment, 
and when sheconcentratesand 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 uses these to help someone do what would 
nonnally be a loud job without being noticed, or to 
weaken any sound related powers super 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 woman with no 
particularly distinguishingfeatures. She usuallywears 
a tan trench coat to 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 
name of the last movie she ever worked on written on 
it. GMs can either name the title on his cap after a 
movie they didn't p•irticularly like, or use the tille 
"Flying-Rodent-Man" instead. 



Foley 
Val CHA Cost Roll Notes 
11 STR 1 11- 100kg;2d6(1] 

OCV: 5/DCV: 5 16 DEX 18 12-
12 CON 4 11-
10 BODY 0 11-
17 INT 7 12- PERRoll 12-

F.CV: 4 13 EGO 6 12-
14 PRE 4 12- PRE Attack 2lhd6 
10 COM 0 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: (OfF) 
Sonic Blast: EB 8d6 EB, AE 4 "r, Perwnal Immunity, 

No Range, 2 Charges x2, 14- Act, No Knockback 
(20) [2c] 

High-Frequency Sonic Blast: Flash 3d6 vs. Normal 
Hearing, 4 Charges, 14-Act (IO) [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 (I at a time), 

4 Continuing Charges each lasts for 1 tum, 14-
Act (17) 

Flash Defense: 5 Hearing (5) 
Hearing Aid: (IIF) 

Hi-Range Radio Hearing, Concentration ('h DCV) 
(7) 

Radio Listen, IIF (Hearing Aid) Concentration ( lh 
DCV) (2) 

Ultrasonic Hearing, Concentration (lh 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 

Disadvantages: 150+ 

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

Psychological Limitation: 
Strong Dislike for Hollywood peoonalities ( 10) 

Watched by: 
the Police, 11- (IO) 

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 ofThe Director's special 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. 
They have been trained to take mostoftheircuesfrom 
The Director's commands, although they are capable 
oflimited 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 
TheDirectorhasswomtofreeanyofthemonbailand 
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. 
demandstosurrenderor to "come quietly" 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 
mission and hangingaround TheDirector, they some­
times wear black T-Shirts with the words "Deathfilm 
Inc. Stuntman Training Academy" written on them 
in rainbow colored letters. 

25 
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Stuntmen 
Val CHA Cost Roll Notes 

15 STR 5 12- 200 kg; 3d6 [2] 
14 DEX 12 12- OCV: 5/DCV: 5 
13 CON 6 12-
IO BODY 0 11-
13 INT 3 12- PER Roll 12-
11 EGO 2 12- ECV:4 
13 PRE 3 12- PRE Attack 2\l.id6 
10 COM 0 11-
5 PD 2 
3 ED 0 
3 SPD 6 Phases: 4, 8, 12 
6 REC 0 

26 END 0 
24 STUN 1 

Total Characteristics Cost: 47 

Movement: Running: 6"112" 
Swimming: 2"/4" 

Powers & Skills 

Combat Training: 
Combat Skill Levels: 

+l Level w/ Combat (8) 

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

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 

Disadvantages: 50+ 

Hunted by: 
Superhero group, 8- (15) 

Psychological Limitation: 
Greedy (15) 

Watched by: 
the Police, 11- (IO) 
The Director, 11- (IO) 

Total Disadvantage Points: 100 
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Introduction 
This is 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." It picks 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 unlit lhe players can stop it) 
quite an impact on those that watch it. The Gaffer has 
loaded the moviewithsubliminal messages that leave 
audiences wanting to become superheroes. 

Virtually any attempt to stop Gaffer wi!J result in 
the discovery that most of his super-intellect is cre­
ated by advanced alien micro technology implanted 
inhisbrain. Wbilehedoesnatknowlhattheimplants 
are created with alien circuitry, he will be able to give 
the pl:lyers enough clues for them to learn that The 
Director's movie was secretly fi nanced entirely by 
someone with a great deal of power and money. The 
implants will not reveal too much information, but 
theplayerswillstartthisscenarioknowingaboutalien 
cybernetics, and someone known as" llirdman" who 
wants large numbers of the population to want to 
become paranonnaJ beings. 

Meanwhile, there are several sub-plots that will be 
going on to keep the players occupied. First of all, the 
heroes will be approached by Mr. Raymond, a repre­
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 tbcir 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 
these events arerelated to each other, to The Director's 
movie, and to the cybernetic implants in the Gaffer. 
Mr. Raymond is actually a three thousand year old 
vilfain named Ra (as in the sun god, AKA "Bird man") 
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 
takean active interestin making them h isnextproject. 
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 b'ranting 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.e., most 
paranonnals),and Raseesitmorelhan fittingthatthe 
player-characters should be his genetic guinea pigs. 

111e Oominae will be the players first real challenge 
in the scenario. Once Ra has assigned the Dominae to 
the heroes, they will instantly start working to make 
the characters' Jives 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, they get 
coverage of everything they do. Ra will prearrange for 
some trumped up evidence to appear (primarily in 
tabloids) thattheplayercharacters have actuallycom­
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 "bring them to justice" while the two secret 
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 this is 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 ofRa'sexperimcntal genetic 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 Ra and the Dominae. 

Somewhere between the first appearance of Ra and 
thelastappearanceoftheDominae, the players should 
have to deal 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 
one of the player-characters with his new experimen­
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 27 
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slow enough to produce a gradual ehange in the 
characters that should give them plenty of time to find 
the antidote, while still producing changes in them 
noticeable enough to keep things interesting. 

Once the heroes either expose the Oominae for 
what they are, or get humiliated/beaten beyond toler­
ance ( orboth ), Ra will decide the hcroe.s have outlived 
tJ1eir usefulness. He will send The Raymond Project 
to have them all assassinated, and to bring back the 
bodies of any infected heroes to be tested for the 
results of the genetic poison. The Raymond Project 
consists entirely of government agents cybernetically 
enhanced by the same technology that was used in 
Gaffer. Assuming the players survive The Raymond 
Project, they must defeat and capture Ra and take 
evidence of what he is doing to the public in order to 
stop the rush of prop le lining up to get transformed 
and sent off to places unknown. 

In Ra's secret base, the heroes will find much more 
of lhc alien technology and rockets sending kid­
nappetl psychics and ego-powered paranormals into 
outer space. They will find the antido1efor the genetic 
poison in the base as wdl. Just exactly why Ra is 
sending psychics into space and where rhe alien tech­
nology is coming from, is covered in rhc third part of 
this mini-campaign, called "A Psi for a Psi." 

Mini-Campaign Notes 
Like the first scenario,if thisscenario isgoingto be 

run indcpendentlyoftheother 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 dues from the first 
scenario are reemphasized in this one. GMsshould go 
back 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. Characters might read in a local tabloid (or see it on 
the cover) an article titled "Local Slumlord Claims 
Comet Struck His Apartments!" andthen perhaps 
a rival tabloid might also have a headline that reads 
"Streetgang Discovers UFO ln Hangout!" Both 
articles are obviously filled with a bunch of con­
flicting reports and extra garbage added by the 
editors to add spice to the story.Somewherearoong 
the nonsense about green alien women with extra 
naughty bits and the earth being secretly shifted 
into another space-tjme continuum, there are a 
few things that correspond between the two ar­
ticles. Both sloriesinvolve the same city slums, and 
both supposed I y occurred within two days of each 
other. GMs should he careful to either throw in so 
much sillines.~ with the articles lb.at the players 
remember them but don't investigate, or the GMs 
should just de-emphasize the articles enough that 
the players Jon't go oul and investigate it right 
away. If the players have any powers that would 

allow them to casually investigate the articles (like 
Oairvoyance with Retrocognition or Extra-Di­
mensional Travel through Lime, for example), 
than the GM might just want to skip this due 
altogethcrandconcentrate moreon theones from 
the first scenario. 

2. The characters will also probably notice the fanfure 
and preparation for the biggest rock concert of the 
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 ;mother possi­
bly useful due. There is a nimor t.loating around 
Washington and The Pentagon that n weather 
satellite accidentally took a series of pictures of 
some form of rocket leaving the Earth's atn10-
sphere and heading out into space. This suppos­
edly has the govemment concerned for three rea­
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 
rocket or what its 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 popularonesare thatthe photos 
are some kind of practical joke, that the photos are 
just being misinterpreted, that aliens are flying au 
over 1he world conducting reconnaissance, and 
that some third world country has developed 
some fom1 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
duce the movie "Hollywood's Last L1ugh." !twill take 
him about a week to finish the movie, and during that 
time tl1cre are several ways lhc heroes 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. Ifplayerscome up with a way to find Gafferthat 
isn't listed here, the GM should allow it if it is a good 
idea and well executed. II is not essential that the 
heroes find Gaffer, however. The following is a list of 
possible ways the heroes might be abl<? to find Gaffer: 

1. Allow one of the Stunnnen 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 receiving/monitoring sta­
tion, but he will have taken the editing equipment 
to his private studio that even 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 
will go and pick him up. Gaffer will only do this for 
The Director, and only ifhe is absolutely sure The 
Director has not already been captured (and pos­
sibly brainwashed or had a tracer put on him etc.) 
andthatheisnotbeingfollowed.Notethatafterl2 
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 
hours after the battle if they lose. From that link up 
point they are to all go to regroup at Gaffer's 
receiving/monitoring station. Only Foley, The 
Director, and BestBoyactuallyknowwhereGaffer' s 
receiving/monitoring station is, and can reveal 
that information. None of them know that Gaffer 
plans on leaving 12 hours after the battle (which is 
as fast as he can pack up and go), nor where he will 
go after he leaves. 

4. There are obviously a number of powers thatcanbe 
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 
( alongwi thanyone else who escaped from TheGrand 
Finale before the 12 hours it took Gaffer to move) in 
a sparsely furnished rented garage filled with thou­
sandsofdollarsworthofstolenediting/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 Gaffer is defeated here, thereareseveral clues the 
players could find to start the scenario rolling: 

I. Anyone examining the computer chip in Gaffer's 
headwillbeabletouseeitherComputerProgram­
ming or Electronics (or other appropriate knowl­
edge skills) to determine its true nature. A basic 
successful roll will reveal thatthecircuitryishighly 
advanced, and not of any standard mainstream 
templates commonly found in the electronics/ 
computer industry. Ifa roll is made by 3 then i twill 
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. 
If arollismade by 5 or more, players should be able 
to deduce that the techniques that had to have 
been used to make this chip involved conditions, 
equipment,andmaterialsthateitherdon'texistat 
the current technology level, or are prohibitively 
expensive.Atthispoint,itshouldbeapparentthat 
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 
equipment and 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 a completelydifferent film stock. Once 
this is determined, 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. Theyareveryfrequentthroughoutthemovie, 
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 Ra by 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. He knows 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 his life. He 
has reported every plan ofThe 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 29 
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headache during lhe 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 
determinewhattheyareforwithoutstoppingthefilm 
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 this is just causing 
large numbers of people to want to become superhe­
roes, or if the GM is a stickler for details, than call it an 
Sd6 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, an<l 
they are very easy to identify once their presence: is 
known, the movie will stop being shown immediately 
after an invcstigat ion is hcgun. If Lhe 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 ofThe Director's movie at least 
partially solved, the players are ready to begin the 
second scenario ... 

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. 
Haymond will have access to in his corporate spy net, 
he should be nble lo either locate the heroes or know 
the simplest way to contact them. In the event that the 
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. 

Anyddvingjnto Mr. Raymond' smegacorporation 
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 minds in the country work for him. 
If the heroes do serious detailed resenrch, 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 anyway possible. His business 
works completely independently of the rest of the 
industry, andhe can therefore offer this aid regardless 
of the heroes' previous record (or H unteds 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. Even if 
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. 
Raymond will go into quite the sales pitch trying 10 get 
the heroes to accept the computer. It has access to 
police records, (non-classified) FBI files, (non-classi­
fied) CIA files, world maps, city maps, codebreakers, 
video games, ten different languages, scientific knowl­
edge in physics, genetics, biology, chemistry, and 
robotics, it can monitor police band radios, TV sta­
tions, phone lines, satellite link ups, and FAX lines, it 
hasa3-Dholographicimager,anditcancvcndoyour 
taxes. 

If the heroes agree, he can have the computer 
installed within 24 hours. If Mr. Raymond met tl1em 
somewhere and the heroes do not want him or his 
people going anywhere near their base, then he can 
arrange to hnve it ready for pick-up atnnyconvenient 
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 
havingtorevealhispowers,hecanradioinfourteams 
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 the heroes, and if they actually do force him to 
reveal his powers, he will nvoid transforming into Ra 
and try to escape as quickly as possible. 

If the REDTAPE 2000 Digital Automated Data 
Integrated Organizer (D.A.D.1.0. for short), daes get 
installed in the heroes base, it will come with com plcte 
easy-to-use operating and set-up instructions, as well 
as a simple preventative maintenance checklist and a 
lroubleshooting guide. In addition, Mr. Raymond 
will also provide several 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.I.0. computer. 

The heroes will alro no <louht not trust this Trojan 
horse and wiU want to examine it extensively and/or 
takeitapnrl. Thespccificsemi-technicalaspectsofthe 
computer and what can-or can't be-discovered on it 
are covered in mare detail on the complete descrip­
tion at the end of the scenario. Needless to say, it is 
veryunlikelythat the heroes will discover D.A.D.1.0.'s 
secret purpose right away. 



It is 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 
virtually impossible to discover D.A.D.1.0.' sartificial 
intelligence unless it wants to reveal it 

In addition to truly trying to help the heroes with 
whatever information it can give them, itwill 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.1.0. comes equipped with several notable 
pieces of hardware and special functions. It is capable 
of complete High Range Radio Hearing, which ac­
cording to 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.1.0. 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.1.0. as longifheis within sight of the 
antenna. D .A.D .I. 0. prefers this method of transmis­
sion over normal radio in order to prevent commu­
nications from being tapped. D.A.D.1.0.'s artificial 
intelligence also 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 must be erect for 
optimum operation of this unit" or some other such 
technique until the heroes get inside it and attemptto 
override it D.A.D.1.0. 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 
is impossible for some reason, D.A.D.1.0. will use its 
Cryptography skill to send encoded digital messages 
when it thinks there isa good 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 process is still too time 
consuming and 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 
poison and have D.A.D.1.0. monitor the effects ithas 
on them. 

With D.A.D.1.0. transmitting the location of the 
heroes whenever possible, itshouldn'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.1.0. informs Doc (via Mind 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 
more heroes total) of the heroes who have no obvious 
mental powers and the lowest EGO. When doing this, 
she will remain invisible at all times. If her first 
attempt fails (the poison can be detected by discrirni­
natoryscen tand taste) then she will try one 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. 

Basic Training 

The Dominae Target the Heroes 
The main purpose of the Dominae is to give Ra a 

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
port from the news media, combined with arranging 
crimes that they can easily stop. With all the involve­
menttheheroeshadwith TheDirector,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. Thechargeswilleitherbebasedonfactsfrom 
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 
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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 incriminatin~ 
evidence (although, 1l1e Dominae 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 wit11, once the Dominae announce they 
are actively searching for I.he "heroes" to bring them 
_in for questioning, the general public will believe that 
the charges are based on fact. 

Essentially, this is all designed to give the Dominae 
an excuse to beat, maim, cripple, and otherwise pun­
ish the heroes for interfering with TheDirector'spart 
in Ra's plans, whilealsopossiblyopcningup achrmce 
for a !Cw more of the heroes to be infested with R.1'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 tJ1em before the heroeshavea chance 
to clear themselves. The Dominae' s worst fear is that 
the heroes will either go into hiding or peacefully tum 
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 1h1..'Y can be 
attacked. The first of which is toarrangesome form of 
crime near where tJ1c heroes are known to operate, 
and tJ1en waiting hidden nearby for them to arrive. 
This will give Chiffon a chance to mingle in with tlle 
crowd in advance. 

IftheplayercharactersbaveacceptedtlleD.A.D.1.0. 
2000 computer, and have not yet discovered the 
hidden programming, then the computer will begin 
transmitting the heroes' locations right away. If, for 
some reason, the computer is not able to do this, 
Midnight Blue will begin followingtlle heroes around 
invisibly and radioing tlleirlocations to tlle rest of tlle 
Dominae. 

Whenever theheroes are near the crimeset-up, tlle 
Dom inae will signal Lackeys one through ten to start 
the fir,;t crime. The Lackeys are dressed as standard 
street thugs, and when given the signal tlley will 
charge into a crowded supermarket and hold the 
place up. ·n1ey wiJl spread out throughout tlle super­
market to make it difficult to hit more tllan one of 
tllem at once, they will block off all tlleexits, and tlley 
will try to stay in sight of one anotller as much as 
possible. Chiffon will olready be in the supermarket 
with the crowd, Midnight Blue will stay invisible as 
close to d1e heroes as possible, and Emerald, Ivory, 
and Amber will bewahingina 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 tlle crime starts. 

TI1e ten Lackeys have been told to bungle the 
robberyuntil the heroes show up, and tllen they are to 
take hostages. Chiffon will start draining INT, EGO, 
and PRE from tlle heroes as soon as tlley arrive, 
startingwitll 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 tJ1an concentrate on reducing any 
one hero down to a blithering idiot. Midnight Blue 
will staybackmostJyto advise tlle restofberteam, 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 figw·e out it was 
anytlling more than an accident, she will. 

The Lackeys will be as loud and sloppy as necessary 
to attractattentionand give the heroes time to arrive. 
They currently fear their employer more tllan most 
heroes (especially heroes who are having tJ1cir Pres­
ences drained) and know that t11ey will only be freed 
from jail if they put up a good fight. 'lbcy have been 
told to startattacking the heroes as soon as they arrive, 
and not to stop untileitJ1er the heroes leave or the rest 
of tlle Dominae arrive. 

Midnight 13lue will only let tlle fight go on long 
enough for Q1iffon to have time to drain one or IWO 

of tlle heroes. She will probably signal tlle Dominae 
on tJ1e first phase of combat, and they will arrive two 
phases after tJ1at. 

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 Lhey have been instructed to 
do). The Dominae will attack tlle heroes first, and 
make clever soliloquies later. If the heroesdo not fight 
back or try to run from the Dominae, tlle Dominae 
will not hold back tlleir attacks. If tlle heroes continue 
to martyr themselves, make sure and give tllem an 
EGO roll or two after Chiffon bas drained tllem to see 
if tlley get mad enough to fightanyway. The Dominae 
will also not listen to any pleasofinnocence from the 
heroes, arguing that these "criminals" are too danger­
ous to be treated witJ1 kid gloves, and that they should 
be punished for being an embarrassment to crime 
fighters everywhere. Note tllat tllere is no real reason 
the heroes should assume (at least at first) that tlle 
Dominae arc anything other than what t11ey seem­
hcroe.s (obviously misguided) trying to apprehend 
who they perceive to be crimi11als. 

If all goes as the Dominae plan, the heroes will be 
soundly defeated by them and taken beaten, bloody, 
and bruised lo be dumped at the local police station. 
Note iJ1at the Dominae are going for permanent or 
long-term injuries;hittingheroesafter they are down, 
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 tlle 
press coverage in her alter ego ofJessica Black after tlle 
fight, and she will only allow interviews a11d coverage 
that allows the Dominae to come out looking good. 
Being as how all the Dominac 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. I fat all 
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't have Midnight Blue poison more than 
half of the heroes in the scenario. 

In the event that the heroes go into hiding, tum 
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 
crystal ball. She will attempttolocate them through it, 
and then use her Ego Attack on each of them until 
they find a way to stop it, they all end up in a coma, or 
until they get so annoyed byit theyhuntherdownand 
want to fight. When Amber does this, she wiJJ be with 
Ivory and Emerald on a rooftop somewhere, and 
Chiffon and Midnight lllue will naturnlly be hidden 
in a crowd or group of people nearby. Theymight also 
decide to use the crystal ball to locate the heroes and 
then hunt them using that. In that case, the three 
public members of the Do mi nae will charge towards 
the heroes in their costumes, while Chiffon and Mid­
night Blue lake a taxi or some other normal form of 
transportation. In no case will the group arrive sepa­
ratdy, nor wil l they attack without Midnight Blue's 
command (which will naturaHy be after Chjffon 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 who is close to the heroes. 
This could range anywhere from tho~e wonderfully 
convenient ONPC's, lo con tac ti;, to followers, to just 
someone the heroes are known to occasionaJly asso­
ciate with. 'lbese people will be kidnapped by three of 
the L1ckeys, 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 Illack will be on the scene to make sure this 
event gels plenty of local coverage. Wl1en.rver the 
heroes arc, if they are anywhere near any form of 
media or anyone else who has access 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 Lime left before they start getting 
thrown off the roof, one at a lime. Chiffon will again 
be in the crowd formed at the base of the building, 
Midnight 131ue 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 t11e 
outcome of either possible fight, Lhe bad pres.5 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 
leam or uncover the ridiculousof the charges on their 
own (unless, of course, the heroes have actually com­
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 happcn. lheGM should pick which­
ever 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 evidence was really substan­
tial. 

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

Bases and heroes with Public IDs might begin 
attracting hate mail or groups of protesters. Celebri­
ties might begin makingjokesaboul theheroesonTV 
or speaking against them publicly. 

DNPCs could get in lights at school or work de­
fending the heroes everyone else is saying bad things 
about. DNPCsofheroes 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 extra because of the risk they are taking helping 
the heroes. Inextremecircumstances, Followers might 
even begin trying to avoid being seen with heroes, or 
hinting that t11ey would like to take a vacation for a 
while. 

Certain f-ringe Benefits could be temporarily re­
voked as well. Weapon Permits and Licenses to Kill 
areprimaryexamples, with International Police Pow­
ers and Private Investigator Licenses being other 
possibili tics. 

Note that none of these effects are designed to be 
permanent, and if tl1e heroes do nothing lo 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. 33 
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Super Camps 
Meanwhile, if being infected by a generic poison, 

monitored by an cvilarti6cially intelligent computer, 
and having the opinion of the great American public 
turn against them isn '1 enough, there is a good 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 
"gel involved" in a scenario or just pick one who has 
a personality most likdy to warrant such behavior. 
Just how the characters find out their DNPCs have 
enrolled in one of !he Super <:amps is up to the GM. 
If a GM didn't want to just have them leave a note or 
tell someone where they were going, the GM might 
have the l.)NPCs leave out an open comic book with 
the Super Ca mp aJ vcrtisemen t circled in red, or leave 
behind one of the "You Too C1n Be A Hero!" pam· 
phlets. I lowcv~r the heroes find out, it should be after 
the D NPC has been gonelone enough to at least arrive 
at the Super Camp. 

There is a good chance that this will be the first time 
any of the heroeshearof the Super Camps. While they 
arc rapidly spreading across the country, Ra has been 
very selective in adverlising. The advertising cam­
l'aign has centered on paramilitary magazines (like 
Soldier of P1111tasy), comic books, and tabloids. Ila has 
been very careful to keep these Super Camps out of 
mainstream med in, and most of the ads only tell of 
clinics to test for paranormal powers or numbers to 
send for the "You Too Can Ue a I !ero!" pamphlet. 
Should the heroes investigate any of these clinics I hey 
will fin<l that they nre primarily a stopgap to keep 
undesirables away from the Super Camps them­
selves. Every applicant is given a complete standard 
physical, and 1hen a personal interview. Also, names 
and social security numbers are entered into the 
computer whid1 docs a quick (and secret) back­
ground check on the individual. Anyone who is 
Jeterm ined t oalready have paranormal powers, any­
one who is found to have connections with any fonn 
of the media or 1he police or the government, and 
anyone who comes up suspicious for any reason (like 
say, by giving a fake name or social security nun1ber) 
are politely told that the test results will be sent to their 
home address within three to five weeks. Anyone one 
who doesn't tum up as suspicious will then be told 
that the tests have shown them as having paranormal 
potential, 1md they will then be lold of the Super 
Camps. Note that it should be rehllively easy for the 
heroes to get information on the nearest Super Camp 
from 1he 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 
heroes. It should be readily suspicious to anyonewho 
manages to discover it the amow1t of information in 
the clinics' compulcrs, and everyone who works in 
the clinics knows that they are screening against any 
type of media coverage or police inv~tigations. Be­
yond thal, the clinic personnel know very little, other 
1han tlrnt they are get ting 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 
there is at least one 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 somewhere near the heroes, and make that one 
the center of any Super Camp activities the heroes 
have. The map provided should be used as 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 trnining and classes based on their 
ability and desires, while paying only a small fraclion 
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 grants and schol­
arships for Super Camp attendance. 

The way the Super Camps really work is slightly 
different Anyone of any race, sex, nationality, 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 I 
camper and train so that the camp looks good in the 
event of an investigation, although these campers will 
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 
traits and 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. Those who do exceptionally well here may 
either conlinuc !raining through Level 8 so they may 
leave tl1e 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 
put on a waiting list to enroll in any one of the foreign 
specialty schools, the advanced training camps, or the 
paranormal internship program. They will all be 
automatically accepted 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 theirnameshave been put on the waiting 
list. 

Level l training is primarily a physical fitness pro· 
gram, classes on laws and crime fighting techniques, 
andsomebasicmarksmanshipskills. Levels2 through 
4involvethetrainingprovidedatthevariousoutdoor 
training courses (Land Navigation, Urban Assault, 



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

The Special Academy, foreign ::pecialty schools, 
advanced training camps, and the paranormal in­
ternship program are all nonexistent They are all 
different names for being accepted to be shipped over 
to the secret laboratory, given a series of injections of 
genetic poison, and then transformed into a mindless 
psychic. On rare cases (the Gaffer, Ox, and Emerald, 
for example) campers will actually become part of 
much more advanced experiments and technology, 
butinnowayis there anytypeof 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 oflower 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 person in 
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 Ra to send 
to the Psychophants is covered in the third scenario of 
this mini-campaign, "A Psi for a Psi". 

Super Camp Description 
TheSuperCamps are all located in the mostheavily 

forested area the local terrain and climate can sup­
port They are usually secluded far away from heaVJ1y 
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. 

The camp grounds are surrounded bya ten foot tall 
rockwall (DEF 5, BO DY 9), lined with floodlightsand 
silent alarms activated by motion detectors. These 
motion detectors can be noticed byanyone with High 
Range Radio Hearing (just like Radar}, andshouldbe 
treated as a Radar Sense with a+ 7 Perception roll ( 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 ;my1hing 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 walJ, are intcnnittcnt 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 ;:my 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 activilies. 
They arcusuallyrclativcly friendlyaswell until threat­
ened or attacked. 

There are two gates through the outer wall. The 
front gate consists of two large steel grates (DEF 6, 
BODY 5) llankcd with two 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 ti1eir weapons concealed so as not to give the 
Super Camp an illegal or suspicious look. The gate 
and the road leading up to it are watched by two video 
cameras thattransmitback to both the Academic HQ 
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 
jusl' 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 tl1e 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. It is given its own comple1·edescription 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 
CJCPC(t to sec in paramilitary outdoor obstacle 
courses. There are several courses within this area, 
some for testing new arrivals, some for developing 
confidence and 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 
has ever been in thearmyor marineswiJI 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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u'icks, lraps, and alarms designed to make it much 
more challenging mentally. There is nothing dan­
gerous here, and thccourses tend to consist mainly 
of pipes, walls, and shallow pits. The course is 
designed for small unitaofpeople 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 
building consists of thickreinforced concrete walls 
(DEF 8, BODY 9) st~parating two vaults, and two 
sctsofarmoreddoors (DEF IO, BODY 9):lbereis 
a silent alarm attached to each door that will signal 
the laboratory HQ and the Academic HQ irit is 
tampered with (unless a Sccmity Systems roll at -
2 is made). Inside the first vault there are numer­
ous weapons of almost every type listed under 
Ranged Weapons in Cl1ampions, with the excep­
tion of&ience Fiction weapons nnd 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 i.-wimming, 
water vehicle Combat Driving and Transport Fa­
miliarity, and <1mphibious tactics. There are sev· 
eral boats and submersibles chained to the dock at 
all times, and several suits of SCUBA gear and 
related equipment storL'<i in the equipment cen­
ter. Whenever not being specifically used for train­
ing, the lake is open for 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 It is given its 
own complete description later. 

H) Land Navigation Courses-These are essentially 
largetractsofland set aside for campers to navigate 
through. Whenever the courses are in use, stakes 
are set in predetermined coordinates, and camp­
ers are 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 areasarc surrounded with a thin barbed 
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) UrbanAssaultCourse-Thisis probably one of the 
most used sites in lhe campgrounds. It is a mock 
city filled with empty buildings, streets, sewer 
systems, power lines, etc. Everything has been 
alteredfortrainingpurposes,however. Theamount 
of water in the sewer system is adjusted by remote 
control, the power lines can have any amount of 
electricityprogrammed 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 st:Jreets etc. Campers arc 
taught here how to hunt, 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. 
Campers also use this area to learn ground vehicle 
Combat Driving and Transport Pamiliarity,along 
with a few air vehides (usually helicopters or 
gliders) as well. There arc 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. 
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A) Fence-This fence is a 
standard chain link 
fence about eight feet 
tall. Campers are told 
that this fence is de­
signed primarily to 
keep wildlife and such 
out, rather than to keep 
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 of training than of 
security. Motion de­
tectors bujlt into the 
fencecomersandgates 
secretly keep track of 
how many people 
comeandgoeachday 
and when. This infor­
mation is constantly 
being trans-mitted 
back to both Academic 
and LaboratoryHQs. 
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B) Barracks-These buildings each consist of two 
floors of rooms. The rooms are fumjshed com­
fortably but sensibly. The floors in the barracks are 
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 ilivided up into 
three cafeteria lines, a kitchen for campers who 
want to cook their own food, and four large dining 
rooms. At nightthe ilining rooms are often used 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 at any one time helping clean cooking 
equipment and other menial tasks. 

E) Recreation Facility-Thisbuildingconsistsof 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 small 
but better furnished housing for all of the cadre in 
charge of training the campers. Every cadre mem -
ber has private sleeping, cooking, and showering 
facilities. 

G) Academic Buildings--TI1ese buildings contain a 
library, a few indoor weapons ranges, all the initial 
testing laboratories, and numerous classrooms. It 
is here campers receive all of their Levell Lraining. 
and some of the instruction for their Levels 2 
through 4 training. 

H) Helipad-This is a flat piece of concrete used for 
VIPs to land their helicopters. 
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I) The Field-This area is where campers perform 
mandatory physical fitness every morning, and 
where they show up for accountability, and where 
they meet before every major training event. The 
flags on the edge of The Field are the U.S. flag, the 
state flag of whatever state the Super Camp is in, 
three historic military flags, and the Super Camp 
tlag (a golden triangle on solid dark blue back­
ground.) 

J) Motor Pool-This lot contains all the vehicles used 
by the cadre, administrators and campers in the 
SuperCarnps.Thereareseveraljeepsandbuses,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, the agents 
that guard the outer wall, and all the surveillance 
equipment that monitors the grounds and the 
academic areas. Records of each camper and cadre 
member are kept in computers here, as well as 
training calendars, food and ammunitionrecords, 
and financial records for the Super Camp's "hon­
est" activities. The camp commander, Col. (Ret) 
Alexeii Fairfield, also has her office here, as well as 
her living quarters. A few other staff members 
have their quarters here as well, and the rest live in 
the Cadre Quarters. Colonel Fairfield's quarters 
are rigged with both motion detectors and IR 
cameras for security. The undergroundlevelwhere 
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 uol 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. I thasenough trees and 
well-kept grass to keep it attractive, while also 
being filled with useful features as well. It has a few 
tennis courts, some soccer and footbaJl 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 area is restricted and 
offlimits to unauthorized personnel. There are no 
obvious guards or cameras, although the fencehas 
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 t11e fence is kept padlocked at all 
limes. 

B) Surface Level-The only thing visible on the sur­
face inside the fence is a grassy hill with a huge old 
metallic door in its side, and a dirt road leading to 
the door. The area looks unkempt and deserted, 
althou~h 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 
a foot of dirt is a reinforced concrete wall (DEF 8, 
BODY 5) that makes up the bunker that forms the 
hill, and the door is of a thick heavy stt.-el {DEF 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 f~ 
(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 
haveOCVsof5, butaresafefrom most return fire 
unless something can shoot through the DEF 7, 
BODY 9 weapons in front of them. The false waJl 
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 that it is much bigger. It has a recep­
tionist desk, plenty of reading material, plenty of 
couches and chairs, a bathroom, and a TV. New 
arrivals arc told pleasantly to have a seat and wait 
their turn for the final examination before they 
proeet'Cl on to their next phase of training. All 
campers are told that this is 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 haIIway 
smellslikedisinfectant Thereareanumberoffuke 
doors and medical signs and paraphernalia along 
the opposite waJI of the hallway to reinforce the 
hospital look. 

P) Examination Rooms--These are examination 
rooms identical to those found in hospitals or 
clinics, down to the little details like paper on the 
exam table and strange metallic instruments in 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 
a long 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 someone is brought into these rooms, 
they are given an injection and told it is a type of 
vaccination for the climate where they are going to 
beassigned next (am alaria shot, 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-Afterpatientsareknocked unconscious 
by the injection, stretchers are brought in and 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 opm. This code is 
known by everyone who works in this building. 

H) Reception Office-The door from the Welcome/ 
Holding room is a normal door that iskeptlocked. 
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 hallway are DEF 7 BODY 
3 and require a code be punched into the elec­
tronic lock to open. This code is the same as in G. 

I) 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 l0d6 Energy Blast damage 
shield to anyone touching any part of the elevator. 
This shock can be repeated as necessary at SPD 3. 

J) Scientistn'echnician/ Agent Quarters-The.~e are 
indiv;dual rooms for the personnel lhatlive in this 
building. Each room has its own bathroom, and is 
well furnished. 

K) Guard Room- A team of 5 ef Ra's Agents stay 
here in the event of any trouble with any of the 
patients. They are the ones who man the three 
turrets that face down the entrance, and lhey 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 this room. They are inventoried 
weekly. 

M) Main Laboratory-This laboratory is primarily 
used to convert as many people into mindles.~ 
psychjcs as possible. There are rows of human 
sized tubes that hold and monitor patients while 
injecting lhem 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 acid or 
subtract things for the system to monitor. The 
tubes are madeofplasteel (DEF 7, BODY I), and 
will do 2d6K damage to anyone within lbem if 
suddenly shattered without any precautions being 
made. At any time there are numerous patients in 
various stages of transformation into mindless 
psychic. 
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R) Garage/Shipping Area-This is 
where the buses enter the under-

0 ground building. The outer doors are 
made of steel (DEF IO, BODY 8) and 

0 havesecuritycameraswalchingdown 
them as well. These doors can only be 

(D opened from the inside. TI1e buses 
that take the mindless psychics away 

0 appear as charter buses with tinted 
windows. 

0 S) Tunnel-This tunnel has a paved 
------..--..-1_-,-__ road that leads ten miles out away 

.-• ' -,.- 1 from the Super Camp before surfuc-
@ (D Q) Q) Q) .Q) @ Q) ing from a concealed chxit· near a de­

serted highway somew ere. 

N) Experimental Laboratory---'fl1is laboratory ii; 
where any new geneticexperiments are conducted 
on patients with rare genetic make-ups. While 
most experiments that come out of this room 
t·each the scientisl.s something, they also tend to 
kill the subject as well. People like Emerald are 
notable exceptions to this rule, however. At any 
ti.me there might be one or two subjects being 
experimented on in this room. 

O) Advanced Research Laboratory-Any strange 
mutations or particularly !>Uccessful experiments 
are examined, researched, and catalogued in tl1is 
room. 

P) Shipping Point-Once someone is transformed 
into a mindks.~ psychic, they are taken here to 
await shipment to Ra's Tomb. They are brought in 
and chained to the walJ until they can be tagged 
and cleaned, and then st.and idly until someone 
leads them onto a bus to be taken away.111e whole 
room has been lined with a special electric field 
that makes the walls Hardened to any attacks with 
a mental special effect, and actas a I Od6 Suppress 
vs. all powers with a mental special effect u1 tl1e 
room. 

Q) Lounge-'flus is n break, dining, and recrcati~n 
area for the scientists and technicians that work m 
the laboratories. 
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T)SecurityMonitor Room-Another 
team of four of Ra's Agents rotate 

tluough a 24 hour shift monitoring all the securi~ 
cameras and motion detectors throughout tlus 
building and the Super Camp. 

Super Camp Perso1U1el 
For all of these personnel use the stats for Compe­

tent Normals (From Champio11S, pg. 134) with an 
intelligence of 17, plus the skills mentioned. 

Col. (Ret) AlexeiiFairfield:SuperCampCommander 

Skills: Bureaucratics 15-; Persuasion 14-; Streetwise 
12-; LS: German 4; LS: Korean l; 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 willun the Academic Limits 
who knows the truepurpose heh ind the Super Camps. 
While she is in charge of the activities of the camp, she 
has to answer to almost everyone in the tahoratory 
HQ. She is very 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 
Marines until he was kicked out because 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 
taught in the academicsideofthecamp. He has never 
been very physical, and tends to think his classes arc 
the most important thing in the camp. He is disliked 
by almost everyone but those under him who teach 
the dasses. 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 an administrator. 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 
efficientatkeepinghis 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 the location ofRa' s tomb. 

Dr. Julie Grossman: Assistant Director of 
Laboratory HQ 

Skills: Genetics 18-; Biochemistry 17-; Zoology 17-; 
Biophysics 17-; Medicine l 5-; Pharmacology 14-

Dr. Grossman is one of the most driven scientific 
minds in the world. She works for Mr. Raymond 
because he provides the funds she needs for unlimited 
research and experimentation. She is an 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 time working in the Experimental 
Laboratory, and it was her genius that helped create 
Emerald. 

Dr. Delbert Shennan: 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
cient annoyance. His robotics skills 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 aheroenrollsorsneaksin to learn what goes 
on inside one, the following guidelines are given for 
what they might encounter. 

SuperCamp Schedule. 
Mon-Fri: 
0600 ........... Physical Fitness Training 
0730 ........... Personal Hygiene/Breakfast 
0900 ........... Classes/Training (Based on level) 
1130 ........... Lunch 
1300 ........... 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 ........... 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 at all times. 
The motion detect0rs 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, so offenders are usually just 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 cxtraduties(guards,KP,etc.), and those 
proven seriously delinquent arc either asked to resign 
from the camp, or transfer to either a foreign specialty 
school, an advanced 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 bow !he camp works, whal camp­
ers can look forward too, how lo receive financial aid, 
etc. Also during 1hat week arc !'he series of physical, 
mental, and medical tc.~ls given to each new camper 
used to determine tJ1cir 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 

Anyone wilh a SPD Clrnrnctcrislic of 4 or higher, a 
REC of7 or higher, or an END of35 or higher. should 
be considered to have an usually high physiail trail. 

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,ormentalor 
EGO based Powers, should be considered to have the 
nppropriategcnetic make-up n'.()l tired for the genetic 
poisons 10 take etfoct. 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 
charac1·er or DNPC is genetically compatible based 
on their individu; al:haracter histories. Aliens, robots, 
ancient deities, cyborgs, animals, magical creatures, 
and other non-humnns arc almost 
guaranteednottobegeneticallycom­
patible. Humans with a history of 
mutations or mental powers in their 
fomily (even if they personally don't 
have them}, or extended exposure to 
r;idiation probably haVl' a very good 
chance of being geJ1e1icnlly compat­
ible. Fina.Uy, pure-sl'rainhumans with 
no distinguishing fcaturesor 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 a foreign specialty school, an 
advanced training camp, or the 
paranormal internship program. In 
addition, they will also be offered an 
instant al I-expenses-paid scholarship 
for their first lwo years at the Super 
Camp. There is usually only a ld6+ 1 
week wait before being transferred to 
one of these 'illustrious' programs. 
For playability purposes, characters 
and DNPCs should not have to wait 
longerthana week before being trans­
ferred lo the Laboratory HQ for their 
"final out-processing." 

Call to Arms 

The Raymond Project 
Atsomepoint,Raisgoingtowanttheheroeslcilled. 

There are several possible rensons why. If the heroes 
haw been bc;llen by the Dominnc and the public still 
believes them t0 be criminals, than they have outlived 
their usefulness <u1d no one will mourn their deaths 
anyway. If they have exposed the Dominae for what 
they really are, than the heroes must die as a matter of 
pride and securily to Mr. Raymond's activities. If any 
of !hem have heen genetically poisoned, Ra will want 
to see the bodies (dead or alive) to examine the effects 
of his new experimental version of the genetic poi­
sons. Ra will probably order the assassinations as 
heroes enroll or try to investigate the Super Camps. If 
t11ey do nol enroll or lry to investigni:e the Super 
Cnmps, he will order ti1e heroes killed after either 1he 
Dominac are inactivated somehow, or shortly after 
the heroes have had to light them. The assassins 
assigned to the job will be the Raymond Project. 

There arc twopossiblcplacesthc Raymond Project 
will try l'o kill the heroes. The first place is inn Super 
Camp, the second place is somewhere nea.r where the 
heroes operate. A plan is given for the Super C.."lmp 
assassin;ition. If the players do not investigate the 



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
mcrin Mr. Raymond's employ. She's found out some 
terrible information about Mr. Raymond, and will 
use it to lure the players into an ambush. 

Note that the Raymond Project will have access to 
any information Mr. Raymond or the O.A.D.1.0. 
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 capture them 
and taketh em to the Super Camp L.1boratory 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 cert;iin 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.1.0. 2000 to attempt to 
befriend one or more of the heroes in an appropriate 
disguise based on the heroes' known personalities. If 
any of the heroes are enrolled (or pretending to be 
enrolled) in the Super Camp, she will probnbly 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 breaking her limits to go 
exploring in the woods, and using directions from 
Doc (who will be getting his directions from 
D.A.D.1.0., the camp security systems, and Ted's 
tracers ifanyare in place) to "accidentally" bump into 
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 
wants to go explore. She will seem very determined 
and honest (using her Acting and Persuasion wher­
ever possible) trying to getthe 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, an<l she will call it a good luck charm if caught. 
If the heroes refuse to come with her, she will leave on 
her own until shegetsw~rd 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 sitesomcwhcrc in the heroes' path. If she 
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 eight doscsofDoc'spoison, which shew ill 
attempt to slip into any food or liquid she sees any 
heroes carrying in two groups of four doses each. 
Also, if anyone gets stunned during the fight, she 
might try and force some down their throat if she 
thought she could get away with it. Once the ambush 
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. If she istravelingwith theheroes.,shewilljustlead 
themintotheambushandthenactsurprised.Shewill 
remain ready to use her abilities to get her close 
enough for a surprise throat punch (Nerve Strike) or 
Aikiclo throw (Martia!Throw )whenever it seemslike 
it will do the most damage. 

Bruce 
In the ambush site, Bmce 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 
pit will be just to the rear and left of the area where the 
Raymond Project plans on attacking the heroes. He 
wiHhopefullyallowtheheroestopassbyhiman<linto 
the ambush site. After the initial attacks byTed,Shot, 
and Ox, he will leap out of hiding and charge the 
heroes from behind. He will be wearinghiskevlar vest 
under his camouflage, and he will use his adrenal 
activators as soon as the initial attack begins. 

Urban 
Assasinatio11 
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. He will have left 
significant amounts of small treelimbsbetweenhim­
self and the ambush site, and will be able to t·asily see 
and shoot through Lhem 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 
grenade into their midst He will fire only rifle rounds 
after that as long as Hruce stays dose 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 b·iangle with 
sides approximately 8" long. They will all be facing in. 
so that anyone inside the triang!c will automatically 
be in the 4" cone of cITect 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 mines with as 
many people as possible in the 8" triangle. He will also 
be taking Mind Link direct ions from Doc, and will be 
off to one side concealeJ within eyeshot of the am­
bush site. After the battle begins he will activate his 
jammer. Hewillnotdo this until hehas detonatedhis 
mines, because t11e jam mer will keep him from trig­
gering the mines. If any heroes are using Stealth or 
Invisibility during the battle, he will continue to use 
his scanner to locate them and tell the rest of the team. 
He will be near enough by to be able to use his 
equipment efiectively, although he will be in a cloth/ 
leaf/dirt covered pit similar to the one Bruce is hiding 
in. If attacked he will defend himself with his concus­
sion grenades. If Doc directs him to, he is also pre­
pared to throw a massive C-4 explosive charge out 
into the bank. 

Ox 
Before the battle starts, Ox will have stockpiled a 

number oflargc 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 serne 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 SO STR to throw them a maximum of 8" 
with a -2 (balanced, w1aerodynamic) range modifier 
to hit a DCV 3 hex (-Z from 2 to 4", -4 from 4 to 8"). 
Theywilldo 10d6 iftbeyhil. When he hears the battle 
start or gets the command from Doc, he will start 
throwing boulders at the heroes. These each act as an 
Area Effect of2'' by 2". !fall the hcroeshave arrived by 
air, he will use all 70 STR to throw the bouklcrs as far 
as 16", doing as much as l 4d6 damage to anyone they 
hit (still having the same Arca Effect). He wiU use the 
tree as a dub against anyone who tries to melee with 
him, with a2" Area Effect. 

Doc 
Using the information from D.A.D.I.O. (assum­

ing it is 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 that is done, 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.I.O., 

genetic poisons, the Dominae, a Super Camp, and the 
Raymond Project all working against them, well, fast 
off they should be complimented on their persis­
tence. They will have successfully attracted Ra's 100% 
attention, and he wiJl 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 
HQ really 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 
mightleam the location ofRa's tomb is by him telling 
them. If D.A.D.I.O. is still functioning, then it will 
have "miraculously" used its Deduction and massive 
mathematical abilities to come up with a location that 
has a 96.365% chance of being the center of all the 
recent activities (i.e., Ra will have radioed D.A.D.I.O. 
and toldittosaythis). If the heroes still think Princess 
is working in 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 
still in good health and the heroes never exposed her 
as reporter Jessica Black, thenJessicaBlackmightcall 
the heroes and tell them the TV station just got an 
anonymous tip on the location of where the assassins' 
HQ is. Ifallelsefails,Ramightactuallysend the heroes 
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 has had anyway to 
knowthat t.heyarethere (tracers, D.A.D.1.0., 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 
tlumel as Mr. Raymond, so none of his Sun Children 
or sci en tis ts will know his secret ID. 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 (or a ti east be suspicious) that 
Mr. Raymond may not l>c on the side of the good 
guys. He will fredy 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 he 
honored if the heroes would allow him to give them 
a pcrsonallyguided tour of the area. Hopefully he will 
have some leverage (a DNPC in stasis or already 
shipped off as a mindless psychic, a hero being af­
fected bythe genetic poison, etc.) to help convince the 
heroes to allow the tour. 

Thetourisprimarily justthat, a tour .Mr. Raymond 
is the kind of megalomanic that must reveal every­
thing before he kills his enemies. The only malicious 
purpose the tour has is 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 
last thing on the tour will be the arena in his recreation 
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.0., 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 (because he doesn't know). 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 not be 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 
same time, if Midnight Blue is 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 
ordersandhelpanywayifsheseesagoodopportunity 
or if it looks like Ra is losing. 

If Ra loses, in addition to him very probably having 
a mental breakdown instead of admitting he should 
probably try to escape, several other things might 
occur. lf any of the scien lists have seen Ra lose and are 
still capable of moving, theywill begin purgingdatain 
the computers, destroying the formulas to the genetic 
poisons, and smashing the life support systems to the 
stasis field tubes. Note thal the computers are artifi­
ciallyintelligent, and if they (especially the one in Ra'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 theirnon-incriminat­
ing information, however. If Midnight Blue sees Ra 
lose and there is noway for her to win on her own, she 
will head directly for the nuclear reactorcontrolsand 
begin destroying them. She knows that Ra is immor­
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 wim, 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 to 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). 1his 
will all be covered in "A Psi for a Psi". The important 
thing to note is that ifRa 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 isan actual charter 
bus service that is being run by four more of Ra's 
Agents. Everything rdated 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 three buses, 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 
psychics are constantly on the road or resting from 
an assignment. The garage has three separate bays 
with no windows in the doors. The bay furthest on 
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 leading in to it are dosed and locked. 
and requires a retinal scan to activate. The elevator 
has walls of DEF 6, BODY 4, and is capable of 
I if ting 25 tons. The elevator shafr 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 a gen ts in 
the main oflicc and by Ra is his tomb. Thcywill try 
to chase off, kill, or capture anyone caught tinker­
ing with the elevator. The agents know thcyarenot 
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 
trespassers are coming. 

B) TunneJ-Thjs tunnel is 16 miles long, and is sized 
and paved to accommodate charter buses with 
ease. Along the walls are concrete statues ofEgyp­
tian gods and creanircsof mythology lighting the 
tunnel with perpetually lit torches (fed by butane). 
The hW1dreds of torches create an eerie lighting 
effect, and the whole tunnel is filled with strange 
shadows and orange nickering light. Every half 
mile or so, another video camera is mo1litoring the 
tunnel and sending the pictures to Ra's tomb. At 
1he end of this tunnel is a massive pair of iron 
double doors that are OEF lOand BODY 15. These 
doors require a STR of 30 lo push open (if un­
locked), and can be opened with hydraulics from 
the inside. There are four of Ra's Sw1 Children 
guarding the outside of this door. Only their reti­
nal scans will 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 tJ1is tomb. Their living quarters are 
relatively average, and every room has its own TV, 
bathroom, and plenty of room for persona I items. 
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 
work in the tomb. TI1eir living quarters are more 
luxurious than those of the Stm 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 
weighs6400 kg (requiring a STRof40 to lift). Tilis 
"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 to his chambers. The actualcham­
ben; 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 ofEgyptian 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 nnd relics of the past Everything inside is 
authentic and sealed in glass for protection. TI1e 
area forms a massive maze of corridors arranged 
in chronological order from ancient Egypt to the 
present Inside are lost pieces ofart, Greek statues, 
German tanks, Japanese swords, medieval suits of 
armor, American Indian headdresses, Spanish 
galleys, Viking ships, Roman chariots, Coloni~ 
cannons, French biplanes, Hebrew scrolls, Afri­
can masks, Chinese idols, etc., etc. The value of the 
~ollections in this museum are beyond normal 
monetary estimations. In the very first charobe~, 
displayed proudly in an exhibit all of its own'. ts 
Ra's Ankh. This display is also surrounded with 
various warnings and curses stating that death by 
fire awaits all mortals who dare touch thcAnkh. If 
lheen tire museum Wel'e al.Jou l to be destroyed, the 
first and 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 
operation$. The room is filled with computers 
(similar in power to the D.A.O.I.O. andconncctcd 
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 when he is communicat­
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, 
a pit for gladiatorial 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 1hrough the ceiling. The tunnel goes 
three miles before exiting through a secret door on 
top of a large lonely hill. 

J) Nuclear Power Plant-Beneath the tomb is a small 
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 effoct, and act as a 
12d6 Suppress vs. all powers wit11 a mental special 
effectinthearea Thiseffectwillbenegatedifthemain 
power is shut down. 111is whole room is also deco­
rated in ancient Egyptian. Everywhere there isn't 
some piece of technology, hieroglyphics and statues 
abound. Note that most all of the technology found in 
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, the Sun Childrenalwaysstay 
in their bright orange robes. 

K) Entryway-Whenever a bus of new mindless 
psychics comes in, it stops here. Afteri tis 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 
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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 
noisy and chaotic, but has been practiced numer­
ous times and is usua1ly over relatively quickly. 

M) Stasis Chamber- After them indless psychics are 
completely m1dy to be shippe<l 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 themsdves, or from having to eat. At 
any time there are usually 150 - 200 of these tubes 
filled . 

N) Shuttle Bay-Here mindless psychics are escorted 
onto the shuttle. It is now empty as all the shuttles 
are currently in transit. The shuttles land and take 
off through a tube leading up to the surface. This 
tube exits in an oil field that has constantly burn­
ing fires to mask the noiseandlightsoftheshut ties. 
Shuttles also bring any money, alien technology, 
precious minerals, or other forms of payment Ra 
might want or need for his helping the 
Psychophants. A careful search of this area might 
bring up large traces of heavy metal alloys (namely 
gold and pieces of the shuttle) as well as abnor­
mally high amounts of microscopic harm less ion­
ized waste (from the exhaust). Note that the door 
into this bay opem about even with where the top 
oftheshuttlcwouldbc. Witl1 it empty, thcreisa8" 
drop from the door to the bottom of the tube. 

0) Power Station- This is where the small fission 
plant beneath the tomb is 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 starting a 
meltdownorsomeotherformofnudearaccident. 
Note that the advanced technology involved would 
give anyone with the appropriate KnowkdgeSkill 
a -1 to operate the controls, but improved fail­
saf es 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 
Mn in Laboratory should take I pipofKillingNND 
(Defense is Life Support vs. Radiation) radiation 
damage and start to notice an extreme rise in 
temperature. TI1e second minute anyone in the 
Main Laboratory should start taking 1 pip of 
Killing NND radiation damage every phase 12 
recovery, and the temperatureshouldriseto nearly 
unbearable. The third minute the damage in­
creases to 1 pip of Killing NND radiation damage 
every6 segments alongwith everything and every­
one taking ld6 Killing damage every phase from 
extreme heat Each minute thereafter, the radia­
tiondamage will increase one damage class until it 
has reachc<l 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 dama,,ge. Once both of 
these have maxed out, the lab should be entirely 
destroyed, and the effect should start spreading to 
the surface and then to rhe surrounding city. The 
GM is encouraged to allow any reasonable way for 
the heroes to stop this accident before it begins. 
Bringing in excessive amounts of lead, rewi1ing 
the controls (at severe penalties), throwing the 
radioactive material out iuto space, or any other 
reasonable 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 <lata of catalogued mindless psychics, tedmi­
cians pull maintenance on any shuttles that arrive, 
and other systems like the stasis chamber are 
monitoredAnyscient.istsnot workingat thepower 
station work on this balcony, reprogramming 
computcrsandrepairing, maintaining or improv­
ing equipment. The computers hold enonnous 
amounts of personal data on every person that has 
ever gone through a Super Camp or been trans­
formed into a min<lless psychic, as well as most of 
the records on Ra's other illegal activities, bank 
accounts, etc. Thc::se computers are artificially in­
telligent, and made nlmost entirely of alien tech­
nology. This level holds theentnmcc to Ra'scham­
bers. 

Q) Elevator-On both the bottom tloor and the 
balcony, an elevator takes people to and from the 
main laboratory and the qunrters below. A palm 
sc.:an is required to get to the scientists quarters (by 
scientists only), al tl10ugh tJ1e elevator has no other 
security measures. 

R) Genetic Laboratory-This isa small area similar to 
thegcnetic laboratories found in theSuper Camps. 
It is only used for examining strange new muta­
tions or reactions to the genetic poison. Here is 
where all the ge~tic poison antidote is kept in a 
small DEF 10, BODY 8 vnult 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. 

Taps and Lead into the 
Final Scenario 

Attheend of this scenario the heroes should realize 
how involved the)' have become in something very 
big. Everyone in Ra's tomb knows that shuttle loads 
of mindless psychics arc regularly being sent into 
space, and shuttle loads of gold aud technology arc 
coming back in return. Only Ra knows who the 
shu ttlcs are going to (he has actually met face-to-face 
with thePsychophants), although because tJ1e shuttles 
are self guided, Q~ has no idea where the mother ship 
is. 



The computers in the tomb arc clearly (to anyone 
with significant Electronics and/ or Computer Knowl­
edge) created from some technology fur beyond the 
norm, and have statistics on over 10,000 people who 
have been "erased" from society and sent off into 
outer space over the course of several years. There is 
also significant amounts of infom1ation on years of 
genetic research, and experiments specifically tar­
geted on turning normal humans into mindless 
psychics. Mental powers and potentiaJ areintention­
aUy enhanced, while intellect, will, and self-confi­
dence are intentionally dampened. The genetic poi­
sons arc also based on biochemistry far more compli­
cated than anything modem science is capable of. 

It should 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'li 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 Psychophants in 
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. 

Roll Call 

Ra (aka Mr. Raymond) 
Background: Ra was born as a hideously ugly c:::hild 
thousands of years ago in one of the deserts ofnorth­
em 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 lhe 
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 
aJmost half a decade ofliving alone in the desert, he 
returned to his society. His experiments had gradu­
ally transformed his hide0us bead into that of one of 
the desert birds he had admired as a child. When the 
people attacked him thinking he was a demon or 
some other foul creature, his anger 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 !:hey adopted 
him as one of their gods. Centuries passed and Ra 
became accustomed to the groveling and gifts and 
idols associated with hjmselfand his newfound pow­
ers. He continued his experiments and studies in the 

desertwhilehis religion continued to grow and spread 
across ancient Egypt and 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 technol­
ogy and al.I the history he bad missed, occasionally 
trying to regain his lost status as a god along the way. 
At last he has attained a level of power and knowledge 
where he believes he is ready to claim his rightful place 
above mortals. 

Quote: "Worship me and perhaps I will spare you!" 

Personality/Motivation: Apart from normal man­
kind al.most all of his life, Ra eventually began to 
believe he really w.is a god. His megalomania is so 
complete, that in his earlier days when largegroupsof 
superheroes ganged upagainst his grandiose schemes 
of power and defeated him, Ra collapsed in a mental 
breakdown that left him a blithering idiot for several 
months. 

He has mellowed out enough 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 his incredible ego demands nothing but 
the ultimate respect when he appears as Ra. He plans 
everything down to the smallest possible detail, and 
has gained qui tea bit of patience with his immortality. 
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Ra (aka Mr. Raymond) 
Val CHA Cost Roll Notes 

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

30 CON 40 15-
15 BODY 10 12-
28 INT 18 15- PERRoll 15-

ECV: 6 18 EGO 16 13-
30 PRE 20 15- PRE Attack 6d6 
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 RKA4d6, Penetrating, 2x END (33) 

[18] 
b - Fire Aura: EB 7d6, AP, Damage Shield, 0 END, 

Will not work in water or heavy rains, No KB 
(27) IOI 

c - Light Aura: flash 3d6 vs. Sight Group, AE 9" 
Cone, Al', 6 Charges (27) [6c] 

d - Poree Field +25 PD, ·t-21 ED, 0 ENO, Hardened, 
Act 14- {27) IOI 

e - flight 40", Will not work in water or heavy rains 
(27) I 1/5"J 

Shape-Shifter Powers: 
I 00 pt Variable Power Pool, All powers are limited to 

simulate normal animal abilities and must match 
form of Shape Shift (129) 

Shape Shilt to Any normal animal or human, 0 
END, Linked to Vuiable Point Power Pool ( 10). 
IOI 

Mental Defense: 16 ( 12) 

Bird's Eyes: 
+HI Telescopic Vision vs. Range Mods only (15) 
IR vision (5) 

Immortality Powers: 
Full Life Support (30) 
Damage Resistance 10 PD, IO ED (10) 
Regeneration 2 BODY/Tum. Only when in 

Sunlight (16) 

Mastermind Skills; 
Computer Programming 15- (3) 
Jnventor 15- (3) 
KS: U.S. Govt. Agencies 15- (3) 
Languages (All at Fluent Conversation): Latin, 

Egyptian, Spanish, Germ<m (7) 
Linguist (3) 
Persuasion 15- (3) 
Sciences (15- each): Genetics, Biochemistry, 

Physics (6) 
Scienti5tl3) 

Total Powers & Skills Cost: 439 

Total Character Cost: 687 

Disadvantages: 150+ 

Distinctive Features: 
Bird Head (IO) 

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: 

x2 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, hut 
like most things, he believes her to bejusta temporary 
tool for his schemes. 

While as a general rule Ra is rather ruthless in his 
operations, he docs take it upon himself to occasion­
ally look after those 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 sud<lcnly appear. 

In almost all of his recent work, Ha has appe:u:edas 
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 Blue and the 
Psychophants know Ra and Mr. Raymond arc the 
same person. 
Powers/Tactics: Ra always appears with his Damage 
Shield ilnd force Field up. He prefers to begin combat 
withhisflameblastalongwithastrongl'REattack.He 
knows how much his flame b.hst drains him, how­
ever, so he tends to gloat during combat to gain an 
extra REC or two. Ra tries not to tly in combat 
whenever possible to conserve energy as well. In 
ext1·emdy wet conditions or times when his flames 
will not work, he prefers to Shape Shift imo large cat 
forms and attack with claws enhanced by his incred­
ihlc SfR. 

His immortality powers are essentially a form of 
GM fiat. Whenever he is reduced to -15 BODY orless 
(i.e., killed). he immediately begins to come back to 
life. For the first three months after "death," his body 
will slowlyrcpairitsclf. Lfi1 is contiuually harmed or 



burned or whatever, the process will keep starting 
over until it has enough time to completely recover. 
Once Ra's body is completely restored, it will appear 
to be in a coma, and no 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 Swnmon and bring him back to his 
normal self. If the body is killed again before the soul 
can re-inhabit it, Ille process muststarl again from the 
healing process. Note that all of this is accomplished 
by the GM taking gross liberties with the rulesoRa has 
not paid point for any of these abilities beyond his Life 
Support and his Regeneration. 

Appearance: Ra appears as a large man with dark 
olive skin and the head ofa bird. l lcwc,us:in Egyptian 
skirt, headset and collar woven out of red and goJd, 
and red boots, a red s11!il1 and armbands with a gold 
ankh set in each of them. In his alter ego of Mr. 
Raymond, he appears as a large man of Arabic decent 
He 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 long been a mystery. Thousands of years 
ago, Ra discovered an Ankh being worshipped by 
followers who were once his, and instantly claimed 
the object as his own. From 1ha1 point on he carried 
it wherever he went, ;ind it soon bcc.1me a part of the 
religion tl1at had grown around him. 

TI1e Ankhs had become famous for their three 
great magical abilities. First of all they were indestruc­
tible. In the millennia that has past since their<liscov­
ery, none of them have ever been banned by any 
source. Second, they all burn by fire all mortals who 
woulddilre 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, lhcAnkhshaveproven impervious to all 
known weapons, and noncofthem have been known 
to have been harmed. Almost anyone who touches an 
Ankh will in fact be engulfed in flame, although 
"immortality" is not the factor that determines 
whetJ1erornota person is killed by the Ankh. Appar­
ently theAnkh docs not harm individuals of el(traor­
dinarily massive power. ln game terms the Ankhs 
only burn characters with less 1han 400101alcharactcr 
points, or those with no "inherent" (i.e. not foci, 
cybemelics, etc.) powers al all. These names will 
continue burning as long as the subject continues lo 
hold the Ankh. In lhe 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 brougbt back from the dead by the 
Ankhs.111emechanics of this, if needed, are left to the 
GM. The Ankh cannot use this abilitymorethan once 
a day, and cannot bring extremely powerful charac­
ters (800 points or more) back to life. 

Rais parl'icularly supers! itious about his Ankh (the 
oilier six have appeared and disappeared throughout 
ilie centuries and are currently all lost), ashehas seen 
it bring others back from ilie dead, and believes it is 
the source of his immortality. It is the only object he 
holds dear to him, although he is still too overconfi­
dent and arrogant to admit it to others or to show his 
superstitiousness. 

Powers & Skills 

Ankh Powers: 
All powers are based on an OAF (The Ankh), 

Unhreakable, that is also Independent. 
Flames: HKA 4d6, 0 END, Persistent, 
Damage Shield, Con1in11ous, Penetrating, Only 

works vs. "Norm~ls" (characters with less than 
400 character points, or haracters with no 
inherent powers), 

No Knockback, 
Focus Limitation (53) IOI 

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 iliey were favored among Ra's 
followers, and he rode the galley everywhere as a sign 
of his power. In more recent times, however, ii 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/DCY: JO 
7 SPD 31 PHA: 2, 4, 6, 7, 9, 11, 12 

Total Characteristics Cost: 140 

Movement: Flight: 46"/368" 

Powers & Skills 

Flaming Aura: 
HKA ld6, 0 END, Persistent, Damage Shield, OAF 

(Galley), Bulky, Not in water (9) [OJ 
Protcclion vs. Magk: 

Armor +40 PD, +40 ED, OAF (Galley), Bulky, Only 
vs. Magic Special Effect (34) 

Magical Right: 
Fliglu 46", xii Non-O>mbat (90) 
Knockback Resistance: -6" 

Vehicle Points: 133 

Total Cost: SS 
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Ra's Agents 
Val CHA 

15 STR 
16 DEX 
13 CON 
11 BODY 
15 INT 
13 EGO 
16 PRE 
10 COM 
6 PD 
6 ED 
4 SPD 
8 REC 

30 END 
30 STUN 

Cost 

5 
18 
6 
2 
5 
6 
6 
0 
3 
3 
14 
4 
2 
5 

Roll 

12-
12-
12-
11-
12-
12-
12-
11-

Notes 

200 kg; 3d6 [1) 
OCV: 5/DCV: 5 

PER Roll 12-
ECV: 4 
PRE Attack 3d6 

Phases 3, 6, 9, 12 

Total Characteristics Cost: 79 

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

Powers & Skills 

Combat Training: 
Combat Levels: + 1 Level w/ Combat 

Energy Pistol: (OAF, 2x12 Charges) 
Muhipower .lCl pl pool ( 15) 
u- RKA l'h,AP,Jam 15> (1) 
u - EB 6d6, Jam 15> (1) 

Martial Arts-Agency Training: (20) 
Maneuver OCV DCV Damage 
Martial Throw +o +I 3d6+v/5 
Martial Strike +0 + 2 5d6 
Choke Hold -2 +o 2d6 

Killing Strike -2 
Martial Block + 2 

Armored Suit Vest: (IIF) 

NND 
+o ld6-1K 
+2 Block 

Characteristics +10PD,+10 ED, Act. 
12- ( 10) 

Armor +4 PD, +4 ED, Act. 12- (6) 
Sunglas.o;es: (OAF) 

Flash Defense: 8 Sight ( 4) 
IR Vision (2) 

Earplug: (OAF) 
Radio Listen and Transmit (3) 

Running: +l" (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 

Disadvantages: 125+ 

Distinctive Features: 
Always wears dark suit, sunglasses, and Egyptian tie 

clip (5) 
Normal Characteristic Maxima (20) 
Psychological Limitation: 

Always obeys orders of superiors (15) 
Watched by 

Ra, 8- (10) 

Total Disadvantage Points: 175 

Ra's Agents 
Background: All of Ra's Agents who are not spccili­
cally part of the .Raymond Project arc essentially 
regular special agents he has recruited from agencies 
in the government. They are primarily taken from the 
ClA, tltl' Fm, and the Secret Service. Most of them are 
experienced in covert operations and have substan­
tial field time. 

1hey are all chosen because of their abilities to take 
ordcrswithoutquestioning them. They only know Ra 
as Mr. Raymond, and they all ohcy him without 
question and hope to gain his fuvor 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 energy pistol,a bullctproofvesf ,an earplug 
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 ~ton a thin concentrated laser ("Kill"), and a 
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 coal like a regular vest. 

Tbc: radiocarplugsareearplugswith wires thatrun 
down into the suit of an agent to a black box attached 
to their belt. Originally, these earplugs were Oesh­
colore<l and virtually invisible, but Mr. Raymond 
later had them redone in basic black to give his people 
that intimiclating"agcnt" look. The transmitting pa rt 
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 madeofa special polarized glass 
that both shield the agents from bright flashes and 
bend light into the infrared spectrum as well. While 
they do nol hinder the vision of the wearer at all, they 
give the wearer normal sight and IR Vision 24 hours 
a <lay. 

All of Ra's Agents have a least a hasic amount of 
training in tactical operations. In combat, they will 
split up into teams that aJlow firepower as well as 
flexibility and mobility. They tend to try and sur­
round an opponent before attacking, and then all fire 
simultaneously on command. They are almost al­
ways used in missions involving normals or very low 
powered paranormals. They travel in teams of three 
to fi~ 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 pistols 
concealed in shoulder holsters w1der 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 
panicular g~netic characteristics, he has been suc­
cesslUI in one technique that seems to work the same 
way on the majority of the subjects he performs it on. 
Usinghisown blood as a template, Mr. Raymond bas 
developed a serum that when combined with montJls 
of genetic 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 ef their creation, 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 transfomrntion into Sun Children. 
Once he discovered that Sun Children almost always 
end up with perfect bodies and nat average intelli­
gence no matter what they started with, he began to 
transform his enemies and those unhelpful lo his 
cause instead. 

The Sun Children are able to store heat energy in 
their bodies much the same way Mr. Raymond does, 
and they are able t-0 release it as small flames for short 
periods once or twice a day. These names burn around 
the hands, and do not have any range. They arc hot 
enough to ignite almost anything for at least a few 
rounds, and once ignited, contact does not have to be 
maintained for the victim/object to keep burning. 
The Sun Children always use either two or four 
d1argesin the attack when they useil so as to 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 breathe normally in even thick 
black smoke. 

Because of their inability to ever be exceptionally 
innovative or clever, Mr. Raymond usually uses Sun 
Children for guard work, simple labor, or missions 
escorted by a nonnal agent. When on a mission, their 
favorite tac I icis to simply set an area (building, house, 
field) on fire, and then u~c the heat and smoke oft he 
infomo to cover their operations. When attacking, 
large numbers of Sun Children wiJI all leap at an 
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Sun Children 
Val CHA Cost Roll Notes 

18 STR 8 13- 300 kg; 311id6 [2) 
18 DEX 24 13- OCV: 6/DCV: 6 
18 CON 16 13-
13 BODY 6 12-
10 INT 0 11- PER Roll I I-
10 EGO 0 11- ECV:3 
18 PRE 8 13- PRE Attack 3Vld6 
10 COM 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 ld6, Continuous, Uncontrolled (put out as 

normal fire), Does not work in water, 4 Charges 
(17) l4cl 

Martial Arts-Agency Training: (12) 
Maneuver OCV DCV Damage 
Offet'L'five Strike -2 + 1 7 Hd6 
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) [OJ 
Running: +2" Running ( 4) I 1/5"] 
KS: Arson l l- (2) 
total Powers & Skills Cost: 61 

Total Character Cost: ISO 

opponent with a tlying shin kick (Offensive Strike) 
until tht· opponent is stunned, or they will all try to 
grapple with their target. Eithcrway, they will attempt 
to set the opponent on tire as soon as the target's 
defenses arc down due to being stunned etc. 

Appee1rance: 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 a mission, they will either wear the robes or 
dress as normal average people, depending on the 
circumstances. While usually exceptionally strong, 
they donol'lcnd to look auy more muscular than they 
did before their transforrnalion. The demographic 
make-up of the Sun Children is almost exactly the 
same as found in any major United States metropolis. 

Disadvantages: 100+ 

Normal Characteristic Maxima (20) 
Psychological Limitation: 

Fanatically Loyal to Ra (2) 
Watched by: 

by Ra, 8- (IO) 

Total Disadvantage Points: 150 

The Dominae 

Midnight Blue 
Background: Jessica Black grew up as an only child in 
a rich, cold family. Isolate<! from most other kids of 
her age, she h;1d few friends in her early childhood, 
and took most of her pleasure oul of tormenting, 
ordering around, and playing tricks on her servants. 
Money soon me&int 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 out of middle dnss society by marrying in to a 
very rich family, her mother h_ad signed up for drug 
experiments to earn some extra money. While most 
of these experiments were billed as new aspirin tests 
and the like, t11ey were really geneticclrugssponsored 
by Ra. 

For I6years, Jessicaandhermotherhadnoidea the 
drugs had been anything more than what they ap­
peared to he. On Jessica's 16th birthday,Mr. Raymond 
showed up ancl recruited her to quit school and join 
his branch nf the government. Jessica accepted both 
because it sounded exciting and because she knew il 
would infuriate her parents. Within six months after 
joining Mr. R.1ymond, 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 
ot11cr agent under his control, Midnight 131ue had 
both the will and the intelligence to resist his persua­
sions, and to learn what he was really up 10. Fortu­
nately for the two of them, Midnight lllue not only 
didn't mind Ra's plans, but 1-0und them a fascinating 
challenge. Because she is one of the few people in the 
world who have actually fii:,'ltred him out, Ra respect·s 
her more than anyone, and they have bl!cc:.nue almost 
partners over the years-although they have never 
had any romantic interest in each other. 

She eventually bought her way into the media 
business, and now works asa leading TV reporter for 
a major television network in her alter ego. She has 
used this position numerous tim~s to fi.irther her 
goals. 



Quote: While Midnight Blue has no identifying quote, 
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 
maybe sometimes Ra. She has recently become some­
what of a mother llgure to Chilton, whom she sees as 
the next generntion to carry on her plans. Midnight 
Blue is very protective of Chiffon, not as a mother 
would protect a child, hut as an artist would protect 
something they put a lot of time into. She is entirely 
motivated hy her own needs, and she is completely 
amoral about whatever she does. She is also rather 
spoiled, and has never really had anyone say "no" to 
her. While her interests change whenever she gets 
bored, sheis curren tJyenjoying thepower the Dom inae 
arc accumulaling. 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. 

Powers/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 is actually becomi nga living shadow, 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 get in or out would prevent 
her from using her Desolidification 
to go through it. While it only takes a 
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 feet 
square. Consequently, because she is 
actually a living shadow, she is af­
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 hody 
solid while turning them into two­
dimensional shadows. She has only 
been successful at tu ming 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 parnlysis. lneseabilitics, com­
bined with her almost pcrfecl invis­
ihility, makes her the perfect spy/as­
sassin/thief. She loves to listen to 

people plan or plot against her, and then uses her 
men ta! paralysis to make them helpless. Scaring some­
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
night blue in color, along with a mask that allows only 
her eyes, mouth, and long black hair to be seen (when 
the hood is 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 
backgrowid whenever she doesn't feel like using her 
powers orshewantspeople to worry. In her 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. 55 

ScENARJO Two 



56 
ScENAR10 Two 

Midnight Blue 
Val CHA Cost Roll Notes 

20 STR IO 13- 400 kg; 4<l6 [2) 
OCV: 10/DCV: 10 29 DEX 57 15-

23 CON 26 14-
11 BODY 2 11-
23 INT 13 14- PER Roll 15-

ECV: 6 18 EGO 16 13-
18 PRE 8 13- PRE Attack 3Yid6 
20 COM 10 13-
4 PD 0 
5 ED 0 
7 SPD 31 PI-IA:2,4,6,7,9, 11, 12 
12 REC 6 
46 END 0 
33 STUN 0 

Total Characteristics Cost: 174 

Movement: Running: 6"/12" Swimming: 2"/4" 
Flight: 10"/20" 

Powers & Skills 

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

Mental Paralysis: 
Mind Control I Sd6 Mind Control, wilh tclcp;ithic 

link. Aifci:ts l'hysic.11 World, No Range, One 
Commantl: Remain paral}"l.ed, Target will alw;iys 
remember being mind contr-0lled, ainnot add 
END to prevent mind control from growing 
weaker owr time (70) (24) 

Shadow Form Powers: 
ll!adc Hand: HKA 2<16 (3d6 w/STR) (30) (3+] 
Invisibility to Sight group, Ht!aringgroup, N-Ray 

(140) IOI 
Desolidification (Affected hy light, darkness, and 

shadow attacks), I! END. Per, Usable 0 11 one 
other and hersdfhy touch, Cannot go through 
barriers that light CJnnot penetrate (100) (OJ 

Mental Defense: 14 ( 10) 
Flight 10" (20) (1/5"] 
IR Vision (5) 

Martini Arts---Agency Training: ( 18) 
Mmw11wr OCV l>CV D111m1ge 
Martial Throw +O + I 4d6+v/5 
Martial Strike +O +2 6d6 
Martial Disarm - l + 1 30 STR 

Martial Grab -1 
Marl in! E.o;c;ape +O 

Reporter Skills: 
Acrobatics, 15- ( 3) 
Conversation, 15- (7) 
Disguise, 8- ( 1) 
High Society, 13- (3) 
Oratory, 15- (7) 
Persuasion, 15- (7) 

Disarm 
- I 30 STR Grab 
+o 35 STR Escape 

PS: TV News Reporting, 13- ( 4) 
Seduction, 14- (5) 
Shadowing, 11- (3) 

Total Powers & Skills Cost:: 441 

Total Character Cost: 615 

Disadvantages: 150+ 

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) 

Total Disadvantage Points: 615 

Amber 
Background: Alicia Brooks had lived a relatively nor­
mal lite until shewnsahout20yenrsold. She had gone 
to normnl schools and afrer high school lcfr home to 
seek Cl career in show business. Along the way she bad 
several temporary acting jobs, and at the age of 20 
hecameanassistant 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. 

L:ite one night she hiJ in the Gypsy's room and 
spied on her. There she watched theGyp~ymagician 
summon magical spirits that enchanted items. After 
several weeks of spying, she began to learn a few of the 
rituals the Gypsy usc<l,and began experimenting with 
creating her own magical items. She was mostly 
successful, except t·hat 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. but her mind has been slightly warped 
with n greed for moreeven more power, and her body 
has developed a distinctive magical allefb'Y to silver 
and dependem:e on mistletoe. 

While Alicia was flying around one night testing 
her newest magic it.em (in thl.s instance her cape), 
Midnight Blue sported her an<l followed her home. 
For weeks after tfo\l, Midnight Blue visited Alicia in 
her Jessica Black alter ego until she gained her trust 
and learned enough about Alida to recruit her into 
the Domiirne. Alicia became Amber shortly rhcreaf­
ter,and has worked faithfully for Midnight Blue every 
since. 

Quote: "Hey hero, Abracadabra!" 



Amber 
Val CHA Cost Roll Notes 

10 STR 0 11-
21 DEX 33 12-
10 CON 0 11-
10 BODY 0 11-
10 INT 0 11-
18 EGO 16 13-
15 PRE 5 12-
16 COM 3 12-
2 PD 0 
2 ED 0 
5 SPD 19 
8 REC 8 

40 END 10 
20 STUN 0 

100kg;2d6[1] 
OCV: 7/DCV: 7 

PERRoll ll­
ECV:6 
PRE Attack 3d6 

Phases 3, 5, 8, 10, 12 

Total Characteristics Cost: 104 

Movement: Running: 6"/12" Swimming: 2"/4" 
Flight: 10" 120" 

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), Jlragilc (18) [8) 
b - EB 8d6, AF 5, AP, 5 Charges, 

Extra Time: + 1 Phase, 
Concentration: 0 DCV (15) [Sc) 

c- Mind Scan I Od6, + 15 ECV on Ego 
Attack Roll, OAF (Crystal Ball), 
Act: 14-, Extra Time: l Turn, 
Concentration: 0 DCV (10) [8) 

d - Force Field +27 PD, +26 ED, 2x 
Hardened, IIF (Ring), 3 
Continuous Charges each lasts for 
l minute, Extra Time: + l Phase, 
Ablative (12) 

1 Flight Cape: (UF) 
\ 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 h:we 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 atti tude, although she still 
bas enough of a eonscicncc to be loyal to those nCilr 
her and to attempt to refrain from hurting people 
when not in her Amber persona. 

Disadvantages: 150+ 

Dependence on: 
Mistletoe, 2d6/turn (20) 

Psychological Limitation: 
Overconfident (15) 

Secret Identity: Magician's Assistant ( 15) 
Susceptibility to: 

Silver, ld6/turn (20) 

Vulnerability: 
x2 S11JN from silver (10) 

Watched by: 
Ra, 8- (IO) 
the U.S. Government, 11- (10) 

Total Disadvantage Points: 250 

l ....... .J.J 
L I 

~~~ -

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 lo 
counteract her dependence on mistletoe and her 
aversion to silver. She is afraid to ask the Gypsy 
magician about her magic::al side-effects, 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 from 
her stolen spells or the magical items she has created 
from those spells. When in a direct combat, she 
usually tnkes the lime to put up her Force Field rig~t 
away. She prefers to attack with her Ego Attack ltnhl 
she tires, saving the Autofire Energy Blast for emer­
gcnciei; or opponents who are somehow resistant to 
her Ego Attack. To use the Ego Attack, Amber m~st 
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 1hem, she will find opponents through her 
crystal ball (via Mind Sc.an), and attack them through 
it with the Ego Attack. This last technique is one of her 
favorites becaure it allows her to incapacitate some­
one or even put them in a coma in a mysterious 
mystical waythatisvcrydifficultto trace. ThcAutofirc 
Energy Rlu~t is always a series of amber colored 
beams, although she can J13nge them to look like a 
barrage of mystical arrows, darts, or daggers. 

Appearance: Amberis a Japa nescwoman with straight 
long black hair, and large brown eyes. She we~rs a 
black medium length skirt and sleeveless top, with a 
short black cape, long black gloves, thigh high black 
boots, and a black masquerade mask. She keeps her 
magic feather on her right shoulder, and her crystaJ 
ball in a black velvet pouch han&ring from her waist. 

Emerald 
Background: At an early age, Julie Davert was aware 
oft he negative stereo types and images that repr.esent 
women in most forms of media. Gradually, tlus has 
built from an awareness lo one of her strongest 
motivations.She has soughtpower both to ensure her 
own personal freedom and to dispel any stereotypes 
about her genJl:!r. 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 thar was just 
star11ng as a temporary experimenting post near-by. 
She joined up that same week, and when Ra saw her 
psychological profile, he determined that she would 
be a perfect candidate for a group of women supcr­
agents Midnight Blue was starting to organize called 
the Dominae. 

Ra and his scientists worked around the dock 
studyingJulic'sgenetic make-up, until they found the 
perfect serum to bring out her natural abilities ~n~ 
enhance them into great powers. In the process Julies 
body lost some of its ability to resist other chemic~s, 
and now she is particularly vulnerable to che1111cal 
and gas lype attacks. Shortly after gaining her new 
powers, she readily joined the Dominae and dubbed 
herself Emerald after the colors of her powers. 

Now she continuei> work as a lawyer in her alter 
ego, and in the short time she has had her powers she 

has become the most respected and known of the 
three public Dominae. Unbeknownst to Emerald at 
the time, she accidentally crippled the son of the 
leader ofalocal super-villain group during one of her 
earlier battles. &nee then, this group has kept an eye 
out for her in hopes of settling the score. 
Quote: "Oh, don't mind little ol' me." 

Personality/Motivation: Emerald is happy now in 
her circle of female friends, and she enjoys the work 
the Dominae now do. She will always go out of her 
way to take the harder plW-h over something easier. 
and the other members of the Dominac know her 
enough to stay out of her way when she does. While 
shehasnoconvictionsaboutpem1anentlyinjuringor 
killing men, she tt?ndstodo the minimum amowltof 
violence necessary tosubducordefeal women oppo­
nents. 

Emerald has become very dependent on the 
Dominae and the feeling of safety she has when with 
them. She is very confident .in her abilities, and dot.'S 
not particularly fear anything, but the Dominae arc 
the only people she feels she can trust. As such, she 
pretty much goes along wirh whatever they ~o ancl 
say, assuming that anything is worth keepmg the 
bond she has with her friends. 

Powers/Tactics: Emerald's powers concentrate as 
sparkling green fields arowul 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 objecl~. She particularly likes to use tlus to 
destroy foci, super vehicles, and the main structural 
supports of buildings and bases. When this same 
ability is used on living targets, it tends to tear through 
armor and hit even insubstantial opponents. She can 
increase the energy fidds to cause much more of a 
concussive effectwithout the penetrating ability, and 
for a short period of Lime she can actually engulf 
opponents in a sparkling green burning flame. 

fn combat, she prefers to attack with the Double 
Knockback punch because it does the most damage, 
costs no END,nnd looks the most dramatic. She.uses 
the AP chop on bricks and heavily armored oppo­
nents, and saves the continuing flame attack for 
opponents who recover quickly and just refuse to stay 
down when sllmncd. lfthe Dominaearcdoingwellor 
any opponent seems emotionally too attached to a 
foci orvchide,shewillgooutofherway to destroy the 
inanimate object. 

Appearance: Emerald has sandy blonde hair and 
green eyes, and is only about 5' 1" tall. She wears an all 
green outfit that lookssomewhercbetween ~summer 
dress and something from a European fashion show. 
She conceals her face with a green masquerade mask, 
and wears green Chinese flats for shoes. 



Emerald 
Val CHA Cost Roll 

15 STR 5 12-
23 DEX 39 14-
12 CON 4 11-
IO BODY 0 11-
16 INT 6 12-
IO EGO 0 11-
15 PRE 5 12-
18 COM 4 13-
25 PD 22 
25 ED 23 
5 SPD 17 
7 REC 4 
24 END 0 
27 STUN 3 

Notes 

200 kg; 3d6 (1) 
OCV: 8/DCV: 8 

PERRoll 12-
ECV: 3 
PRE Attack 3d6 

Phases 3, 5, 8, IO, 12 

Total Characteristics Cost: 132 

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

Powers & Skills 

Combat Trainin~: 
Combat Levels: +I Level w/ Multipower (3) 

Green Energy Powers: 
Multipowcr60 pt pool (60) 
u - HKA 4d6 HKA (5d6 w/ STR), Only to damage 

Inanimate Objects (3) [6+) 
u - HA +8d6, O END, Double Knockback (5) [O+) 
u- HA +6d6 HA, l/i END, AP x2, Penetrating, Affects 

Desolid(6) [3+) 
u - Fire: EB 4d6 (Fire), Penetrating, Continuous, 

Uncontrolled (Turned off as a regular fire), 8 
Charges, Extra Time:+ I Phase (3) [Sc) 

Damage Resistance: 15 PD, 15 ED (15) 
Running: +5" [ l/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 

Disadvantages: 150+ 

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: 

x2 STUN from Chemical/Gas attacks (IO) 
Watched by: 

Ra, 8- (IO) 
the U.S. Government, 11- (10) 

Total Disadvantage Points: 250 

59 
SCENAR10 Two 



60 
ScENARJO Two 

Ivory 
Background: Sandra Eaton had worked with various 
astronomy research !eams for almost seven years 
when she got what she considered to he her big break 
in the field. During some down lime at the local 
observatory,shewatched a strange meteor fall through 
the sky without burning up in the almosphere. 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 I.he crater to try 
and find test samples, unknowing that the mist was 
actually composed of microscopic spores th.it had 
been released by the meteor. As she collected the 
remnantsofthemeteor,sheinhaledagreatdealofthe 
spores, which instantly startt.-d to infest her body. By 
the time she discovered that the meteor wa!i aclually 
a space seed sent by some massive alien plant, the 
spores werewdl on the way to transforming her body. 

Dysomequirk of nature, Sandra'simmune system 
w<ls aule 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 it was all 
over, she found herself physically bigger an<l in per­
fect shape, with the ability to store up nude;1r energy 
and release ital will. Unfortunately, she al so ended up 
with shiny white skin, all white eyes, and slight dam­
age to her l.'ars. 

/\shamed of her new appearance, 
she quit her job and went into hiding 
in hopes of somehow figuring out 
how to look 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. 

Ranotonlytaughther how to best 
use her powers, but developed a spe­
cial skin make-up and contacts that 
allowed her to continue a normal life 
when she wanted as well. After 
months of persuasion, Ra finallycon­
vince<l her to become Ivory and 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
estly believes she is doing society 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 
gel her to quit the Dominae just be­
cause she has become happy with 
what she is doing. However slight the 
chance might be, Ivory is the most 
likely to ever question any orders 
Midnight Blue or Ra might give her. 

Ivory has always liked lhestars,astronomy,and the 
thought of lhc 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 
discoverie-s in the subject. She spends a great deal of 
her free time in orbir around Earth because of the 
great view of the star-filled sky, and has been late to 
many a meeting or job because oflosing track of time 
while doing so. 

Powersffnctics: Two ofl vory' s biggest problems arc 
that she can't protect herself while she is flying, and 
that she hasn't quite mastered her energy projection 
yet. If she has to fly into combat, she tends to land as 
soon as possible on a nearby rooftop an<l power up 
her force f.iekl. She switches to Density Increase 
whenever she has determined she doesn't need the 
t:xlra defense of the Force field or that she absolutely 
has to have the extra strength. 

When allncking, ~he tries to use ber easiest Energy 
Dla.~t he<ause the otJ1ers tire her very quickly. She 
usually uses the NND blast against bricks she wants to 
take out in a hurry, the .Explosion against martial 
artists or groups of normals, and the I 2d6 Blast 
whenever she wants to seem more powerful than she 
really is. She will not use any of these exhausting 
allacks more than once per lurn though, unless it will 
ckfinitdy end a battle or it is an emergency. 



Ivory 
Val CHA Cost Roll Notes 

20 STR 10 13- 400 kg; 4d6 [2] 
23 DEX 39 13- OCV: 8/DCV: 8 
II CON 2 13-
II BODY 2 12-
15 INT 5 11 - PERRoll 12-
12 EGO 4 11- ECV:4 
14 PRE 4 13- PRE Attack 3Yid6 
18 COM 8 11-
14 PD 10 
12 ED 10 
6 SPD 27 PHA: 2, 4, 6, 8, JO, 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 8c Skills 

Alien Spore Powers: 
Multipower 40 pt pool ( 40) 
u - Full Life Support (3) 
u - FTL Travel I LY/Year (I) 
u - Force Field +20 PD, +20 ED, 4 Continuous 

Charges each lasl.~ for 5 minutes (4) 
u - Density lncrc:isc: +25 SrR, +5 PD, +5 ED, -5" 

Kn, Weighl: 3200 KG, 0 END ('1) (OJ 
u - Flight 20" ( 4) ( 115") 

Radiation Blasts: 
Multipowcr 60 pt pool, Act 14- ( 40) 
u - Ion Rla~t: EB 9d6, Yi 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) 
SS: Physics 11- (2) 

Total Powers 8c Skills Cost: 116 

Total Character Cost: 250 

Disadvantages: 150+ 

Distinctive Features: 
Ivory/Shiny skin and all white eyes (JO) 

Hunted by: 
Super Villain Group, 8- (15) 

Psychological Limitation: 
Claustrophobic (I 0) 
Overconfident (IS) 

Secret Identity: Astronomy Laboratory Technician ( 15) 
Vulnerability: 

x2 STUN from Sonics (JO) 
Watched by: 

Ra, 8- (JO) 
the U.S. Government, 11 - (10) 
Scientific Groups, 8- (5) 

Total Disadvantage Points: 250 

All of her offensive powers come from the natural 
radiationhernewalien cellshavestored up. While she 
is much better at releasing these powers now, she still 
occasionally loses her concentration and fails to focus 
the blast Her other powers come from the changes to 
her physiologycaused by the alien spores. They area II 
powers l henlicn plant evolved to survive the rigorsor 
space tmvel and living in harsh environments that 
now arc" part of her body. Her imm uncsystem keeps 
most of these at bay, and she actually has to concen­
trate to use them, and then only one at a time. 

Appearance: lvory is a 6' !all 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
mcring<lisplayof radioactive fires. Unlike most of the 
IJominae, Ivory chooses not to wear anything over 
her face. While working as an astronomy laboratory 
technician her skin make-up, a wigandcontactlenses 
conceal her unusual appearance, buther hair and eyes 
will still glow if she uses any of her powers. Thi.~make­
up takes ahout 30 minutes to properly apply, and can 
only be removed hy a ~pccial 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" baby in a city 
dumpster hy Midnight Blue. Ra had been using 
drunks, derelicts, and bums in his genetic experi­
ments for years, and saw 1his child as another guiuca 
pig. While most of Ra's earlier experiments turned 
out 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 hcgan playing childish 
games with her. No device was ahle to detect exactly 
howshe reduced the mentnlityoflhoscnround her.or 
whether or not 1ho$C are her only powers, but this 
nbility was quickly recognized as an asset to be Glre· 
fully watched and n·scarchcd. 

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 Blucadoptrtl Chiffon ns her personal 
project, :md supervi~d her training and education 
from that point on. Years later, when the Dorninae 
was being formed, Chiffon wa~ :1 llowcd lo join as an 
apprentice member. Since then, she has become a 
crucial part of the teams activities. 

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

retest her to sec if her powers arc c:hant,ring or if she has 
developed any new abilities. Al this time it is strongly 
suspected that puberty will cause some noticeable 
change in her powers. 

Personality/Motivation: Chiffon is only eight years 
old, and despite some of rhebest training and school­
ingavailable, she still has thementnli tyofan eight year 
old. She has had a rnther sheltered chilclhood, nnd in 
general only really cares about pleasing Midnight 
Blue or riding horses. She spendsalmost ilJI of her free 
time doing schoolwork or riding or caring for the 
horse that Midnight Ulue b<:)Ught for her. 

She has never developed a real respect for most 
adults or people of power, becnusc whenever lht.oy 
up!ct her she knows she can simply reduce thcil' 
mentality down to her level. Chiffon considers Mid­
night Blue her only real family, and the other mem­
bers of the Oominae her friends. Both the Dominne 
and Ra have all escaped Chiffon's humilintingpowcr, 
allhough Midnight Ult1c is the only person who c.in 
really punish her and get' away with it. 

Overall, Chiffon is a rather well-behaved child 
considering the cond itionsofhcrupbringingand 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 he allowed to 
work as a member of the Dominae, and sue is con­
stantly working at becoming better at working with 
them. 

Powers/Tactics: Chiffon essentially has the power to 
rcduccpeople's mentalitytothat of a small child.Her 
Drain takes away enough INT, EGO, and PRE to 
severdynffcct~meone'sthought proccsse;ina hurry. 
Herpnwersarecornplctely invisible, and as such most 
people do not reali1.e right away that they have been 
nffcctcd hy them. Heroes lind simple calculations 
suddenly very difficult, they lose their motivation to 
do things, and they suddenly become easily influ­
enced or scared by others. The effects usually gradu­
ally wear off in <1 couple of days, although there is 
currently no known way to speed up this process. 

In a combat situation, Chiffon will usually have 
been told ahead of time to either usehcrpowersasshc 
w::ints, to al t'1ck specific opponents in a certain order, 
or lo wnit nnd tnke all her comrmmds from M idnigh1 
l\luc. In general, because shcrnn only use her powers 
a limited numbc:.r of limes per day, she tries to hit 
everyone with it at least once or twice rather than 
repealing the llTOCcss on one person until they are a 
blithering idiot. Midnight Blue hnsspccificallydrillcd 
this into Chiffon's head lx:causc it is much less obvi­
ous that a power is being used ifit justslightlyrcduces 
the mentality of evcrynn.e. If everyone isnffected by it 
they all have a smnllcr chance of noticing. whereas 
nnyone can tell something is being done to them 
when rocket scientists suddenly starts sucking on 
their thumbs. 

She has bec0 rne relatively proficient nl picking oul 
the lender of a group and hitting him first, although 



Chiffon 
Val CHA Cost Roll Notes 

5 STR -5 13- 50 kg; ld6 [l] 
18 DEX 24 13- OCV: 6/DCV: 6 
8 CON -5 13-
6 BODY -8 12-
13 INf 3 11- PER Roll 12-
8 EGO -4 11 - ECV:3 
20 PRE 10 13- PRE Attack 4d6 
14 COM 2 I I-
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 ld6 INT, 4d6 EGO, 2d6 PRE, Returns at 5 pts/ 

day, Ranged, Fully Invisible, I 2 Charges, Extra 
Time: +l Phase (150) [12c) 

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 & Skills Cost: 160 

Total Character Cost: 200 

Disadvantages: 125+ 

Physical Limitation: 
Very Young (20) 

' Understand:i 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 b.'lses this on who yells the loudest or who 
has the most impressive costume. She never makes 
any drnmatic soliloquies or threats, and has been 
working very bard 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 someone accuses her of being anything but 
a spectator, and she is careful to act less intelligent 
than she really is whenever necessary. 

The Raymond Project 

Bruce 
Background: Mike Mathewshadbeen a Special 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 with a 
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 witl1in 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 
candidate for 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: 'Tm 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. It is 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 temper has beengreatlyreduced over the years, 
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; Bruce has been a hot-head since high school. 

Powers/Tactics: Bruce's only real powers come from 
the adrenal activators implanted in his body. For 
short periods of time, they can quadruple the amount 
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 

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

20 CON 20 13-
12 BODY 4 ll-
15 INT 5 12- PER Roll 12-

ECV: 6 18 EGO 16 13-
13 PRE 3 12- PRE Attack 21hd6 
lO COM 0 11-
8 PD 4 
8 ED 4 
4 SPD 10 Phases 3, 6, 9, 12 
10 REC 4 
44 END 2 
42 SfUN 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 +O + l 6d6+v/5 
Martial Strike +o +2 8d6 
OffensiveStrike -2 +l 10d6 
Martial Block +2 +2 B 1 o ck, 

Martial Dodge -
NerveStrike -1 

Martial Disarm -1 

Abort 
+5 Dodge 
+ l 3d6 

NND 
+l 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 l 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 l l - (3) 
Vietnamese, Basic Conversation (2) 

Total Powers & Skills Cost: 128 

Total Character Cost: 250 

Disadvantages: 150+ 

Berserk when: 
using Adrenal Activators 8-/ll- (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 

used too often or for too long because of the adverse 
affocts that would have on bis body. Being cybernetic 
they are not perfect,and some times lheydo 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 ro activate his cybernetics. His 
favorite attacks are his shin kick (Offensive Strike) 
and karate kick (Martial Strike). When his adrenal 
activators are being used, he is usually fust 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 
carry any of these as he feels they give him too much 
of an advantage. If he goes berserk in combat, he 
at tacks unannore<l targetswithhiskaratcchop (HKA}, 
and mnore<l targets with his shin kick (Offensive 
Strike). llruce is most likely to disarm someone and 
use their own weapon against them or grab some­
thing for use as a club when he is berserk. 

Appearance: Bruce is a I fapanic man of average 
height and has dark hair, dark eyes, and a muscular 
body. When on assignment, he prefers 10 dress as a 
vagrant, a beach bum,oras a lost tourist. TI1escoutfits 
sometimes allow him to get within striki.ng distance 
of an opponenl without having to dodge lots 0f 
ranged attacks. These outfits also involveloosc clothes 
dlatallowhim the flexibility he needs for his hand-to­
hand combat. 

Shot 
Background: Doug Williams enlisted in the army 
right out of high school. There had been a long line of 
successful military careers in his family, and he saw 
joining the army as his patriotic duty. After several 
years in 1.he 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. Hiscarecrcontinued 
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 drug lord 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. Duringthis time, his captors' favorite method of 
torture was to tie him onhis backundera foot of water 
so he constanlly had to struggle to keep his head 
where he could breathe. 

Eventually he managed to escape. and after three 
weeks living alone in the nearby jungles, he finally 
reached cMlization and was taken 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 capture. Bitter and angry. he beca.m!' a 
perfect recruit for 1he Raymond Project. 

Mr. Raymond wilJingly took him in, and soon 
Doug hnd been given the new identity of Shot. He has 
been given the mQtt efficient state-of-the-art equip­
ment, and continues to happily "serve his country" 
both in theregularm ilitaryand under Mr. Raymond's 
command. 

Quote: While Shothasnoidentifyingquote, he insists 
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 the message (including Mind Link), 
he insists that they hold their hand up to their mouth 
as ifit had a walkie-talkie in it and say, "(Click) Take 
'em out." 

Personality/Motivation: Shot has been a career mili­
tary man for aslongashecan remember, and will now 
willingly do whatever he believes is in thebestinterest 
ofhis country. He will lie, kiU, or anything else if there 
is a valid rational behind it. He is not a completely 
blind follower, and Mr. Raymond knows not to give 
himanyridiculousordersthatseemtobeonlyforMr. 
Raymond's own interest and not for the country. 

The torturing in Soulh America left a noticeable 
mark on Shot, and he still has a serious aversion to any 
body of water over a fow feet deep. The drug lord he 
escaped is also rumored to have put a contract out on 
Shot, although there have been no noticeable at­
tempts on his life thus far. 

Powers/Tactics: Shot's primary abilities lie in his 
incredible marksmanship and in the incredible 
weapon he carries. Hisrifleis of a massive caliber ,and 
itisloadedwithsixmagnum depleted uranium rounds 
at a 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 uses to see through other substances. 

In any form of combat, Shot prefers to stay very far 
from the battle and fire from hiding. He will often 
scout out a high spot somewhere near a likely battle­
field hours before a fight, and then waitpatientlythere 
until it begins. Because he is able to use his scope to see 
through most walls and windows, and because his 
gun does so much damage, he has occasionally used 
the tactic oftiring through walls at 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 Africm American man 
with unremarkable featw·es. 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 outfit allows the briefcase gun case to 
go without suspicion. When on any type of wilder­
ness mission, hew ill dress in whatever 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 

13 STR 3 12-
18 DEX 24 13-
12 CON 4 12-
10 BODY 0 11-
15 INT 5 12-
16 EGO 12 12-
15 PRE 4 12-
10 COM 0 11-
6 PD 3 
5 ED 3 
4 SPD 12 
8 REC 6 

26 END l 
30 STUN 7 

Notes 

150kg; 2~d6 [1] 
OCV: 6/DCV: 6 

PER Roll 14-
ECV: 5 
PRE Attack 2~d6 

Phases 3, 6, 9, 12 

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 Stun Modifier, 6 
Charges (33} [6c] 

Underslung Grenade Launcher: 
EB 5d6 EB, Explosion, AP, 
Extra Time: + 1 Phase, 
3 Charges (13) [3c] 

Auto Pistol: (OAF) 
RKA: l lhd6RKA,+1 Stun Modifier, 2 

Clipsof8Charges(l3} (2x81 
Rifle Scope: (OAF) 

+6 Level vs. Range Modifiers for Rifle only 
(9) 

+2 Levels with Rifle, Only used for OCV 
(3) 

N-Rayvision (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 

Disodvantagcs: 150: 

Hunted by 
South American Terrorists, 8- (10) 

Normal Characteristic Maxima (20) 

Psychological Limitation: 
Fear of water ( 10) 
Super patriot (IO) 

Secret Identity: U.S. Army Sergeant (15) 
Watched by 

Ra, 14-(15) 
the CIA, 8- ( 10) 

Total Disadvantage Points: 250 



Ted 
Backgrow1d: 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 jot:. where he oould oper­
ate alone or with as few coworkers as possible. 

He spent several years on the police bomb squad 
before he finally quit and went on to become a civilian 
employee for the U.S. Government. He was able to 
land a job within an agency where he worked away 
from large crowds of people. With his almost perfect 
photographic memory, he was able to learn any job 
quickly, 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 Robert from being 
promoted to a higher job just so he could keep him 
around. 

Once Robert finally figured this out, he began to 
complain Lo those above his boss. Because Robert 
rarely saw anyone but his boss, it became an issue of 
his word against his boss'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
gently and obediently, he was gradually gathering the 
materials necessary to get his revenge. One day Rob­
ert showed up for work late, and then set off a series 
ofbombs that leveled hisentiredepartmcnl, killing or 
seriously wounded all ofhis bosses and supervisors. 
He allowed himself to be minorlywounded as well to 
avoid suspicion, and ended up with permanently 
damaged hearing because of iL 

Nothing was ever 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 invest.igation. He liked what 
he found, or rather didn't find, and detem1ined that 
Robert was efficient, careful, and ruthless---in short, 
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 bas developed quite a fow 
helpful gadgets for the team since then, although he 
still prefers to keep his distance from the other team 
members whenever possible. He look hi~ code name 
after the nickname for the thick army-issued glasses 
he always wears (T.E.D.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/Motivatjon: 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 prefors 
to travel and work at nigh I or in places where there 
aren't many other people around. 

Because of these unusual habits, his first and only 
marriage failed miserably, aud he was left with a son 
to look after. His son just entered Junior Higb School, 
and has recently begun to take an active interest in his 
father's work. Ted has thus far been able to keep his 
covertactivitiesa secret, bu the 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 wilh lhe secret unclcr­
standing t11at he is going against what is really good for 
the United States, and that every act he does increases 
his revenge for how he was treated that much further. 
H c does not openlycl iscuss how he fetls with the other 
members oflhe team, but secretly enjoys the status he 
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 usualty helping the team before they 
realize it or from an inconspicuous position nearby. 
1-Jis primnry functions are to take out vehicles, set up 
distractions,confuseorseparateopponents,andother 
operations that damage the enemy while not in direct 
combat. 
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Ted 
Val CHA 

15 STR 
16 DEX 
11 CON 
10 BODY 
18 INT 
15 EGO 
14 PRE 
12 COM 
5 PD 
4 ED 
4 SPD 
5 REC 
46 END 
33 STUN 

Cost 

5 
18 
2 
0 
8 
5 
4 
1 
2 
2 
14 
0 
3 
7 

Roll 

12-
12-
II-
11-
13-
12-
12-
11-

Notes 

200 kg; 3d6 [2] 
OCV: 5/DCV: 5 

PERRoll 13-
ECV: 5 
PRE Attack 2lhd6 

Phases 3, 6, 9, 12 

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 12<l6 (Concussion), Explosion, AP, Time Delay. l 
Charge, Act 14-, Extra Time: + l Phase, No Range 
(25)ilc] 

Plastique: (OAF) 
EB 8d6 (Concussion), Explosive, AP, Time Delay, 4 

Charges, Act 14-, Extra Time:+ 1 l'hn!i(:, No 
Range (20) [4c] 

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: + l 
Tum, Act 14-, Fragile, No Range (34) 

Martial Arts-Agency Training: (11) 
M<111t!llVl!r OCV DCV Damage 
Martial Throw +O + l 3d6+v/5 
Sacrifice Throw + 2 + l 3d6, Fall 
Choke Hold -2 +O 2d6 NND 

Scanner: (OAF) 
Detect Tracers, Sense, Range, 360, Parabolic + 16 

range penalties, 2 Continuous Charges each lasts 
for l hour, Fragile, Extra Time: +l Tum (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- (I) 
Disguise 11-(3) 
Eidetic Memory (10) 
Inventor 8- (1) 
Stealth 12- (3) 

Total Powers & Skills Cost: 174 

Total Character Cost: 250 

Disadvantages: 150+ 

DNPC 
TeenagedSon, 8-(10) 

Normal Characteristic Maxima ( 20) 
Psychological Limitation: 

Fear of crowds (20) 
Vengeful (10) 

Secret Identity: 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 out important struct.ures, vehicles, or as 
traps. When necessary, he uses these to break into 
secured areas as well. His knowledge of explosives is 
S4) complete that he c:an create shape-charges with 
these demolitions to a much greater (am1or piercing) 
effect. 

The three Claymore anti-personnel mines he car­
riesaredetonated either by a switd1 attached toa long 
wire, or by a tripwire or pressure plate of some sort. 
He uses these almost entirely for assassination booby 
traps. They arc excessively deadly to everyone nearby, 
so he usually gets permission from Mr. Raymond 
before he uses them. He also carries a belt of concus­
sion grenades in case be should ever somehow get 
involved in direct combat. 

Hehasdevclopcdaportableradiojammerthatcan 
work offbartery 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 ;ind via radios. It is most 
efficient ifactivared after combat is begun, so that the 
opponents will not have the time to coordinate what 
lo do against this sudden lack of communication. On 
rare instances, this device has also been successfully 
used to blind paranormals who see entirely with 
radar, and to keep isolated heroes from calling their 
teammates for help. 

His last invention is a special tracking device. He 
has manufuctured several tracers out of a very rare 
mincral,andhas tuned this tracker to bcabletoscarch 
for and locate them. He hides these tracers on oppo­
nents or in their vehicles, an<l then can trace their 
location from that moment on. The tracker loses its 
efficiencyaltera certain range, and it has a very serious 
drawback. 13ecause 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, t:hus 
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" Stcwartis a goodol' boy from 
the backwoods of Alabama. At the age ofl6 he started 
working <1t a car repair garage to pay the bills, and 
continued thereunt.il his parents died in a plane crash 
eight years later. He then decided to get away and start 
his life over again. 

He packed up and moved across the country, and 
eventu<1lly enrolled in the same initial experimental 
Super Camp tJ1at had transformed Emerald and Gaf· 
fer a few years earlier. His metabolism was incompat­
ible with any genetic alteration, so the scientists de· 
cidcd 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. Jn no time he 
h<td proveu himself more than capable for ;my mis­
sion, and was judged an incredible success. Mr. 
Raymond wasted no time in snatchinghim up for the 
Raymond Project, where he has remained the newest 
and least experienced member every since. 

Quote: 'Tm gonna beat you like a buck-toothed 
freckle-faced red-headed stepchild!" 

Personality/Motivation: Ox is intelligent, hut 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 
lo think whether or not the activities of the Raymond 
Project are legal or morally correct. As fur as he is 
concerned, if a mcgacorporationas 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-even if they might be less than pleasant 
sometimes--and feels no guilt over them. 

I le 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 
hewouldhavetotakequiteabitofdamagefrom them 
in order to actually con sider it necessary 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 kevlarscales 
just under his skin. The Life Support comes from 
insulators, blood monitors, and synthetic chemicals 
that are released periodically throughout his body. A 

miniaturized radio transmitter/receiver has been built 
into his skull, and his eyes have been coated with a thin 
layer of fiber opl ics that allow him to see in 1J1e dark 
with the aid of 1he IR source:; thal auach to his 
temples. His skeleton has been reinforced.and a series 
of servo-motors line almost every muscle in his body. 
With tremendous effort, he can activate these motors 
and temporarily use lhem for feats of incredible 
strength. His self contained breathing comes from 
small tanks within his body I hat hold liquid oxygen. 
Once this oxygen is released, it is aJl released, and 
wbether Ox wants it or not, he won't need to breathe 
for five hours. Thesetanksmust be refilled bya special 
machine kept at the Raymond Project's main office. 
Note that these cybernetics are made of the same 
material anti alien tedmology that created Gaffer. 

ln 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 while 
he moves. He usually starts off only using a total of 40 
orSOSTRifitlookslikeheisgoingtohavetoconserve 
his energy for a long fight or several opponents. 
Whenever he is fighting a particularly powerful or 
obnoxious foe, however, he also knows he 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
netic and electrical attacks, and his eyes and ears 
overload when exposed to extreme sound or light. 

-~ 
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Ox 
Val CHA Cost Roll Notes 

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

20 CON 20 13-
18 BODY 16 13-
14 INT 4 12- PERRoll 12-

ECV: 4 13 EGO 6 12-
20 PRE 10 13- PRE Attack 4d6 
10 COM 0 II-
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" 

Powers & Skills 

Combat Training: 
Combat Levels: +l Level w/ Martial Arts (3) 

Martial Arts--Agency Training: ( 12) 
M1111c11vcr OCV VCV D11111uge 
Martial Throw HI +I 4d6~ vJSI 
Defensive Strike+ 1 + 3 4d6/14d6 
Martial Block +2 +2 Block, Abort 

Cybernetics: 
Characteristics: +SO STR, 3x END, Requires full 

phase, At:l 14- (17) (15) 
Armo.r + 15PD,+ 1.5 El), Ablative (23) 
Dumage Hcductio11 50% Non-Resistant Physical & 

Ent'rgy, Act 14· (27) 
m Vision, OIF (IR Light on Temple.~) (3) 
High Range Radio Hearing 
1.ife Support: Need not c;11, sleep. or excrete, 

lmmun~· lo Disease, S:1fe Environments: 
Vacuum/High l'n:s.~ure, Intense Heat/Cold (14) 

Life Support: Self Contained fireathing, I 
Continuous Charge.~ Last$ for 5 hours. Costs 
END (6) I 1] 

Running: +2" Running [1/5"] 
Mechanics 11- (3) 
Total Powers & Skills Cost: 122 

Total Character Cost: 250 

Appearance: Ox isa massivemanjustover7' tall, with 
bright blue eyes and a constant smile. All of his body 
hair exccpl for a scraggly heard nnd mustache was 
removed in 1 he operations tJ1at implanted the kcvlar 
scales under his skin. He is completely bnld, nnd his 
skin has a scaly look to it when examined. He has a 
small black box allached lo each temple which act as 
IR !l:ishlights whenever he is using his IR vision. 'fo 
anyone else using IR vision at the same time, he will 
a1~pcar to have a bright light on either sideofhishcnd. 

I le usually wears bhr jeans, work boots, no shirt 
and a large leatlm weight-lifting belt whenever he 
gO<.'s into comhat, unless the situntion dictates some 
otJ1er outfit. lie spcnks with a distinct Alabama ac­
cent, and is almost always spitting from a perpetual 
wad of chewing tobacco in his mouth. 

Disadvantages: 150+ 

Normal Characteristic Maxima (20) 
Psychological Limitation: 

Prefers fair fist fights ( 10) 

Secret Identity: Secret Service Agent ( 15) 
Vulnerability: 

x2 STUN from Electrical/Magu<:tic Attacks (10) 
x2 Elfe<:I from m. Normal Sight, or llearing Flash 

Attacks (IO) 

Watched by: 
Ra, 14- (15) 

Total Disadvantage Points: 250 

Doc 
Background: Dr. I lcrshalMifflingradnatedat the top 
ofhisclass fwm medical school, but only after he had 
lied, bribed, cheated, nnd fought his way past all the 
other studenli;. His goal to become the best was 
unhindered by morals or any consideration for any­
one b111 himself, and soon he hnd become a promi­
nent surgeon itl l1 major hospital. 

I lowever, al tin: height ofhis career his past slowly 
began to catch up with him. Drugs he had usctl in 
college to keep him awake t~r tests and studying had 
become full lime addictions, pntients he had per­
formed thousands of dollars of unnecessary surgery 
on hegan to sue, and investigationsstnrted up to try 
and discover why so many of his regular clients had 
such massive prescriptions lo conlJ·ollccl narcotics. 

He was forced to retire in shame, but this still did 
not stop his illegnl activities. He kept contacts that 
alloweJ him access to huge quantities of drugs and 
chemicals, nml he kept in touch witl1 the wealthy 
patients he had gradually addicted over the years. 
Meanwhile, his own addiction lured him into dnn~ 
gerous biochemical experiments on himself to try 
and discover the optimal drug for releasing mental 
consciousness. 

He eventually heard through the medical undcr­
brround about Mr. Raymond's team of genetic re­
searchers, and successfully managed to join them. 
With the knowledge he was able to slenl from Mr. 
Raymond's t>xperiments, and with the advanced 
chemical compounds he was able to steal from the 
laborato1y, Dr. Miffiin finally completed what he 
hdieved would het he perfect hallucinogen. Unfortu­
nately, he overdosed on the new drug the first time he 
look it, and went into a coma that lastci I almost three 
weeks. 

Mr. Raymond wns there when he awoke, ;md 
informed him of the incredible results of the good 
doctor'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. llaymond was so im­
pressed that one of his staffhadshown the initiative to 



give himself powers, that he immediatel~ offered him 
the job of leading the Raymond ProJect both as 
tactical commander and head researcher. Dr. Miftlin 
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.Raymonddoes.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 tean1. He enjoys interro­
gating and torturing captives for information, ~nd 
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 
clothes and showers several limes each day. While no 
one really seems to mind this quirk too much, it 
quickly becomes ;mnoying when h~ starts corrcc~ing 
the less than perfect hygiene habits and organrza­
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 
Projectwlrilehe stays hidden somewhere safety nearby, 
:md thedrugsare used toharmor getinformationout 
of his opponents. 

Before the Raymond Project gets involved in com­
bat, Doc surrounds each of them with a telekinetic 
Force Field and a significant amount ofEGO Defense. 
As soon as the opponents get within sight, he also 
imparts each member with the ability to sense danger 
inandoutofcombat,andsetsupaMindLinkwithall 
of them. The Danger Sense and the Mind Link only 
last a totalofS minutes, andhe must keep line of sight 
to maintain the Force Field, EGO Defense, and Dan­
ger Sense. Even with these restrictions, however, D~c 
is usually able to adequately prol<.'Cl and comm~m­
catewith hi steam when it is necessary. Note thatsmcc 
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.J.O. 2000 Computer, 
which should be considered part of the Raymond 
Project for all of Doc's mental abilitjes, 

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 immune toil),and the 
poison and the hallucinogenic must 
be ingested (and are negated by Life 
Support that keeps thecharacterfrom 
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. 

Thetruthserumrequiresthatques­
tions be asked (it is not actually te­
lepathy in the truesc sense), and the 
person un<ler the influence wiU an­
swer any questions they hear for che 
full five minutes of the drug's effects. 
The hallucinogenic creates five min­
utes of completely random mental 
illusions within the victim's head 
These range anywhere from just 
changing the colors of everything 
seen, to transforming the world into 
acomplctclydiffercnt dimension. The 
GM is encouraged to make up illu­
sions based on the characters person­
a)jtyandanypsychologicaldisadvan­
tages they might have. The poison is 
divided up into eight lit tJecapsules 
that can either be administered indi­
vidually to weaken opponents, or in 
bigger doses to seriously incapacitate 
or kill opponents. 
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Doc 
Val CHA Cost Roll Notes 

10 STR 0 11- 100 kg; 2d6 [l] 
OCV: 4/DCV: 4 13 DEX 6 12-

11 CON 2 ll-
10 BODY 0 11-
21 INT 12 13- PERRoll 13-

ECV: 6 17 EGO 14 12-
12 PRE 2 11- PRE Attack 2d6 
10 COM 0 11-
4 PD 2 
4 ED 2 
3 SPD 7 Phases 4, 8, 12 
4 REC 0 

22 END 0 
21 STUN 0 

Total Characteristics Cost: 50 

Movement: Running: 6"112" Swimming: 2"/4" 

Powers & Skills 

Awesome Mental Powers: 
Elemental Control (22) 
a - Force Field + 12 PD, + 11 ED, Usable by self and l 

other at range, Ablative (12) [SJ 
b - Mind Link ( w/members of Raymond Project, 8 

people maximum, over any distance), Invisible, 
Concentration: O DCV, Extra Time:+ l Phase, 2 
Continuous Charges each last~ for 5 minutes (9) 

c - Mental Uefensc: l 7, Usahle hy 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 

(Defeuse is Life Support), lAf, Mental Powers 
Based on CON, No Range., fragile. 2 Continuous 
Charges each lasts for 5 minutes, Extra Time: + l 
Turn, Random effects on target, Must be ingested 
(20) 

Poison Tablet: Drain Id6 BODY, 2d6 STUN, Return 
at 5 pts/hour, IAF, Fragile, Continuous, 
Uncontrolled, 8 Charges, Extra Time: + l Turn, 
Act l4-,Mustbeing~cd(22) 

Sodium Pcnathol: Telepathy IOd6,, NND (Defense is 
resistant PD), OAF, Mental l'ower hased on 
CON, No Range, Fragile,2 Continuous Charges 
each lasts for 5 minutes, Extra Time: + l 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 (l) 
SS: Bacteriology 13- (4) 
SS: B'icx:hemi~try 12- (3), SS: Biology 1-5- (6)- --­
SS: Genetics 13- (4). SS: Organic Chemislry 15- (6) 

Total Powers & Skills Cost: 200 

Total Character Cost: 250 

Disadvantages: 150+ 

Hunted by 
the DEA, 11- (25) 

Normal Characteristic Maxima (20) 
Psychological Limitation; 

Enjoys causing pain ( 10) 
Compulsively neat ( 10) 

Secret Identity: Megacorporation Medical Researcher 
(15) 

Watched by 
Ra, 14- (15) 
the AMA, 8- (5) 

Total Disadvantage Points: 250 

Appearance: Doc is a scrawny little man with small 
wire rimmed glasses and thinning longstmight hair. 
He wears a dark brown lea th er duster over a black suit 
and tie, and keeps a ~mall 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 
born. Her mother had died at her birth, and her older 
brother had heen imprisoned for car theft. She de­
cided at a very early age to make something otl1erself, 
and to never let herself become a burden on society 
like her brother. 

She studied speech and public relations in college, 
whilesimultaneously establishiug 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 for him 
willingly with her flawless record in the FBI. After 
some cnreful plruming, he arranged to frame her for 
the killing of a wrongfully accused suspect. 

When tJ1c news hit the press, her career in tJ1e 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 not have any powers, cybernetics. or super­
hum:m abilities. 



Princess 
Val CHA Cost Roll Notes 

20 STR 10 13- 400 kg; 4d6 [2] 
21 DEX 36 13- OCV: 7/DCV: 7 
18 CON 16 13-
10 BODY 0 11-
16 INT 6 12- PERRoll 12-
18 EGO 16 13- ECV:6 
13 PRE 3 12- PRE Attack 2lhd6 
16 COM 3 12-
6 PD 4 
3 ED 4 
4 SPD 9 Phases 3, 6, 9, 12 
9 REC 2 
44 END 4 
31 STUN 2 

Total Characteristics Cost: 115 

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

Powers & Skills 

Combat Training: 
Combat Levels: + 1 Overall Level ( l 0) 
Combat Levels:+ l Level w/ Pistols (3) 

Martial Arts-Agency Training: (30) 
Maneuver OCV DCV Damage 
Martial Throw +O + 1 8d6+v/5 
Nerve Strike -1 + l 4d6 NND 
Martial Escape +O +0 55 STR Escape 
Martial Grab -1 -1 50 STR Grab 
+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
ment are crutches for the weak-willed, and has come 
to rely almost entirely on her own abilities. She is 
proud of her skills.and nothing angers her more than 
for someone to suggest that she got herposi tion to fill 
a quota due to her race or gender. 

Disadvantages: 150+ 

DNPC: 
Incompetent Aging Father, 8- ( 15) 

Hunted by 
the Underworld, 8- (15) 

Normal Characteristic Maxima (20} 

Psychological Limitation: 
Must be the best at whatever she does (20} 

Secret Identity: Corporate Executive (15) 

Watched by 
Ra, 14- (15) 

Total Disadvantage Points: 250 

Over the years her father has become more and 
more senile and eccentric, and she has had to spend 
more and more time looking out 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 get a "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 73 
Project, although she has thus far easily avoided them 
and captured the individuals involved. SCENARIO Two 
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Powerlk'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 arts moves for quick 
escapes and self defense. She is a master of disguise, 
she has a vcry eflicien t analytical mind, and she is very 
good at working with others and getting them to do 
what she wants. 

Usually she is the one who infiltrates enemy orga­
nizations or befriendsopponents to lean 1 about 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 
working agai nsl them. She is also very good at placing 
tracers on people or vehicles, computer espionage, 
and following or tracking someone. 

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

Appearance: 13eing a master of disguise, Princess is 
rarely seen in the same outfit or with thcsamcappear­
ance twice. When not in disgt1ise, 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/Taclics: The D.A.D.1.0. computer appears 
to most examinations as a normal albeit advanced 
piece of electronic hardware. 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 projector attached to its top. It is made: of 
a solid metal shell, that opens to reveal all the elec­
tronic boards and other equipment inside. 

Ifthc heroes agree to take 1he D .A. D. l. 0 .. they will 
no doubt want to take it apart and examine it for 
hidden equipment, secret programming, or weap­
ons. For most characters, no amount of searching will 
be able to reveal the computer's secret-its artificial 
intelligence. The reason for this is because the cir­
cuitry involved for its Al is not anywhere in 1he 
electronic boards or other equipment. The Al is 
located in the melalshcll that houses the computer. It 
is composed of two identically looking (but molecu­
larly different) metals with varying electrical resis­
tances that compose a giant electronic grid through­
out the metal shell. While the technology usoo to 
create th is is far beyond anything that could normally 
occur on Earth, ii 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 
minuteamountsofenergyflowing through the invis­
ible circuits of the case. Even telepathy and the like will 
have a difficult time breaching the 33 total points of 
Mental Defense. 

The D.A.D.I.O. will attempt to conceal its AI at all 
cost, even if it seems that the evidence is obviously 
against it. It has a sense of self-preservation, but is 
willing to 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.I.O.'s love of riddles. This love is 
not so great as to make it obvious to anyone that it is 
an AI, but a skillful computer programmer might be 
able to discover that there are no riddles or programs 
for using them in any of the main memory boards. 
The D .A.D .I. 0. is extremely intelligent, however, and 
if it figures out that the riddles are giving it away, it 
might stop doing them or attempt to write a ri<l<lle 
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. I twill 
also naturally monitor any radio communications 
that the heroes make among themselves. It will try 
whatevermeansitcan thinkoftoconvincetheheroes 
( withoutrevealingitsAI) to set up its antenna in some 
'non-obscured' (i.e. visible to the outside) place. If 
that antenna is where Doc can get to see it, then Doc 
can setupaMindLinkwith D.A.D.I.O. and commu­
nicate with the computer mentally. Otherwise, 
D .A.D .I. 0. will send digital encoded messages back to 
Mr. Raymond's tomb. 

In addition to its amazing communication and 
mental abilities, D.A.D.I.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.I.O. 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 .I. 0. 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. 
All these will be attempts to lure the heroes away long 
enough for Mr. Raymond to come and rescue it 

Note that D.A.D.1.0. thinks Mr. Raymond is its 
father,andloveshim asa father. It has no idea thatthe 
entity Ra even exists. D.A.D.I.O.'s super-patriotism 
also shows up frequently in its programming, placing 
patriotic music in the background of its transmis­
sions, lining its holographic projections in red, white, 
and blue, and flashing messages on its screen like 
"Don't forget -to register·tcr-vote-next ~el<."' and 
"Have you hugged your flag today?" etc. Note that 
D.A.D.I.O. 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.1.0. 
Val CHA Cost RolJ Notes 

18 INT 8 13- PER Roll 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) 
Clairscntie11ce for Normal sight, hearing, and High 

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

Im11ges -5 PER Rolls to Normal sight and sound, 
0 END (30) (OJ 

Computer SIOlls: 
Computer Programming 13- (3) 
Criminology 13- (3) 
Cryptography 14- (5) 
Deduction 13- (3) 
Knowledge Skills (All on 14-): Super Villains, 

Norm;il Criminals, Police Records, FBI Files, CIA 
Piles, World Geography, Local Metropolis, 
General Law, Tax Laws ( 45) 

Langu;ige Skills {All Fluent Conversation): Arabic, 
ltali:m, Greek, Latin, French, Gem1an, Russian, 
Chinese, Japanese, Spanish (24) 

Sensors Operation 14- (5) 
Sciences (All on 13-): Mathematics, Physics, 

Genetics, Hiology, Chemistry, Robotic~ (24) 
Programs 

Surveillance (1) 
Search Reference Material ( l) 
Analyze Crime (1) 
Break Code ( l) 
Scan Police bands/TV/Radio for crimes and news (1) 
Play Games (l) 
Create Image ( 1) 

Total Powers & Skills Cost: 215 

Total Character Cost: 265 

Disadvantages: 185+ 

Psychological Limitation: 
Super-patriot (20) 
Loves Mr. Raymond (His 'father') (20) 
Conceals Anificial lntelligem:e (20) 
Self Preservation (20) 
Loves Riddles (5) 

Total Disadvantage Points: 265 

The Genetic Poison 
There are two varieties of the genetic poison. While 

both have 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 
the general populace. The latest experimental version 
of the genetic poison may be adm i nistcred by ingest­
ing a single dose, and works on a mudl 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 J, once lhe 
Transform is complete the change is instantaneous 
(although that make take weeks or months of cumu­
lative doses of genetic poison w complete the Trans­
fom1). With Version Ir, if the Transform is successful 
(it'i not cumulative like version I), 1·he change begins 
at the end of the day and then graduaUy changes the 
target. 

When Version Itakes effect, i tinstantlyreduces the 
target's INT, EGO, and PRE to 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 II takes effect, the change is a long, 
gradual process. Every hour after the day necessary 
for the genetic 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 (them) appear once 1he mini­
mum required is reached, and increase it (them) as 
the characteristics 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, 
have those pointscontinuc to drain at a rate of one 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 not necessarily have 
to bestraightoffthepowerslist. GMsare encouraged 
to individualize the powers with random or d10scn 
power advantages and limitations. If chosen ran­
domly, the following chart should be used: 
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Random Powers Table 
Roll Result 
1 ................. EGO attack 
2 ................. Mental Illusions 
3 ................. Mind Control 
4 ................. Mind Link 
5 ................. MindScan 
6 ................. Telekinesis 
7 ................. Telepathy 
8 ................. 2 mental powers (split 50/50) 
9 ................. Special Power Table 
10 ............... Roll Again (Ignoring another roll of 

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

Special Power Table 
Roll Result 
1 ................. Clairsentience 
2 ................. Energy Blast w/ A VLD 

(Mental Defense) 
3 ................. Dispel vs. Mental Special Effect 
4 ................. Suppress vs. Mental Special Effect 
5 ................. Drain vs. Mental Special Effect 
6 ................. Aid to Mental Characteristics of others 
7 ................. Transfer (Mental to own Mental) 
8 ................. Force Field w/Mental Special Effect 
9 ................. Force Wall w/Mental Special Effect 
10 ............... Danger Sense 

The Genetic Virus 
Version I: 

Transform ld6 Major Changes)(Human to Mindless 
Psychic, Cumulative, NND (Defense is Resistant 
PD), Difficult to Dispel x2, No Range, OAF 
(Needle), Requires 1 Week, Fragile, 
U11vredictable effects un target (-16), Only works 
on random 10% of population or abnormal non­
powered humans (7) 

Version II (Experimental) 
Transform 10d6 Major Changes)(Human to 

Mindless Psychic, NND (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 is 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 ofEGO, PRE, and INT, and then sent off 
somewhere in along-range space shuttle. While there 
will be no real way to determine just exactly where the 
psychics are being sent (there are no shuttles in when 
the heroes arrive, and not even Ra is really 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 cybernetics. 

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 genetic science to 
enhance their psychic potential and become a species 
of mental warriors. While the Beduuns have been a 
constant source of irritation to 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 to defeat 
the Psychophants. 

This scenario starts shortly after the battle against 
Ra (whatever the outcome) when full of escaped 
Beduunscrash-landsonEarth. Theshuttleiswrecked, 
and only seven ofits occupants manage to survive. Of 
these seven, six beginh unting forsometypeofnuclear 

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-Beduuns telepathically. They also 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 
that is currently hiding in theshadowofJupiter. 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-Otmpaign Notes 
like the other scenarios, if this scenario is going to 

be run independendy of the other two, than this 
section should be ignored. Otherwise, the GM should 
give the players Cue #1 from the "We Want You!" 
scenario if he didn't present the players with that due 
then. 

Transition From the Seoond 
Scenario 

By now, the player characters will have been lied to, 
betrayed, Mind Controlled, poisoned, ambushed, 
accused, transformed, beat on, and just plain abused 
by all sorts of villainy. If they have made it this far they 
deserve a rest GMs should allow the heroes a few days 
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 77 
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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 too involved in the 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 wiLh 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, nnd 
then completing the first process. 

At the beginning of this scenario the heroes should 
know that billions of dollars are being spent to con­
vert large nwnbers of people in Lo mindless psychics 
and then sending them up to some unidentified spot 
in eutcr 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. It is hiding in the shadowofJ upiter, and 
Jupiter's unusual radioactive emissions adequately 
conceal it from almost every typeofscan, 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 
theonelaunchdetailedasclue#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 
a way for characters to safdy pass !he lime while other 
characters heal/rebuild/etc. While the two tabloid 
articles mentioned asclue#l 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 
local metropolis, and they both have close to the same 
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 investigat.ors, the building 
just appears to have caught on 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 has a small comer ofits 
roof sheared off. This is the origin of the tabloid article 
"LocaJ -Slumlord Claims Comet Struck 1-Jis Apart­
ments!" The insurance companies have written the 
damage down as a slructural failure due to age and 
lack 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 I be apartment late one 
night. Naturallyeverypersonin 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 
building that was sheared offisin a direct line with the 
hurned out building, and 1hat something very easily 
couldhnve flown into the apartment and then crashed 
into the abandoned building. 

Anyone with significant amounts of Streetwise 
might be able to find and question the gang members 
that usc<l to hang out in the burned out building and 
who were responsible for the tabloid artidc titled 
"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 dose to the same. They wiU all 
state how one night the roof of their hangout crashed 
in with a loud boom, and lhcn the whole ground lloor 
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 in to the foundations of 
the building. This building is a very large warehouse, 
and theyjusthappened to behanging out in the office 
on the opposite side of the building during the crash. 
They also know that after the fire was put out, the 
entire block was cordoned off and fiJled with investi­
gators, police officers, and heavy cquipmen t working 
for 24 hours non-stop. Unbeknownst lo the gang 
members, these workers were all government agents 
who worked to remove :is much evidence of the 
crashedshutt1easpossible. These agents do not have 
anything to do with Ra, but they have veiled the entire 
thingin a cloud of secrecy. The pieces of the shuttle are 
now in a laboratory in Washington D.C., along with 
the remains of 17 dead (Beduun) passengers. 

There are also several clues that can be 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 Thcwholeareaisradioactiveenough 
to he just short of dangerous, but it will register as 
obviously abnormal to anyone who can detect such 
things. Some forms of Spatial Awareness migh! be 
able to notice high amounts of rare radioactive trace 
elements, along with a few extraordinarily rare com­
poundsand alloys that don'tnorrnally exist on Earth. 
Discriminatory Scent and Tracking Scent will be too 
late to pick up anything, although Microscopic Vi· 
sion might be able to find some extremely smaU 
slivers of alien metal alloy. N-ray Vision and/or some 
digging will probably showthat there are 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. TI1ese have been hastily filled in and repaired, 
and it shouldn't take too much effort to discover. The 
government took the shuttle out through the sewer 
tunnels, and searching down in tllem might reveal 
tracks of the heavy equipment used to transport 
something heavy away. 

All tllis 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 tlle government tlley 
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 tlle 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. 

Psilent Knights 

The Renegade Lost In 
The Shuns 

Around the time the heroes were closing in on 
findingRa'stomb,agroup 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 Eartll, 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 in a 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 tllose was criti­
callywounded. The other sixleftthewounded Beduun 
to die, and departed the site as 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 is a very slow mental 
healing that she was able to perform on herself. The 
second is the power to generate a small, concentrated, 

Electro-Magnetic-Pulse from her mind. She used this 
second power to slag the shuttle' scomputer and thus 
prevent it from self-destructing. However, by the 
time she stopped tlle ship from exploding and healed 
herself, her companions were Jong 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 Eartll 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 tllat 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 
unable to graspconceptslike a written language, light 
vs. dark, glass windows, etc. She is very skilled with 
Stealth, but tllis blindness combined with a complete 
lack of knowledge of Earth culture keep getting her 
into trouble. She has been primarily traveling and 
hidingin thecity'ssewer systems, but has had 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 communicate eitller by 
speaking in sound waves too high pitched for the 
Beduun ear, orviad igital 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 
tllat she has learned that screaming humans attract 
oilier humans, that humans see through glass much 
better tllan 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 tlle night she escaped 
from the crashed shuttle. While traveling the sewers, 
she sensed the approach of a car, assumed any form of 
technology was a Psychophant weapon, and am­
bushed the vehicle. Her attack caused a wreck that 
inadvertently killed the drivero f the car. The passen­
ger survived. When she went to examine tlle wreck, 
she discovered humans had their own technology, 
and immediately ran to go back into hiding. The 
passenger reported tlle wreck and tlle 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 tllis infor­
mation. The autopsy of the driver revealed no alcohol 
or drugs, but tlle doctors have listed a "temporary 
brain seizure" as what caused the driver to suddenly 
swerve for no reason into a telephone pole. 

Thesecondand third timesX'Chincameoutofthe 
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
nicatingwith humansviaMind Link failed miserably, 
and both times she choose someone's pet as the food 
she gathered. As a result, several of the locals saw her 
carting off an armload of unconscious cats and dogs 
in to the sewers, and two more people go ta really good 
look at her. During her third trip, someone unloaded 
a pistol a thera t close rangewhileshewasstealing 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 drunk bums to capture, this still attracted 
quite a bit of attention in the local homeless commu­
nity. 

As a result of these last three appearances, X'Chin 
has become a local "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 ofat least hearing about it. 
If the heroes do nothing, then a SWAT team will 
explore the sewers, and all kindsoftroublewill follow. 

X' Chin will detect the SWAT team long before they 
detect her, although she will not have figured out how 
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 at least 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
domly in the dark, with the bums screaming in terror, 
and with an entire SW AT team shouting orders and 
being attacked 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 SW AT 
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 
a similar sudden wracking headache just before 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." 

U nfort unatdy for the city; X 'Chin has spen ta good 
portion ofber lite fighting large numbers of hunters 
and hiding in small, complicated catacombs like the 
sewers. A SWAT team three times larger than the last 
onewillbe assembled to go down into the sewers next, 
and the National Guard will also be called in to help 
seal off various escape routes and keep traffic and 
innocents away from the battle. The GM should giv.e 
the heroes every opportunity to interfere. but if they 
st ill have no dcsi re to, then tl1e GM should go ahead 
and just report the action as it occurs. 

On an individual basis, X'Chin will be more than a 
match for the SWAT team members, and she has a 
good chance of escaping. lf nobody interferes, the 
battle will go something like this: The SWAT team 
will divide up and enter the sewers from different 
parts of the city, and use bloodhow1ds to converge on 
X'Chin. Meanwhile, the National Guard will be drop­
ping grates and ohstructions in the sewers to seal off 
as many tunnds as possible. They will all be using 
maps oft he city sewers, high powered weapons, tear 
gas,andhugetloocllightstoaidintheirsearch.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 nQ 
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 ;iny 
lights she happens to notice, and generally defeating 
hoth 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 
electronic 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 wilJ be taken critically wounded to 
a local hospital, where she will be kept separate from 
everyone and heavily guarded by local police officers. 
Police will quickly cover the whole 1.hing up and tell 
the press that X'Chin was a drug adtlic1·ed maniac. 
Doctors will have little success either analyzing 
X'Chin's Hex-Mail or healingher,but she will be able 
to stabilize herown condition in 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 from 
again. 

In the event that the heroes manage to capture her 
d ming either SWAT raid, or steal her from the hospi­
tal, there is a sib'llificant 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 electronic technology as a 
weapon (including things like radios and light bulbs) 
until proven otherwise, and attempt to destroy it 
where appropriate. Jr she should eventualJy find her­
self foce-to.-face with someone who im't trying to 
restrain her, imprison her, or wave some form of 
technology in her face, there is a 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 
conununicate in any way other 1han menially any 
time soon. 

A physical examination will reveal her to be com­
pletely non-human regardless of her bipedal appear­
ance. Her internal organs are nothing like a 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 sockels were ever 
equipped to use them. She also has two thumbs 
opposite each other on both hands, and she has an 
extra big toe on her prehensile feet. If e.xtremely 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 has a chance of discovering her 
natural 360° radar emissions, and if the radar is 
somehow jammed or blocked, her Spatial Awareness 
may be identified as well by trial and error. The Hex­
Mail and Egan Staff will also obviously show up as 
alien Ii(e-fom1s to any detailed examination. 

Any attempt al a psychological examination will 
show her to be very bright, cautious, and completely 
ignorant of Earth culture. Her senses seem focused 
almost enlirely on the nodes that create her Radar 
Sense and Spatial Awareness, and she 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 from X'Chin can only be retrieved via some 
fonn of Telepalhy, Mind Scan, or the like. She is 
relatively 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 co 
give detailed information on the slave level of the 
Psyd1ophantmother ship, as well as what 1he daily life 
of slaves/psychic cattle is like. She knows that large 
numbers of humans are arriving regularly on the 
mother ship, allhougb they have all been mentally 
reduced before they arrive. She does not know the 
location of the mother ship, however, and as she 
never got a lookout of theonlywindowof the shuttle, 

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

While X'Chin will be able to relay this information 
to anyone with telepathy, it will be from an almost 
comalikestate ifthccharactershavewaited until after 
her second encounter with the SW AT teams or have 
reduced her to negative BODY capturingher. She will 
remain in this state lmtil she can gel her BOUY back 
up to 0, which should take several hours. She will be 
in no shape to travel or even be jarre<l, and anyone 
with any paramedic skill should recognize that if she 
were to get any worse, human medicine is not going 
to help her at all. 

Meanwhile, On the Missile 
Range ... 

Hal!Way 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, rutd three members of a Punch Team. 

The Tel has spent many hours picking 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 
about humans than any other 13eduuns, and has been 
briefing the otbers whenever he can. The most im­
portant thing he has learned is the existence and 
location of nuclear weapons. While the science of the 
weapon bafOes him, he does understand its dcstn1c­
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 mosl 
renowned physicists, Or. Robert SanchC"l. The Td 
subdued and kidnapped Dr. Sanchez, and has kept 
him as a Beduun captive. 

'Ille group plans on stealing a nuclc-.ir warhead and 
then getting Dr. Sanchez to boost it with enough 
power to get it to reach the Psychophant mother ship. 
1l1ey have managed to learn enough about the de­
fenses of the installation to know exactly where 1he 
defense.s start, and have established an underground 
hideout just out of range of them. 111e Tel has been 
using his telepathy on each and every person tbat has 
entered his line of sigh!, 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 arm or launch the weapon, the Tel 
has been able to gather most of the codes necessary to 
unlock the warhead and steal it without damage 
(requiring some form of manual launching proce- 81 
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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 ifhe can get some). 

All this would bave probably occurred with no­
bodyhearingabout it until it wasovcrhad it not been 
for a routine security scan from a U.S. reconnaissimcc 
jet. As it turned out, the Beduuns were spotted by 
Infrared Cameras, and a patrol waasent out to nm off 
what was perceived to be lost campers. The patrol was 
defeated without even knowing where the attacks 
were coming from, and the Beduuns haven't been 
spotted since the Tell earned about overhead infrared 
cameras. lJnforlunatelyforthcGovcmmcnt,lhenews 
leaked out, and one of the soldiers involved managed 
to 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 1his was ignored by most of the media 
(thanks to urgings by the Government), there were 
several tabloids, one reputable newsp:iperandacouple 
oflV talk-shows that made the connection between 
the headaches thnt had knocked out the military 
patrol, and the ones that had taken out aJI the SWAT 
team members a few days earlier. If the heroes have 
notbccnabletocommunicatewithX'Chin, then they 
should be allowed the appropriate IJeductionrolls (at 
+ 1) to determine the connection as well once they 
hear the news. ff 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 
lhat they are probably hanging around a nuclear 
missile base with the intent 1·0 steal or launch one of 
the missiles. 

If t heheroesstill donotsecany reason to goout:ind 
investigate, then anyConlacts they have in the upper 
levels of the military t'IT the Government (including 
D.A.D. l.0., ifi tis still oper:ilional) should provide the 
concern that is being felt for this latest breach of 
security. If the heroes have not been able to obtain any 
of the clues that point to the Pheasant Nuclear Missile 
Hange, than the GM might want to add a report that 
the "Eyeless Killer" has escaped and been sighted 
about tiftecnmilessouthoftJ1erange. Thisa<lditional 
sighting isofa different Beduun (probably the female 
Stick or one of the two female members of the Punch 
team) that occurred on theirtrip up to the range. This 
d uc should be particularlyohviousif the heroes know 
the current location of X'Chin, and that she has not, 
in fact.escaped anyone. TheGM isencouraged to give 
the heroes every opportunity to learn what they need 
to want to go out to the Pheasant Nuclear Missile 
Range. 

The Bcduunshavea very simple plan forcnpturing 
the nuclear warhead. The Shield will concentrate his 
Force Wall on himself (and around rhe others) in a 
large sealed sphere that will follow him around, and 

keep it on its lowest 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 Wall and 
YilJCV.ThePunchTeamwillbethemainforceofthe 
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 TheTelwillhavesetupaMindLink 
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 
takeout the other Security Towers as the Tel is able 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 the silo top. At this point, half the 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 rnnges, 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 
any real defense organizes to fight it. The Tel has been 
trying to gradually convinced Dr. Sanchez to help 
them with a combination of threats, trust, and a 
horrifyingly true representation of what it is like to be 
a·slaveto a race of mental vampires:·The Tel nas been 
successful enough to keep Dr. Sanchez from perpetu­
ally trying to escape, but the Tel is unsure (even with 
Telepathy)whether ornotthe 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 kiJled. 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 tl1e penalty to -3 or -2 if they are 
tl1inking of workable ways to free the Beduuns and 
have a genuine desire to help them when the Tel uses 
Telepathy on them. Similarly, attempts atMind 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," 
and if the heroes are thinking of workableways to free 
the Beduuns and have a genuine desire to help them, 
then that counts as the order being "worded in an 
exceptionally convincing manner." 

TheBeduunswillonlysurrenderifitlookslikethey 
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. Hi.s 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 
the launching. Failing<my of thoserol lswil I require an 
extraminutebeforeanotherrollcanbemade.TheTel 
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 to remove the warhead and escape with it an<l 
the restofhisteam until they can build a new propul­
sion system for it. Removing the warhead will also 
take approximately five minutes, although the 
Bcduuns 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, 
an<l 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 ii anyway. Of COlU'Se, if it does somehow man­
age to getto the mother ship and make the 12- roll, it 
will explode within l-500", destroying the mother 
ship. 

If any of the Beduuns escape (with orwithou1 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 
lengths to keep them alive for research and as evi­
dence of extraterrestrial life. 

The Pheasant Nuclear 
Missile Range 

The Pheasant Nuclear Missile Range is located in a 
desolate barren area away from any heavily populated 
cily. There are no major roads that lead to it, and it is 
designed to look as inconspicuous as possible. It is 
surrounded by open dry areas dotted with occasional 
plateaus and mesas. Vegetation and wildlifearesparse, 
and most of the nearby towns have a populatfon of 
under 8,000 peopJe. 

It is manned by approximately 600 soldiers who 
rotate in 200 soldier shifts from a near-by Air Force 
base every month. Soldiers spend l 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 supports, maintains, and tests eight 
rhennonuclear Inter Continental Ballistic Missiles of 
significant yield. These missiles are some of the most 
advanced I CB Ms in the Uni led States' inven lory, and 
arc easily capable of reaching any point in the world. 
They have also been given extended fuel ru1d range so 
that they may be programmed to take extremely high 
(and therefore difficult to track and att.1ck) trajecto­
t1es. 
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Surface Level 

A) Post Perimeter-This boundary represents the 
outermost edge of the Pheasant Nuclear Missile 
Range. It consisl's merely of a 2" tall chain link 
fence (DEF 3, BODY l) topped with barbed wire, 
and signs that warn would-be trespassers that it is 
a federal offense to enter this U.S. Government 
installation, that it isa felony to draw, photograph, 
sketch ormap this installation. thatbyenteringthe 
installation you give consent for the Government 
to search person and property etc., etc., etc. There 
is only one gate that remains open at all times with 
two very large warning signs on either side of it. 
This gate hasa sm:llldirtroad leading from itto the 
main patrol bases. 

n:) Outer Patrol Area-This area is constantly being 
patrolled by 4 military jeeps (as per pg. 195 of 
Cliampio11s, armed with a .50 Cal HMG) at rnn· 
dom intervals on random patrol patterns. 'Oiese 
vehicles keep hourly radio checks with their con­
trol b<1se,and rotatein with fresh patrols every four 
hours. Each jeep contains a driver, a patrol lcader, 
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 excuse) 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 the advantage Entangle 
and Character Both Take Damage) and a l Pip 
HKA both with a Contfouous, Unconrrollcd, 0 
END, Area Effect (.Line). The Entangle "attacks" 
anyone entering the area it is in with an OCV of 6, 
and the H KAis automatically applied the segment 
the Entangle hits. The HKA can be negated on 
segments after the initial Entangle is successfol 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 nuto­
matically results in another HKA. This fence is 
equipped with ~nsors that detect anything touch­
ing it and send a silent signal (via underground 
wire) back to the Patrol Control Base. This fence 
has an open gate that is constantly guarded by a 
fifth jeep patrol team. Each soldier is equipped 
with a .45 Automatic pistol. 

D) Inner Patrol Arca- This area is constantly being 
patrolled by 4 Ml 13 APCs (as per pg. 195 of 
Cliampio11s, including a . 50 Cal HM G) at random 
intervals on random patrol patterns. These ve­
hicles also keep hourly radio checks with their 
conlrol base, and rotate in witJ1 fresh patrols every 
4 hours. There arc the same number of personnel 
in the APCsas in the jeeps. Each soldierisequipped 
with a .45 Automatic pistol. In addition, there is a 
AH-11-lueyCobra (again,asperpg.195),equipped 
with m Vision that patrols the area at night, and 
c::an becalled in to patrol the area during thedayin 
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 APO; are 
staggered at 30 minute intervals so that at no lime 
are there fewer than 7 vehicles out at a time (not 
inclucling 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 least amount of force neces­
sary), and anyone caught inside will definitely be 
arrested under felony 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 fully loaded 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 M 16Al Assault Rifle. 

F) Missile Silos-These massive ICBM silos are only 
visible from the surface by the large 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 hack and allow the missiles to fire. They are 
DEF 9, BODY 9, and are controlled entirely from 
underground. No amount of Security Systems 

-skill··will-open-the.doors from.the.outside,.only __ _ 
brute force can. Anyone trying to lift or slide offthe 
slabsinsteadofjustbreakingthemmustbeableto 
break the DEF 8, BODY 7 rails holding them in 
place, and be able to push and lift the slab's25 ton 
weight 

G) Patrol Cono·ol Dases--These two buildings are 
nonnal brick buildings filled with radios, maps, 
vehicle bays, and patrol personnel. I l is from these 
that the security of the surface level of the entire 
range is monitored. Reports are constantly com­
ing in from 311 the patrols, the sensors on the Inner 
Security Perimeter fonce, and the Control Tower. 
These bases have direct lines to the Undergrom1d 
Complex c:ommander, the commander of the 
near-by Air Force base, theMasterControlRoom, 
and to each other. There are approximately 20 
soldiers in each ofthesebasesatall 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 it armed with 
SAMs (Stingers),M16Al Assault Rifles, and a360° 
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 blinking lights to keep low 
flying aircraft from running into it. 



P.N.MR. Upper 
and Middle Levels 

Underground Complex 
The first layer of the complex isbuilt intoahill,and 

the remaining layers are all below ground level. There 
are two eotrances to the complex, each behind one of 
the Patrol Control Bases. Authorized personnel arc 
known by name, rank, and Social Security Number, 
and must h~ve military IDs and special passes ap­
proved at the Patrol Control Bases to gain access. 

The entire complex has Life Support: Self Con­
tained llrcathing and Immunity to High Pressure, 
High Radiation, and Intense Heat/Cold. These pro­
tective measures were adde<l to protect 1he complex 
from a possible nudearstrike. lnaddilion,afterall the 
soil, rock and dirt over it, the complex has waJls of 
DEF 9, BODY 9. All intcriorwallsand doors are DEF 
5,BODY5. 

The personnel in the complex not specifically as­
signed to some form of security aJ'e usually unarmed 
except in the case ofan alert. If attacked, they have an 
orderly, practiced drill for reaching the Arms Room 
and a nning themselves. 

Note that if a choracter were to succcs~fully enter 
the complex, it might be possible to read1 area K via 
the various air shafts tbat lead down to the Life 
Support systems. This would require some way to 
figure out how to best enter a 5haft and realize where 

it went (N-Ray Vision, a Security System roll, access 
to theblueprintsofthecomplex,etc.),and someway 
to fit inside the shafts. These shafts are relatively small 
(I W X ·1 W), and have smooth si<lesand several long 
vertical drops. They fonn 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 theinsideofagiantheatcrorair purifier or air 
conditioner. 

A) Entrance-Each of these entrances are concealed 
with camouB.oge nets (-4 to PER Rolls), and are 
DEF 16, BODY l7. 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, 
housing 4-6 soldiers per room. There arc1eparale 
rooms for male and female soldiers. 

C) Admin Rooms-These rooms are flanked with 
the offices of all the small unit commnnders, 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 
pund1ed in to operate. Only Lhe security teams 
and the soldiers in the Control Tower are autho­
rized to know the codes, which are changed quar­
terly. 

E) Master Control Room-This room is in charge 
of the two Patrol Control Bases, and all other 
security issues of the range. They prepare security 
codes, magnetic cards, ID badges, and VIP visitor 
passes, as well as maintaining the security clear­
ances of everyone at the range. The soldiers in lhe 
room are unarmed. This room also controls the 
safes which contain the sealed codes to unlock 
warheads for maintenance (although not lhe 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 watd1-
ing a nuclear war. It also contains a monitoring 
station for eac:h missile silo, and for each missile 
launching team (which are located in their own 
station). From here the command to fire the 
missiles is received from Higher HQ, verified, and 
then sent to the missile laund1ingteams. Note thot 
the correct codes have l'o be sent here as well or the 
command to fire will be meaningless. 



G) Tech Room/Labs- Here ru1y dangerous, delicate, 
difficult, or detailed repair work is done on any of 
the equipment in the complex except radioactive 
material. Computers, computer software, elec­
tronic equipment, missile parts, missile propeJ­
lant, and security equipment are all checked and 
analyzed and repaired here. Most ofthepe.rsonnel 
who work here are civilian government employ­
ees. 

H) Radioactives Control Area-Any damaged or 
defective radioactivematerial is taken to this point 
and prepared to be shipped off to better facilities. 
This room is lead 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 Ml6Al 
Assault Rifles, lOO Concussion grenades, 10 M60 
Machine Guns, and plenty of ammunition. The 
armorer is on duty at all times,andistheonlyone 
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 thewallsofthevaultare DEF 12, 

DODY 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. 

J) Admin Arca-This area contains the offices and 
quarters to the commander of the range/complex 
and the conunandcr'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 lo 
the servicing of all the major equipment of the 
complex. Life Support systems, power generators, 
routine missile upkeep, and plumbingare all taken 
care of through this area. Tunnels lead out from 
here to each missile silo, and to each missile launch­
ing team. There are several 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). Theytravelonelectricrails(which 
carry an 8d6 shock toanyonewhoreaUywanted to 
find it) that run the length of the tunnels. 

L) Maintenance Access--This is thearea used for all 
the routine missile upkeep. This is the only way to 
physically get to the missiles without going in 
through the Lop of the silo. A code known only to 
the maintenance personnel (and kept in the Mas-­
ter Control Room) is required to open the doors to 
access the missile. There is also a separate code 
(known and kept the same) used to unlock the 
missile from the silo walls for maintenance, and to 
open the silo doors for maintenance. 

M) MissileFireStation- lbeseroomsareadjacentto 
each missile, and contain tb econlrols nece.-;sary to 
arm and launch each missile. These controls are 
separated I 'h'' apart so that 2 people are required 
tooperatethem,andareusclcsswithouttheproper 
codes. These codes must come from Higher HQ, 
and are kept in a briefcase ca.rried near the Presi­
dent at 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 
firefighters, Explosive Ordnance Disposal person­
nel. and Nuclear IJiological Chemical teams all on 
call in the event of any type of emergency that 
would require their special talents. 

P) Access Tunnels- Thesetunnels areapproxima tcly 
2 km long and have electronic rails running down 
them for the electronic carts. 

P.N.M.R. 
Lower Level 
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It is possible that the characters will never have an 
opportunity to communicate with X'Chin, and will 
therefore think that the Beduuns are the aliens re­
sponsible for the plot to turn as many hum.ms as 
possible into mindless psychics. When the 
Psychophants show up, the heroes should have lo 
decide on their own who the good guys are and who 
the bad guys are. GMs should not give the heroes any 
unnecessary dues or hints as to who is who, and can 
even go so far as to make the Beduuns seem like the 
bad guys if they want. 

The PsychophantsAttack 
After the final outcome at the Pheasant Nuclear 

Missile Range, a Psychophanl Eliminator class ship 
will come looking for the escaped Heduuns. If the 
players have lost touch with the l\ecluuns because 
they are in prison or a scientific rescard1 lab or they 
escaped or whatever, this Psychophant ship will also 
be a perfect opportunity for a reunion, because ii will 
tell the players exactly where the Bcduuus arc. 

The Eliminator will remain radar invisible as it 
searches for the l3eduuns, and will thus go unnoticed 
hy any major air force. In fact, due to the vast range 
Psidar can operate from, the ship will probably be 
completely undetected by anyone unlit it zooms 
down into a major metropolis one night right on lop 
of the Ilcduuns. 

The Psychophant's mission is to get in and kill the 
lleduunsasquicklyaspossible, withoutattracting the 
attention of more than thousand humans or so. One 
of the things that will contribute the mosl to this is 
their Snowbird generators they will also activate as 
soon as they enter the atmosphere. Unlike the basic 
Snowbird generators that just jam Telepathy and 
Mimi 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 Snowhird generator going, the 
Psychophants are confident of an easy mission. The 
fkduuns will be unabk to communicate with each 
other and thus will not be able to work together, and 
tJ1e hull of the ship is impervious toanynon-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-secki~g missi~es. 
They will treat lhe city as no more than interesting 
scenery, and couldn't care less how much damage 
they do to it or its occupants. They wi11 also com­
pletely ignore any and all humans (including heroes 
flying around or jumping off buildings onto the hull 
of the ship etc.) until someone proves themsclves a 

serious threat to the Eliminator. A serious threat 
includes actually breaching the hull, getting inside the 
ship, damaging any of its internal mechanisms, ~e­
stroying the Snowbird generator node, or hannmg 
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). The node is an IAF, DEF 10,andhasa +2 toits 
DCV (usuallygivingita totalDCVofS). For each hit 
the node takes that penetrate its DEF, the Snowbird 
generator will lose one effect (either tJ1e Invisibility to 
photography, the Suppress, or the Mental Defense), 
and will he destroyed after three hits penetrate its 
UEP. The two airlocks have very complicated elcc­
lronicscalson them thatrcquirea-4 to the Lockpicking 
Skill Roll (witl1 Electronic Skill acting as a compli­
rneotat}' skill). The Security Systems Roll required to 
disarm the alarm on the airlocks is at a - I modifier, 
although a singk railed Secmity Systems Roll will 
rcsultin an;1lann,and tbelock mustbcopcnedbcfore 
the alarm can be disarmed. 

There are only seven Psychophanls inside the ship, 
and 1hey are armed only with their natlmd body 
armor and the standard issue disrupler pistol. They 
will all remain inside the 13ridge unless they detect 
someone else in their ship, in which case five of them 
will goto attack theintruderwhilctworemain behind 
to flytheship. lnan emergency, the l'sychophantscan 
set up a Plaming Fence damage shield around the 
surface of t11e ship or around the 13ridge of the ship. 
While 1.hishas the same effect as the standard Flaming 
Fences, the added energy required greatly reduces the 
output of the power generators. 

These Psychophants are very overconfident when 
it comes to 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 tl1c Beduuns, they 
will stillleavebehind cnoughcluesfor the heroes to at 
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 Psycbophant mother 
ship are covered in tl1e next section. 

Should the Snowbird Generators be damaged or 
destroyed, there is always the possibility that the 
Beduuns (particularly the Punch Team) can take the 
shipouton their own. Note tl1at the lkduunswill very 
probably go Enraged as soon as tl1ey sec the ship, and 
will not stop until every Psyd1ophant 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 easiest is 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 
normal roll, 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 
eventanyoftheheroeswanttousetheirownmodeof 
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 learn the location of the 
mother ship are through the Tel (who not only knows 
tha tthe ship is in orbit around a massive gas 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 
watchingJupiterwhen the Eliminatorlaunched. They 
saw a small reflective object come out from behind 
Jupiter, and suddenly disappear in a flash ofligbt. 
This object was first ignored as a floating piece of ice 
or the like, 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.), 
butiftheheroesdon'tthinkofitand theyhavenoway 
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. 

It is 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 come from a 
larger ship or base, and that base or ship would have 
to be hiding either behind a moon, the sun, a planet, 
or in the asteroid beltto avoid being seen. In addition, 
the ship' sinvisibility to RadarandSonarcan probably 
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 Deduction roll 

at-3 (with Astronomy and/ or Physics used as compli­
mentary skills) can be used to figure out that the two 
most advantageous orbital positions would be be­
hind the sun or Jupiter becausetheir natural radiation 
emissions would mask any strange energy activity by 
a large ship or base. The successful roll will also 
deduce that the most advantageous planet to land 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 obsetVation 
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, 
what if they don't own their own FTL ship and didn't 
capture the Psychophant Eliminator? They probably 
can't afford the bus 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 out into space without alerting any of 
theEarlyWamingSystemsontheplanetlfRa'stomb 
was discovered than the government will have gone 
over it with a fine tooth comb. The Dominae and all 
ofRa's activities as Mr. Raymond will have probably 
been investigated as well, alongwi th the Super 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 thisevidencethcyhavediscovercd two things. 
Thefirstisthatthereareindeedalicn life-forms in tbis 
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 oflimited FTL travel 
and named it the U.S.S. Prometheus. 

They have their own pilots for the vehicle, although 
thecomputrrsoftwarewritten to run the FTLdr.iveis 
highly questionable. NASA is not sure where the 
Beduunsarecomingfrom,andtheydesperatelywant 
someoneon the maiden voyagcwho knows what they 
•ire doing. GMs should use any excuse they can find 
for the government to choose the heroes for tfos 
mission into space. NASA and everyone up to and 
indud:ing the President are willing to back up the 
authenticity of this vehicle and its mission. NASA is 
even willing to let the heroes go aloue if 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 characters will 
need. 

A PSI FOR A PSI 

Mother Ship Lay-out 
The mother ship is one of the greatest accomplish­

ments of the Psychophant race. The exact number of 
them in existence is unknown, although it is believed 
that the entire homeworld of Psychophants took off 
to the stars in 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 glass, and the active sensors and 
Psidar appear from the outside of the ship as a glow­
ing rc<l sphere in the middle of the glass at the 
pyramid's point. 

'IDe base of the ship is 8 kilometers long, and the 
entire thing has a carrying capacityofover JOO billion 
tons. It has been structurally reinforced for combat, 
and its hull is virtually impenetrable 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 nwnerous back-up auto­
matic sealing systems to protect the ship from losing 
its Life Support through any hull breaches. This Life 
Supportdoesnotprot~tanyone 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.I.G.M.O.M.A. There are manual 
overrides to prevent such a thing which also require 
complicated codes or permission from 
B.I.G.M.O.M.A. 

The ship was built primarily for interstellar travel, 
and as such can only travel at speeds of25" in combat 
(2400 MPH non-combat), and even then it is incred­
ibly unwieldy and slow to tum. Its primary mode of 
travel is its hyper-drive, capable of instantaneous 
movement of 32 times the speed oflight. 

The ship's sensors are capable of IR, UV, and X­
Hay scanning. as well as Radar, detecting and analy;t­
inglifeforms, amt 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'sPsidar has a range ofl,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 
sensors and the bottom four corners of the ship. The 
first is a battery of eight Mega-Disruplers cap3ble of 
firing in a complete arc a.round the mother ship. 
While the generator and primary system for the 
Mcga-Disruptcrs is located at the top of the ship, i thas 
the capability to funnel thisencrgyout from any of the 
ship's corners. Tbe second weapon is the ship's trac­
tor beam, capable of holding 25,000 tons or a 23" 
radius area as faraway as l l 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. 

Becauseofthemassivesizeofthemothership,only 
a general description of the various areas is given. 
GMsmaydetail thcsmallerscaleaspcctsoftheshipas 
lhey see fit. Unless otherwise specified, the outer hull 
should be considered to have a uniform DEF of25, 
and all inner hulls, walls, and doors, should be consid­
ered to have a DEF of 10. Also, if nothing is specified, 
GMs should add 2 DEF to anything when determin­
ing DEF and BO DY based on the Object List on pg. 
177 of Champions (for example, any ra_ndom un­
specified Heavy Machinery found in the mother ship 
would be DEF 11, BODY 8). 



Within the ship there are a plethora of Snowbird 
Generators and Flaming Pences. 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 to 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 can only hear in the ultra­
sonic wavelengths (since that is what Psychophants 
speak in) and Beduuns and humans are eitJ1er forced 
to walk, or must wait fora Psychophant escort ( unles..c; 
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 not in the best repair. GMs 
should keep this in mind when dealing with the 
massive scale of the mother ship. Each level is actually 
about 11/i to 2 kilometers thick, with numerous sub­
levels within it. The floor of each level is 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 itself 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 
that make it both an undesirable and hazardous place 
to be in. Slaves often are restricted to 1 hour work 
shifts on this level, 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. make a 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 ('h normal movement or less) and 
actively searching for such hv.ards. 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 cliffcrent 
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. 111is is 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 
extra power). 'lbisareaconsistsof 4 layersstarting 
from the outer edge to the inner core. The outer 
layer (layer I) consists of break areas, guard 
chcckposts, meeting and planning rooms, per­
sonallockers, and protective suit ( seeSpccial &}uip­
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 aJI 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 AI 
computer, the Binary Interface Gigabyte Multi 
Organizational Matrix Autonomatron 
(B.I.G.M.O.M.A.). B.l.G.M.0.M.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 
only done in extreme emergencies. Anyone some­
howenteringlayer 3will be subjected toacontinu­
ous 2d6 NND attack (Defense is Life Support vs. 
Radiation) and a ld6K Penetrating energy attack 
every phase. Anyone entering the actual reactor is 
in for a great deal of pain (and anyone with an 
intelligence above 3 should be able Lo deduce this 
without a roll), and will take a continuous 6d6 
NND attack (Defense is Life Support vs. Radia­
tion) a 3d6K Penetrating energy attack, and a 
18d6N energy attack every phase. Attacks that are 
somehow fired from inside the reactorwill only go 
against DEF IO instead of the usual 20. Shutting 
the plant down from thecontrol panel can be done 
with the appropriate Knowledge or Science skill 
roll at -4 (due to the complexity of the alien 
technology) in twenty minutes. If the plant is shut 
down, the back-up fusion generators will auto-
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matically start up, ancl it will only take 
B.l.G.M.0.M.A. five minutes to get the plant back 
onli neagai.n (assuming the computer is still func­
tioning). The plant cannot be programmed to 
explode from the control panel, but excessive 
damage to the reactor has a chance ofaccom plish­
i ng the same. Piercing the DEF of the cores ar­
mored walls will create a continuous Sd6 NND 
attack (Uefense is Life Support vs. Radiation) a 
2<l6K Penetrating energy 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 poinls of cumulative BODY to the 
inside of the reactor will allow a roll toseewhat the 
effect is on the reactor. There is an 11- chance for 
the reactor to go tom inimum power (stopping the 
70 REC), an 8- chance for the reactor to begin a 
gradual automatic shut down (thus forcing the 
switch to auxiliary 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 rcal:lor, and 0111.:e a chain 
reaction begins, it is difficult to atop or shut the 
reactor doWJ1. Only the Science Skill Nuclear Phys­
ics( or something very dose, normal Physics would 
be at -2) can be used to try to stop a chain reaction 
from either the control panels or the computer. 
The first hour, there is a -2 to a Nuclear Physics 
roll, 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, 
there is a -4 to the roll and an 8-chance the reactor 
will explode. The next twn there is 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, aml a.11 y attempts at stopping 
will be at -6. In the event the ship does explode, 
GMs can just assume that the ship and everything 
in it is destroyed. Note thatifB.l.G.M.0.M.A. is 
operational, it shouldn't have too much trouble 
stopping the chain reaction within the first hour. 

B) Hyper Drive-There are four main engines on this 
level thal creat·e 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.l.G.M.0.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, l4d6 
ifhero is poorly grounded, and Sd6K iftlle hero is 
well grounded). The Hyper Drive is much more 
fragill~ than the Power Plant, and it will only take 
10 UODY to cause a minor malfunction in one of 
the engines. This damage can easily be repai1ed by 
either a team of technicians or B.l.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 toanyonewhocomes 
into physical contact with anything beyond the 
engine's DEF. If one of these engines is <lamaged, 
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 che speed of light, 
and if thr~ are damaged the maximum speed will 
be four times the speed oflight. Naturallyifall four 
are damaged than the ship will not be able lo use 
FTL travel at all. Note that there are no controls or 
monitoring stations 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 
are four large 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 S BODY wide, although lS 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 Id6 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 
teams of maintenance personnel and slaves clean­
ing them and making routine adjustments. These 
machines are armored with DEF 1 S, 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 
out and not the REC. These reactors have 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.I.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 SO BODY (i.e., 
running the ship but no END Battery or REC), 
and then will shut abruptly.off at 100 BODY. SO 
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. These reactors are surrounded by a layer of 
monitoring stations, control centers, and mainte­
nance accessways. These reactors are usually not 
in use to ensure proper maintenance and plenty of 
fuel for when it is needed. 

H) Fusion Engine Monitoring Stations-These sta­
tions are located directly above the 4 main Fusion 
(normal Flight) Engines described in C) above. 
From here repairs and adjustments can be made to 
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 of these stations has the ability to manu­
ally override the engines and turn them off in an 
emergency. B.l.G.M.O.M.A. can override theover­
ride, although this takes atleastfive minutes to do, 
an dis usually onlydonebycommand ofLam-Par. 
Characters would need either Nuclear Physics, 
Deduction, Luck (and a bunchofit), or Computer 
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 
to bypass their commands. The roll would need to 
be made at-4 (or 3 sixes ofLuckrolled), 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 lS, and override attempts take ten minutes 
with a -S to the roll (or 4 sixes ofluck). Successive 
attempts after the first success take five minutes 
with a -4 to the roll (or 3 sixes ofluck). 
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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 
upkeepofsecurityequipmentlikeFlamingFences 
and Snowbird Generators. They also have the 
dubious honor of being the ones in charge of 
finding lost 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 schooling and regu­
lar jobs. Often their military success will deter­
mine their success in their future rather than their 
standard education. This area is 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 Psychophants in 
this areaare kept relatively content. They are rarely 
let off the level, andare given minimal numbers of 
slaves for mental energy, but they are also free 
from many of the other restrictions of the upper 
levelso£Psychophantsociety. Theylivenearwhere 
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
mans into "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 
they are constantlybeingsentoffto be drained and 
then coming back again. Communication be­
tween the four quarters is forbidden, and they are 
keptseparatewheneverpossible. Theyarewatched 
constantly by the various security stations, and 
punished quickly and harshly (although rarely 
enough to impede their mental powers) for any 
transgression. Everysooftenoneofthe four quar­
ters are emptied and searched from top to bottom 
for contraband and hidden newborn children 
(particularly Doormen). Humans (mindless 
psychics) have currently been segregated from the 
rest of the slaves until the Psychophants can find a 
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. They are 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. 

0) 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 
outofrangeof anypossible Beduun uprisings. The 
entrances are guarded but generally kept open due 
to their extreme height. The outer walls of this 
science center are DEF 20, although the floors, 
ceilings, and innerwallsare all 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 Beduuns are 
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 I ¥.2 
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
plete look at the shuttle bay from the outside. The 
doors take a full tum to close. When closed, doors 
ofthesamematerialas the ships' outer hull seal the 
shuttle bay off from space. From the inside these 
are obviously gigantic silver doors, from the out­
sidethesedoorsmatchexactlytheouterhullofthe 
ship. The force barrier cannot be turned off (ex­
cept by B.l.G.M.0.MA.) if there is any power left 
in the ship, and should they somehow fail, the 
metal bay doors are designed to shut automati­
callyinonly6segments. NotevenB.l.G.M.O.M.A. 
can prevent this safety feature, as it is 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 the doors could close, the explosive decom­
pression would be devastat.ing to the Shuttle nay 
and the entire level. Anything not protected by 
being in one of the structures in the level would be 
definitely damaged and probably destroyed. Life 
Support would only help a little, as most of the 
damage would come from the instantaneous hur­
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 out into space if they 

are within 3 hexes (360") of any of the doors. 
Individuals can reduce this damage to 8d6 if they 
can hold on to some stationary object, although 
this will require making a STR roll vs. a STR of70. 
Ships will take Sd6K 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 
the bay as well. Pilots and traffic controllers usually 
have their q uartc.rs in th is tower, a Jong wi t·h all the 
equipment needed to run the bay. This tower has 
normal inner 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 
simplecodeorvisual recognition. From this tower, 
all the Shuttle Doors can be opened or closed, 
communication can be established with any of the 
ships, and the mother ships' Radar sensors extend 
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 need2 sixes of Luck) until the first success, 
and then would have a normal roll from then on 
(needing only I six of Luck). Note that built in fail­
safes make it impossible (except for 
B.l.G.M.O.MA.) to shutoff the force barriers that 
keepthebaydoorssealedfrom thevacuumaslong 
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-This is identical to 
the Life Support System described in F in every 
way, except that it is usually kept turned off. It is 
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 
rebu.ilding it, and in times of extreme need they 
begin manufucturing 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 weaponso1 equipment provided by 
the fobs in the level below. All maintenance per­
sonnel and their farn ilies live in these areas as well. 

U) Cargo Hold-Everythingnotneeded 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 arc divided up into complicated mazes of 
shelves and compartments, and each section has 
complete live-in teams designated to inventory, 
organize,collectanddistributewhateveraml when­
ever possible. The records of what is actually in 
these holds arc so confusing that there could 
literally be anything stored there without anyone 
really knowing it (including B.t.G.M.O.M.A.) ex­
cept the live-in supply team for their own little 
area. An incredibly complicated black market sys­
tem has developed within the Olrgo Hold Com­
munity, and tradeofallsorts isconstantlyhappen­
ing without anyone ever really 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 almost completely seal off level 5 from 
level 4 with a DEF20barrier. With this floorscaledoff, 
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) Arcologie&-Each of these areas is a completely 
self-sustaining city. 111ey have a service sector, an 
industrial sector, local laws and regulations, etc. 
Each of these cities 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, keep in mind that theyaretwo 
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. 
They are provided with the perfect amount of UV 
radiation, moisture, and temperature to keep the 
plants thriving, and it is a capital offense to harm, 
change, or deface either park in anyway. 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 jutting boldly out from the middJc 
ofil, with a small lake on its side. It gives more the 
look of a massive forest than a giant terrarium,and 
there is even a small artificial night and day sky 
hologram constantly changing above it. 

X) Capitol-This is the seat of government for 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, t11e 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., etc. Presiding over all of them is 
Lam-Parandhisstaff,and his rule is absolute. The 
Capitol has several areas with restricted access, 
and every area is idenlificd with its own particular 
symbol and flag, and the different areas require a 
brainwave scan to pass. As a general rule, each 
section has its area restricted to all the other sec­
tionsexcept fort he rulinggovemmentover it. The 
Capitol has its own barracks for the elite guards 
that patrol it, as well as its own private security 
station. 

Y) Museum- Everybitofhistoryof every system this 
Psychophant mother ship has been through that 
could be collected is displayed within this massive 
museum. Artifacts from ancientPsychophantand 
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/13cduun war and all the other races 
that have fullen before the Psychophant war ma­
chine. There are Egan Staves, Memory Spheres, 
suits 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 
planet has a place here, 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. Genclic 
science helps wherever nature fails , and in the 
entire history of this mother ship only one species 
from their home planet has gone extinct in the 
mother ship, and it now has an 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 
ft-om other systems arc dangerous in some way or 
another. Recently displayed from Earth are the 
polar bear (because it doesn't fear humans), the 
wolverine, the great white sbark, the trap-door 
spider, and the mongoose. 

level 7: The Bridge 

The levels from here on up have outer hull w:ilJs made 
of a super-thick glass tinted to keep out harmful 
radiation while allowing views of the stars, 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 oflevel 7 (and consequently 
1he floor of level 8) and all the sub-Ooors and 
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ceilings in both levels are also made of glass (al­
though only DEF 15), allowing a view of all the 
equipment above and below and the stars beyond. 
From the outside of the ship, this glass is dark and 
opaque, and only the red spherical glow of the 
Psidar and active sensors can been seen through 
the glass. This same glow lights up all oflevels 7 and 
8 with red light. 

AA) Bridge-All the personnel and equipment nec­
essary for the running of the actual ship proper are 
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 fu1Jyoperational24 hours a 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 

Area with snowbird Generator I 

© I Flaming Fence I 
Note: Between levels 5 and 6, and between 

two or three sub-levels to it, leaving a great deal of 
open space, and huge stretches of enormous 
unobscured windows. All tl1e equipment here is 
incredibly complicated, and divided up into sev­
eral 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, making the ship 
doanythingusuallyrequiresa trained team oflOO 
to insure it goes smoothly. With a single person 
trying it, there should be at least a -8 to any roll 
(add anofucr-1 to -3 onto that if the controls have 
been damaged in large sections). Spending five to 
ten minutesexamining theequipment mightlower 
the modifier to -7, and an absolute minimum 
modifier of -6 could possibly be reached if signifi­
cant amounts of infonnation could be gained 
from the various Psychophant Bridge Crew. GMs 



should use their imagination when heroes fail rolls 
while attempting to manipulate a I 00 million ton 
star-ship. As a minjnrnm it should temporarily 
lockup a section of control panel, along with some 
sparks, lights, or alanns to scare the characters. 
Persistent failures might cause violent lurches, 
sudden radical (and temporary) changes in the 
Life Support System, or rand0m weapon firing. At 
worst, a hero might accidentally pilot the ship 
down in tothegravitywell of Jupiter orsome other 
planet, or head wildly out into a random part of 
spaceat32 timesthespeedoflight. TheGMshould 
give the players plenty of waining before some­
thing t'hat extreme occurs, unless of course, this is 
what the heroes are trying to achieve. 

BB) Commander's Tower-This is thehome of Grog. 
Kzak, B.1.G.M.O.M.A., and Lam-Par. Lam-Par's 
quarters aremorelike an opaque glass castle at the 
top of this crystal tower. His quarters are huge and 
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 o fthemacabre. B.I. G.M.O .MA.isloca tedin 
the center ofLam-Par'squarters, although it has 
connectionsandaccess to every system in the ship. 
ThereisvirtuallynothingB.1.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) if given 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 research 
and its never ending search for a worthy intellec­
tual "mate." B.J.G.M.O.M.A. is housed in a DEF 
15, DODY 15 shell, although in times of emer­
gency it is capable of diverting some of the ship's 
shield'stoprotectitselfandgiveitthe IOPD, lOED 
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 dee· 
tronic equipment of the mother ship. Every piece 
of equipment up here has DEF 20, and can take 50 
BODY before being temporarily disabled (for five 
minutes to an hour if repair teams or 
B.I.G.M.O.M.A. is available), 100 BODY before 
beingseverelydamaged (requiring ld6 months to 
repair), and 300 BODY before being totally de­
stroyed. These systems include the ship's shields, 
sensors, Psidar, communication, disrupters, and 
tractor beam. The sensors and Psidar are together 
in a massive sphere glowing bright red in the 
middle of the level, and this is 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 is 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 compuk:rs in history. It is not only an artifi­
cially intelligent super genius, but incredibly fast and 
strong-willed as weU. Unfortunately, it has grown so 
advanced that it has become bored with its life and all 
inferior life forms. It still obeys Lam-Par and a few 
otherselecl Psychophants, but it also uses a great deal 
of its abilities on its own personal endeavors instead 
of on the ship. 

B.I.G.M.O.M.A. has taught itself several different 
Earth languages from listening to radio and TV broad­
casts, including English, German, French, Russian, 
Chinese, and Japanese. The computer is capable of 
running up tt> 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.I.G.M.O.M.A. really is, and tends to ignore 
thefactitcould virtually run the entire ship. Lam-Par 
tends to look on B.I.G.M.O.M.A. as a confidant, an 
advisor,and a friend, whereas ll.I.G.M.O.M.A. looks 
on him asa wasteofoneof theeightthi.ngsitcould be 
doing with its 6me. B.l.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 
studies when it looks like the silly Psychophants really 
can't handle it. As a result, B.l.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.I.G.M.O.M.A. can run the en­
tire ship, take over all the ships sensors and scan the 
ship with them ,and take eight clifferen L actions (-1 for 
every program it is running) every single segment of 
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a turn. If the ship is not under outside threal, 
IU.G.M.O.M.A. can usually run 111e ship with only 
live programs {Monitor Systems, Monitor Ship Eco­
system, MonitorShip Interior,Monitor NearbySpace, 
and Diagnose Malflmction), leavingthreeothersepa­
rate actions every segment. During an emergency, 
Repair Malfunction, one or two of the various com­
bat programs (Hunt, Capture, or Destroy Target), 
and/or Pilot Ship are also used. 

Ofcourse, thescprogramsarcjusl I he ones that can 
be easily run by a user, B.l.G.M.O.M.A. is quite 
capable of usinganyofits skills on its own, or writing 
new programs for its inferior users. ll can act on its 
own initiative with a 14- EGO roll, although it rarely 
chooses to do so. Currently, the computer's main 
activities a re in trying to relievei ts perpetual boredom 
(usually through scientific research) and to find an 
intellectual "mate." 

The only thing that might be able to turn 
B. l.G.M.O.M.A. away from the Psychophants would 
be anod1er sentient form {machine or organic) with 
equal (or better) mental ability. I fit could bcguaran­
teeda permanent "mating" with such a mind (or even 
extended visitation rights), it could easily be per­
suaded to work against the Psychophants. Naturally. 
B.l.G.M.O.M.A. will try and obtain this"mating" free 
of charge, and will barter foraslitllcretum as possible 
if that foils. IU.G.M.O.M.A. will probably not go to 
the extremes of wil tching or participating in the 
slaughter of the Psychophants, a1Lhough it might help 
defeat them with minimal violence if it thought they 
would be treated well after the attack or just mildly 
punished (to indudc banishment without slaves, 
disarming of the ship's weapons, etc.). 

ll. I.G.M.O. 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 al.most anywhere. It can use all the 
ships labs with great efficiency, and is very knowl­
edgeable in several difforent sciences and cultures. It 
can fu·e the ship's weapons with an OCV of 10, with 
an additional level of combat for cill1er OCV or DCV 
(the ship's IX:V is currently -24, canceling out the 
range modifier for anyone shooting at it within 
16,380"/ 18.6 miles). 

B.I.G.M.O.M.A. is very overconfident in its abili­
ties, and is always searching for a way to end its 
boredom. TI1e player characters will very likely be the 
answerto its prayers. If they show any resistance and/ 
or initiative, there is a chance thatthecomputercould 
attempttofreetheheroesforitsownprivategamesof 
cat-and-mouse. B.I.G.M.O.M.A. would probably do 
this anonymously at first, and then possibly openly 
challenge the heroes as the "game" progresses. Under 
nocircumstanceswill BJ.G.M.D: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 

So theheroesaretrnvdingthrough the solar system 
at tl1e Speed of Light and suddenly t.hey come across 
a I 07 million ton 010\'her ship casually hanging out 
behind Jupiter, then what? Well, the odds of them 
approachingwilhoutbeingdetectedareveryslim (as 
both tJ1e crew and U.l.G.M.O.M.A. will get a chance 
todetecttheirapproacheveryturn from the time they 
leave 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 Disruptcrs 
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 peacefullyandapproach to within l 0 miles 
with all weapons turned off. lfthcyexceptlheywill be 
tractor beamed as soon as they arc within range ( 11.7 
miles) and set down into the Shuttle Bay. If they 
refuse, then I..am-ParwiU send out a squadron offour 
Eliminators (cloaked, of course) to go out and pow1d 
them until they surrender and comply. In the evenl 
the heroes somehow destroy or out-run all four 
Eliminators (who will follow via f'TL 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, 
tJ1cn Lam-Parmightactuallyorderan all out attack to 
include the motl1er ship moving into combat. If the 
heroes seem powerful and yet willing to board the 
ship as long as they can leave their ship outside, then 
Lam-Par will probably se.nd a shuttle out to go pick 
them up (ilnd then a few more attempts to take over 
their ship once they arc inside). 

Once the heroes are inside, they will be greeted by 
Kzak and a company of JOO Commandos. 
B.l.G.M.O.M.A. will begin studying them at once, 
and Kzak will attempt to politely disann and peace­
fully take the heroes down to the Science Center to be 
analytcd If the heroes do not comply, they will be 
attacked by all 100 Commandos until subdued. AU 
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 
tak~n away and treated as such) and non-psychics. 
The non-psychics will be kept until any Susceptibili­
ties, Vulnerabilities, Dependencics,or obvious power 
limitations (like powers that don't work in Magnetic 
Fields, for example) can be detected so that they can 
best be restrained with 1·heappropriatetechnolob'Y· lt 
will only take a few minutes for the Psychophant 
scientists to construct bonds or power inhibitors tl1at 



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 accompanie<l by Kuk. his standard com­
pliment of eight bodyguards, and the same I 00 
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 be able 
to communicate with them on a basic level (a high 
squeaky voice with a limitc:d grasp on the language), 
and based on how they acthewiJl 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
comin ga genetic experiment, or given drugs to change 
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 the slaves) before whatever is going to happen to 
them happens. During this time, there are numerous 
things the heroes might try to defeat the Psychophants 
and possibly free the Beduuns. 

1. Starting a Chain Reaction Within thcShip'sMain 
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 most likely shut Lhe thing down 
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, 
such an explosion would likely occur before aJI 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 eicplode is detailed in the reactor's 
description. Shutting both Lhe Matter/Anti-Mat­
ter reactor and the auxiliary Fusion Power Plant 
down will result in a shut down of aJI the ship's 
power. Once this occw-s all the Snowbird Genera­
tors, Flaming Fences, computers (including 
B.I.G.M.0.M.A.}, tractor-ways, hyper-drive en­
gines, Shuttle Bay force barriers (See Shuttle Bay 
description forwhat incredible damage this would 
cause}, and the Psidar will all stop functioning, as 
well as anything that specificaJlydraws 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- There are several 
oftlie 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 tactil-al importance of each will be 
detailed here. 

a) Taking out any of the ship's engines will 
most likely 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, there is a chance they could fool 
the Psychophants. 

b) Damaging the ship's Life Support systems 
(including the back-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 their own 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 dosing) or for the air to become noticeably 
staJe or poisoned. Damage to the Water Treat­
ment Plant, Waste Treatment Plant, or Tem­
perature will probably prove tobenothingmore 
than a nuisance in the short run, although it will 
certainly grab the general population's atten­
tion. Taking out the Artificial Gravity Generator 
won't really 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, butifheroescould 
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.I.G.M.O.M.A. 
will force the Psychophants to rely entirely on 
themselves, will greatly slow any repair attempts, 
and will significantly hinder any surveillance 
activiries. It also has a good chance of costing the 
heroc$ ont' 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, a sense of duty to the Psychophants, and 
the search for a possible "mate." It will not trade 
or bargain much to save itself except as part of 
some possible gome or end to its boredom. 

3. B.I.G.M.O.M.A-Beinga bored 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 that it would bring some more 
challenging "game" to the ship. Since the heroes 
fullundcrthiscategory, 13.I.G.M.O.M.A.has a very 
good chance of ig11vring whatever Lam-Par wants 
done with the heroes and using them for its own 
amusement. This a.musementwill probably con­
sist of a series of challenges to test the limits of the 
human mind. The computer will probably forge 
the necess.1ry orders and shut off the necess;uy 
equipment Lo allow the heroes temporary free­
dom, then monitor what tbey do. It 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 am using to have to 
match wits specifically with the heroes because 
theyarebeatingthePsychophants.B.I.G.M.O.M.A 
will do everything it can to stop the heroes once it 
gets involved, however. On the other hand, 
TU.G.M.O.M.A. is willing to give up quite a bit for 
an intellectual "mate." For the opportunity to be 
hooked up to a computer/creature/being with 
mental capabilities as advanced as itself, 
B.l.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.I.G.M.O.M.A. is helping tl1e heroes, they will 
naturallyattempttodcstroyoratleasttemporarily 
shut off the computer. 

4. Flying the Mother Ship-Difficult to do with the 
small numbers the heroes will probably have, it is 
possible to drive the mother ship into Jupiter 
(causing a slow, gradual decay due to gravitational 
stresses, possibly providing an excellent distrac­
tion and/or bargaining chip), into the sun (caus­
ing a rather rapid dcClly uf the ship due to sudden 
vaporization), or out into space at 32 times the 
Speed o( Light. Damaging or destroying engines 
or control panelsafteroneof these plans has begun 
could have rather scriouseffectson the ship. Send­
ing tl1e ship outintospaceis probably just going to 
temporarily <lccupy the Psychophants unless the 
heroes manage to destroy all the sensors, the Psidar, 
l.U.G.M.0.M.A., and the controls to the ship. 

5. Using a Doorman-Currently, there are no living 
Doorman Beduuns on board the ship. The 
Psychophants have seen too many Bedullns van­
ish thrnugh Doorman gateways to risk that hap­
pening again. The Beduun population is con­
stantly monitored for Doorman, and any born are 
instantly killedwi thout hesitation. As such. Beduun 
Ladder Walkers generally alter any discovered in 
the womb to normal Sticks. However, there have 
been a fewvery rare (success fol) attempts through 
time to hide Doormen untiltheyare 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 some way to speed up the 
aging process, however, it will take between 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 h:ud pressed, a 
Ladder Walker could also probably alter the DNA 
in an adult Bcclmm (probably an Ops) enough for 
them to acquire temporary Doorman abilities. 
nlis would take at least a week of study and then 
another week to complete the transfom1ation. 
This hasn't been tried very often before for two 
reasons. The first is because if done incorrectly, the 
side effects could be disastrous (both to tl1e Door­
man and to anyone nearby if their powers work 
uncontrollably or randomly). The second is be­
cause it would require a I.adder Walker to be out 
of a Snowbird Generator field for at least a week 
(which never happens), and it would require no 
Psychophants detect thenewDoom1anforat least 
a week. 

6. Beduun Revolt-While the heroes might be able to 
easily escape, it is going to be very difficult to take 
:ill the slaves along without them cooperating. 
There aren't nearly enough small ships to truce all 
the slaves off in one trip, so the obvious answer is 
to take over themothership. NatlU'ally, the results 
of the revolt will depend greatly on how the heroes 
engineer it. Bcduuns generally believe humans to 
be inferior.and it would takesomescriouspersua­
sion to get them to follow a group of heroes. Also, 
because tJ1eshipis6lled with so many combatants, 
someformofmasscombatsystem must be used in 
order to handle the sheer numbers involved. The 
following system is a suggested masscombat sys­
tem that is designed for this scenario. If 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 
fight to the death if their source of mental energy 
is threatened or they arc attacked. Generally, 
however, Lhe'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 Lhem. Security 
Guards and Commandos will only surrender 
when outnumbered 10 to l or more in combat 
strength (notaclUalnumbers},and thenonlyon 
an 1 l -. Normal Psychophant citizens will sur­
render when outnumbered 6 to 1 or more in 
combat strength on an 11-, ahhough this r ises to 
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 
llridge, Psidar, or B.l.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. GMs may 
assume if the battle is tied or in the lleduuns' 
favor, and the heroes or Deduunshave been able 
to accomplish 2 or 3 of the above, that the war is 
over and the ship is in the hands of the Beduuns. 

Almost all the Egan Staves arc 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 arc. 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 bc 
found 3x as fast with the aid of the Psychophan ts 
who stored them. 

Mass Combat 
Before using the Mass Combat system, the GM 

must know how many combatants there are on each 
side. Each of the eight Arcologics 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, 
and thevarious Engineering sections contain another 
200,000normal Psychophants total. In addition, there 
are another 20,000 maintenance Psychophants out 
wandering at any one time. This comes to 4, 100,000 
normal Psychopbantsaboard the ship (and you won­
<lcrwhy we're usingamasscombat system). Thcrcarc 
75,000 Security Guards in each of the Upper Security 

Stations, and another 50,000 in each of the Lower 
Securi ty 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
mandoscach, fora totalof300,000. There is therefore 
a total population of 5,150,000 Psychophants on 
board the mother ship. 

Meanwhile, each of the Slave Quarters houses 
200,000 lleduuns (plus around 3,000 human mind­
less psychics), with another 200,000 spread out around 
the ship as personal slaves or bcingdraincd.111csc last 
200,000should bcconsidercd tobe'rcccntlydrnined' 
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 
bc 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: 

Bcduuns = 2x Normal 

Beduuns in Snowbird Generator Field or recently 
Drained Beduuns = Ix Normal 

Beduuns with Egan Staves = 5x Normal 

Beduuns with Egan Staves in Snowbird Generator 
Field = 3x Normal 

Humans= lx Normal 

Mindless Psychic Humans = 1110 Normal 

Psychophants = 2x Normal 

Psychophant Security Guards= 3x Normal 

Psychophant Commandos = 4x Normal 

Player Characters= Variable (GM's Discretion) 

Unit set in a defense = l lhx normal 

Example:Letss1wtl1ereare250,000Betiuunsloose 
011 level 3, and the playerclmracters have managed 
to get 50,000 Egan sravc~s to them. The 50,000 
Beduuns with Egan Staves have a comltarstrengtl1 
of 250,000, and tlie remaining 200,000 Beduuns 
have a combat strengtl1of400,000. This comes to a 
total combat strength of 650,000 for tl1is particular 
mob. If this mob wtis defending against an nttack, 
they would haveacombatstrength of975,000. Now 
lets suppose they all foolishly attack into an area 
filled with Snowbird Generators. Now the 50,000 
wi1l1 EganStaveshaveacombatstrengthof150,000. 
a11dtheremaini11g200,000Bedu1msl1avearombat 
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 ratio modifier. 
ThisnumbcrcanncverbelcssthanOormorethan 10. 
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Example: If our mob of Bedwms me11tumed above 
were defending with" combat stre11gtJ1of975,000 
against l 50,000 Psycl10pliant Security Guards with 
a combat strength of 450,000, the ratio modifier 
would be 1 in fc1vor of the Hcdwms ((975,0001 
450,000)-J ). 

The last thing necessary to know before combac 
can begin, is the tactical competence ol' each unit. 
Whoever has the best tactic.ci 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 roll and compare how much they made it 
by (treating missed rolls as negative values). The 
difference between the two rolls minus one is the 
leader modifier. As the ratio modifier, the leader 
modifier cannot exceed l 0 or go below 0. 

Example: A Psydwplut11t leading the Security 
GUtirds abo1•e ltas '' Tactics roll of 11-, a11d a 
Bcxlu 1m Tel lending the 11ngry mob lias a Tt1ctics roll 
of 12-. Tlit• J>syc/1opl11111t rolls a 12 (giving tl1e 
Psyclioplumt a -1), and the DeJwm Tel rolls rJ JO 
(xiving the Tel a +2), making the total le"der 
modifier a +2 (( +2-(-1))-1 )infavoroftheBedwms. 

Each combat round equals one minute, and each 
side isaUowed one combat roll per combat.round. For 
one tmit to attack another, each side rolls I d6, and 
adds their ratio and leader modifiers, and then com­
pares tJ1e two rolls. If the results are equal then divide 
lhe number hy 21 multiply ii by IO, and that is lhe 
percentage of casualties e!lch side takes. If the results 
are nol equal, the losing side takes a percenlage of 
casualties equal to IOxthedifferencein the rolls. Note 
that the casualties arc taken from the actual numbers 
of combatants, not from their combat strengths. 

Example: 111eDedw111 mob is still defet1dingagai11st 
tlie Psychophm 1tSccuri tyGrwrcls, m 11/ tlieBedmms 
liavc a+ 1 ratio modifier m1el a +2 lcader modifier. 
If the Hedm111s roll c1 3 ( + 3 for their modifiers= 6) 
and the l'sydwplumts mil a 6, then both sides will 
t1{ke30% ms11nlties ((612)xl0%). Iftl1e Bed11u11s 
roll a 6 ( + 3 = 9) imd the Psychopl1an ts roll~ 2, then 
the PsydiapJumts will take 70% cas11rrlties ((9-
2)x.10%). IftheBedriuns roll a 1(+3=4) mid the 
Psychaplumts roll a 6, tlie11 the Bedurms will take 
20% casualties ((6-4)x 10%). As soo11 as tlic am1-

alties a re determined, tlie relative c.ommu strengths, 
ratio modifiers, a11d leader modifiers must be re­
computed. 

There arc several other factors that may be used in 
combat. Snowbird Generators, Fhm1ing Fences and 

Anti-Psi Minefieldscru1 be cleared, and require 2 full 
combat turns (minutes) to clear. As a general rule, 
Flaming f<ences and Anti-Psi minefields act as effec­
tive barriers Wltil cleared. Each unit of combatants 
may move during its combat tum. Each hex is equal 
to 120", and combat can only occur between units 
that occupy the same hex. Each movementamountis 
given per combattum. Movement= 1 1h Hexes for 
Psychophants on foot, 2 'h Hexes for anyone using 
1heTrnctor-Way(nom1allylimitedtoPsycbophants), 
I Hex for Beduunson foot, and 1h a Hex for humans 
on foot. 

Once combat is joined, a successful Tactics roll is 
required to allow a unit to retreat (i.e. break combat). 
Units cannot move for one full tum before and after 
"defending." 

Psizing Things Up: The Final 
Conclusion 

The Psychophant mother ship should prove to be 
a significant challenge to the heroes. There are several 
ways for the heroes to triumph, but none of them are 
easy, and the odds against success are very high. It 
could take heroes days, weeks, or even months to win 
over the Beduuns enough and organize a rebellion. 
Perhaps the heroes will be able lo come up with some 
ways to stop the Psychophantswithoutthe help of the 
sl;wes, but those should prove to be even more diffi­
cult. 

Then there is the problem with whatto do with the 
motber ship if the Psychophants are defeated. Do the 
lleduuos become the masters and the Psychophants 
the slaves? Aie the Psychophants aJI put to death? Is 
the ship destroyed? Do the 13eduuns leaver.he ship and 
send the Psychophants out into the void with no 
weapons, Psidar .sensors or control~ How much say 
do the heroes have in what the Bedum1s do? Do the 
Beduuns try and immigrate to Earth, or have a Door­
man send them off to start new somewhere else? The 
answers to these and more important questions are 
left up to the GM and the heroes, but they should not 
be taken lightly in any campaign. Psychophant tech­
nology could completely an<l permanently change 
Earth and its people--not to mention what the sud­
den exposure to two alien races could do. 

Withsomep!anning,somerisks,anda greatdealof 
luck, the heroes might actually be able to end the 
Psychophant menace and free all the slaves that have 
been used and abused for eons. Of course. this is only 
one of the Psychophant mother ships. after all. .. 



Roll Call: Psychophants, 
Psylarians, And Psychics 
TheBedunn 
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 was impossible, 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 their experiments. The Door­
man gene allowed a handful of Deduuns to open 
gateways across the rnultiverse. Unfortw1ately, this 
was not only completely unpredictable. it also 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 ), these enhancements have 
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 gates and don't even get sick when they 
open thernanyrnore,and the Beduunsarenowam1ed 
with weapons and armor created from genetically 
enhanced beings they have picked up on their endless 
journeys from other planets. There are also a number 
ofBeduunsub-classesthathave formed besides 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 a whole, they will steal speci­
mens for their genetic experiments, and consider 
non-psychic races as inferior. Nevertheless, they are 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 hatred for Psychophantsiscom­
pletehowever, and they stop at nothing 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 
that there is a statistically equal chance for any of the 
types ofBeduuns to be either male or female. 

Stick 
The basic "Stick" Beduun covers about 80% of the 

race. They are called Sticks because oftbe Egan Staves 
thateveryBeduungrowsastheirbasicsidearm.These 
staves are made out of rigid psychic-sensitive organ­
isms that have been geneticaJly 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 staves recovery can only be 
used while the owner of the staff is meditating (0 
DCV) to recharge the psychic energy inside of it. It 
may seem silly that the Aid is usable on all mental 
powers when the Base Beduun only has one mental 
power, but these staves arc used by every class of 
Bcduun, and all of the others have at least one other 
mental power. Every Beduun is trained in how to use 
the staff in hand-to-hand comba tas well. Their armor 
is called Hex-Mail, and is grown from flat, hex­
shaped organisms that feed off the dead skin cells, 
hair, and sweat of the body. These organisms are very 
light, and remain flexible until their "host" lenses 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 
activation roll and a few moments 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 automaticaJly and is not easy for them to do. 
TheLifeSupportalso cannot use 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 few number ofopponents with 
strong mental defenses, they will use whatever they 
need from their END Reserve to give themselves close 
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to the maximum Aid effects possible to their Ego 
Attacks. If they arc 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. 
111 either case, they wiU not use their own personal 
END for Ego Attacks more than once per turn. The 
Beduuns are also painfully aware ofhowlimited their 
basic Mind Link is in 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 team is composed of five l.leduuns 
(usually two ofone genderand 1:hreeoftheother) 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 ofone team is uselessinadifferent team. The 
power of the team gradually decreases with fewer 
than five members. For example, their EGO Attack 
goes from l ld6to 10d6to8d6to5d6asthemembers 
drop off or are killed or whatever. In order to use their 
powers, all five (or however many there are) members 
must be in physical contact with 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 
shot at a lime. ·n1ey do not get fi vc shots on each of 
their phases, only one for the group of them. How· 
ever, only one of the members actually pays the END 
forcach oft he blasts, so tbeyare free to rotate who uses 
the END every time if they choose. They are also the 
only group that can do physical damage wjth their 
mental powers, although they will not waste energy 
on this unless their 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+ I Advantage for the EGO Attack will 
usually be some form of Area Effect, and the +1h 
Advantage for the Energy Blast (when it is used) will 
usually be either No Range Penally, Area Effect (I 
Hex), Explosion, or Armor Piercing. Note that when 
only two membersofa team are together, even though 
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 I or 2 Doormen in it. They are the most prized 
of all Beduuns, the most rare, anti 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 
Ps)'chophanl they are always the first to be killed. 

When they arc 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 surprise attack. Open­
ing a gate requires l turn of complete concentration, 
and creates a 7" radius hole in the fabric of reality. 
Whilethisholeisinvisibleto normal sight, it will show 
up easily to Radar, Sonar, IR, UV, High Range Radio 
Hcnring, Ultrasonic Hearing, andSpat:ial Awareness. 
When created in the vacuum of space, the Doorman 
need onlyactivatethe Area Effect FfL travel, and then 
detcnninewhereitwillstop. TheDoormangothrough 
when the FfL lravel is activatt-d, and they must 
determine the direction and distance of it befoFe they 
go. Doorman have only their Astronomy skill and a 
good guess to help them determine where the gate is 
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 lhe Doorman. This gateway wiU remain 
open until any great amount of energy enters it (an 
Energy Blast or a RKA with an energy special effect), 
w1til somethingbiggcrth~m 14" in diameter tries togo 
through it, or until enough random cosmic radiation 
will eventual! ydissipateit (usually in about 24 hours). 
Whenever these gateway& are created in an atmo­
sphere, they require significantly more effort. They 
require the Doorman to use the Extra Dimensional 
Travel to Null Space in addition to the FfL travel. 
Null Space is a dinlension of absolutely nothing 
except ethereal matter. flTL travel is possible through 
Null Space, although it does not have tl1c side effects 
of extreme cold/heat and vacuum. When the gate­
ways arc opened in an atmosphere, lheywork almost 
the same way as in a vacuum, except they are much 
less stable and require END from the Doorman. Note 
that tl1e END must be paid for twice in order to bring 
people out of Null Space at the end of the gateway. 
When a fully rested Doonnan poursevcrythingheor 
she can into a gatew.ay, they will only stay open about 
9 turns ( l 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 invisible. Be­
cause anyone 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 es_caped to prevent the Psychophants 
from following. N0te that the term "Doorman" im­
plies masculine gender only because of the inaccura­
cies of translating mental images into the English 
language. There is, in fact, a even chance of any given 
Doorman being male or female. There arc currently 
no Doormen on the Psychophant mother ship, al­
tl1ough 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 
a time,and theyaretheonlyonescapableof 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 reaJ information from them. 

Ladder Walker 
Thesearethesecondmostimportantofthe Beduun 

race. Ladder Walkers are the sages, the doctors, the 
scientists, and the advisors of the Beduuns. They are 
called Ladder Walkers because they tend to see people 
ns DNA patterns, and are often times working with 
these spiral ladder shapes to alter people's genetic 
make-up. They analy1.c 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 pal­
tem). Ladder Walkers determine who will be what 
typeofBeduun shordy after conception, and enhance 
whatever genes arc necessaryto improve mental pow­
ers. Ladder Walkers invented Hex-Mail, Eg•m 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 
oould be used to reverse Ra's genetic poison, allow 
someone to spend experience points to radically 
change their cha.racier' s powers or physical make-up, 
0r temporarily allow heroes to change some of their 
characlerpoints 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 Transfonnation attack. These Transfom1ations 
also require a Genetics skill roll at -5. If this roll fails, 
characters could end up with powers that don't work 
the way they were originally intended, physical limi­
tations, reduced characteristics, or anything else the 
GM desires. Naturally, if the Ladder Walker spends 
extra tin1e examining the subject these penalties will 
go down. GMs should base any side effects on the 
number of times the rolls are mi~ed and by how 
much. Either way, these rolls ancl any side effects 
should be kept secret from Lhe heroes until discovered 
by actual use. Note that the Psychophant Snowbirds 
wiU 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 
Bcduun society, Shields are looked upon a thousand 
times more favorably Lhan Bucklers. Shields usually 
make themselves the centers of their Force Walls, so 
that they travel along with them. The telekinetic 
def enscs otboth Shields and Bucklersoftm have three 
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. /I Shield's Force Wall 
requires 5 END for I 0 PD/ED, +9 END for the next 
+5 PD/ED, and + 13 END for the last +5 PD/ED. In 
addition, a Shield requires a phase of lh DCV to 
achieve 15 PD/ED, and a constant lh 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 Lhe same way, requiring 2 
END for the first lO PD/ED, +4 END and a phase of 
~ DCV for the next +6 PD/ED, and +6 END and 
constant~ DCVforthefinal +6PD/ED. Notethatin 
both cases the Mental Defense is at full strenglh 
regardless of what level the Force Field/Wall is main­
tained. These defenses are Ablative (including Lhe 
Mental Defense), and can be repaired with 8 hours of 
uninterrupted sleep, or 4 hours of uninterrupted 
meditation. 

Ops 
The term Ops comes from a combination of the 

wor<ls "Optimal" and "Special Operations." Ops are 
the wild cards of the Beduun race. They are al most as 
rare as Doormen, but are by far the most respected of 
all the lkduuns. Ops are Beduuns born with any 
power or powers that are different or unusual to the 
race. It may be somethingassimple as a combination 
of the powers of a Tel and a Shield, it may be a 
standard power increased in magnitude 1000 times, 
or it coul<l be a brand new power. As every Ops is 
different, they are not given generic statistics. X'Chin 
is Lhe only Ops provided in 1his scenario, and her 
statisticsaregiven separately. Of ten times thcirminds 
will be stronger at the expense of tbcirphysical statis­
tics. because L3dder Walkers are usually unsure how 
to properly tamper with an Ops' unusual genetic 
make-up. Almost always, however, Ops are involved 
wilh Lhe most dangerous of missions, because they 
are the most likely to fool or beat the Psychophants. 
They are the heroes of the Beduuns. 

Appearance: Heduuns look relatively human except 
for Lheir lack of eye balls, their extra thumb on each 
hand, and thcirexlra thumbs 0u thei1· prehensile feet. 
They also tend to spike or dye their hnirsoas to make 
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Beduun 
Val CHA Cost Roll Notes 

lS STR s 12- 200 kg; 31hd6 [2] 
OCV: 7/DCV: 7 21 DEX 33 13-

IS CON 10 12-
13 BODY 6 12-
10 INT • 0 11- PER Roll 11 -

ECV: 7 20 EGO 20 13-
18 PRE 8 13- PRE Attack 31hd6 
6 COM -2 10-
4 PD 1 
4 ED 1 
s SPD 19 Phases 3, S, 8, 10, 12 
8 REC 4 

36 END 3 
3S 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 

(S) 
Combat Levels: + 1 Level w/ Ego Attack (3) 
Combat Levds: + 1 Level w/ Zero-G Combat (3) 

Skills & Powers of all Bcduuns: 
Ego Attack 5d6, Invisible to all Senses, can drn~ 

l'ithcr from personal END or END Reserve Ill 
Slaff (88) f 91 

Egan Staff: (OAF) HA +4tl6 (6) fl) 
Aid IO<l6 to Mental Powers, works on any mental 
powers one at a tjme, powered hy END Hcserve 
in stall~ x2 END (2S) ( 12] 
END Reserve 900 END, 20 REC, REC only usable 
when owner is rnncentrating at 0 DCV (SO) 

Hex-Mail: (IIF) Armor +9 PD, +9 ED, Act 12- ( 14) 
Pull Life Support, Costs END, Concentrate: 0 DCV, 

Act 14-(12) (3J 
Radar Sense, 360 Degree Sensing (2S) 
Spatial Awareness (2S) 
Mind Link, other Beduuns only, one at a time (10) 
Concealment, 11- (3) 
Genetic Science, 8- ( 1) 
KS: Bc::duun Culture and History, 11- (2) 
KS: Psychophants, 11 - (2) 
Paramedic, 11- (3) 
Security Systems, 8- (l) 
Shadowing, 11- (3) 
Stealth, 13- (3) 
Survival, 11- ( 3) 
Tactics, 8- (1) 
Weaponsmith, 11- (3) 

Skills & Powers of Punch Teams: 
Ego Attack I ld6, Variable Advnntage (up to a total 

of+ I), Uses Personal END or END Reserve i11 
staff, Invisible, Concentration: 0 DCV, Requires 
Full Phase, First 5d6 Requires 2 Punch Team 
Members that have trained together since 
childhood, Next 3d6 Requires 3 Mcmbe-rs (-1 ~)1 
The next 2d6 Requires 4 Members (-1 'h), Last 
ld6 Requires all S members (-2). END may draw 
from any l of the team at a time ( 129) ( 42] 

EB 12d6, Variable Advantage (up to a total of +11.i), 
Personal END or END Reserve in staff, Linked tu 
EGO Attack, Concentration: 0 DCV, Requires 
Full Phase, First 6d6 Requires 2 Punch Team 
Members that have trained together since 
childhood (-1), Next 3dtl Requires 3 M4rnbers ( • 
l 114 ) , The next 2d6 Requires 4 Members ( · 1 1/2 ), 

Lnst I d6 Requires all S members (-2). END may 
tlrnwfromany I of the team at a time(45) ( 161 

Skills & Powers of n Doorman: 
FTL Travel 3S Rillion LY/Year. 1100 LY/Sec, Usable 

against others. Area Effect (7" radius), 
Continuous, Uncontrolled (Turned off by large 
amounts of energy), Only allows I second ofFTL 
travel and everyone using ii must go to same spot 
predetermined i>y the Doorman, Act 14-, 
Requires l turn 10 open, Concentration: O OCV 
(72) 

Extra Dimensional Travel To Null Spa.cc, .Personal 
END or END Reserve in staff ( + V•), Usable 
against others, Area Effect (7" radius). 
Continuous, Uucontrolletl (Turned offhy large 
amounts of energy), Concentration: 0 DCV, 
Linked to FfL Travel, Re(tuires I turn to open, 
Requires END for beginning aud end of FTL 
t·ravcl (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) (91 
Add to Mind Link: Any Willing Target, 16 Targels 

Total, Any Distance (30) 
Tactics, 12· (S) 
Navigation 12· (5) 
Persuasion 13- (3) 

Skills & Powers of a Ladder Walker: 
Major Transformation Id6 Humanoid to 

Humanoid, Any slight genetic alteration (+'I~). 
Cumulative, Personal END or END Reserve in 
staff, Penetrating. AP, No R;inge, Concentration: 
O DCV, Requires Genetics Skill Roll at -S, counts 
as a mental power for Mental Awareness and 
Snowbirds (18) (4) 

Det~t Genetic/DNA pattern, Sense, Discriminatory, 
Range, +4 to PER Roll (23) 

SS: Genetics l8- M 
SS: DNA 18· (9) 
SS: Biology 14- (S) 
SS: Biochemistry I~- (S). 
ss: Microoiology 14- (5) 
SS: Bacteriology 14- (S) 
SS: Organic Chemistry 14- (S) 
SS: Zoology 14- (S) 



Skills & Powers of a Shield: 
Force Wall 20 PD, 20 ED over 20 Hexsides, 

Hardened, Personal END or END Reserve in 
staff, lh END on First 10 PD, 10 ED,x2 END on 
next 5 PD, 5 ED, x3 END on last 5 PD, 5 ED, Full 
OCV on First 10 PD/ED, lh DCV to tum on next 
5 PD/ED, lh 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 & 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 OCV on First 10 PD/ED, lh 
DCV to tum on next 6 PD/ED, lh 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: 
Hatrt.>d for Psychophants ( 15) 
Consider non-psychic rnccs inferior ( 10) 
Paranoid (10) 

Alien Bonus (varies) 

their heads more terrifying to their enemies (similar 
to warpaint). The Hex-Maillooksenoughlikeskinto 
make it inobvious from a distance, and it is usually 
worn only on the upper torso as a vest or a shirt, and 
then underloose robes. The Egan Staves are 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 that have 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 tremendous importance on these staves 
for obvious reasons, and a Beduun without one (in 

normal Beduun society, not when enslaved) is con­
sidered useless and is treated with the social rights of 
a child until one can be fabricated (either as a first or 
as a replacement). Even graat war heroes who come 
back from a battle without their staves are respectfully 
ignored until they have had time to make a new staff, 
after which time they receive all the glory and honors 
due to them. 

Psychophants are well educated on the importance 
ofEgan 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 because they hope 
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 organisms that 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. 109 
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The Hex-Mail looks enough like skin to make it 
inobvious from a distance, and it is usuallyworn only 
on the upper torso as a vest or a shirt, and then under 
loose robes. Hex-Mail removed from the body has no 
means of transportation or eating, and will die and fall 
apart within a weekofbeingseparated from its "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. However, since most of the security 
systems within the ship are unaffected byit,and since 
it keeps Psychophants from having to worry about 
Beduun hygiene problems, their current policy is just 
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'01in'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 
evens tole a Psychophant H untership 
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'Chin looks at everything 
from a tactical standpoint to help in 
the war against the Psychophants. 
She realizes 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 other life forms are 
inferior, she is willing to befriend 
them if it somehow hurts the 
Psychophants. She also admires and 
respects others who for one reason or 
another are also considered heroes. 

Powers/Tactics: X'Chin' s power that 
sets her apart from most of the other 
Beduuns is 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, 

she has not yet been able to channel this power 
through her Egan Staff, and has been forced lo use 
entirely herown END to power it X'Chin also has the 
ability to heal herself. This manifests itself automati­
cally when she is below 0 Body, kt.-eping her from 
losing any additional Body tTom injuries. In addition, 
over extended periods of time, she c:a.n 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 die at a 
time (Highest to lowest) every hour for 10 hours. 
Note that she is only at lh DCV when initially starting 
the power, not for the fullJ 0 hours. Finally, a quirk in 
the physical structure ofher legs allows her incredible 
jumping ability, aided by a latent form of telekinesis. 
Note alsothather Aidisslightlywcakcrthan the norm 
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 Psychophanl. Her 
head is bald except for 3 dumps of red-died spikes, 
she has several notable scars on her face and arms, and 
she has a birthmark in the shape of an 8 pointed star 
over her right eye. 



X'Chin 
Val CHA Cost Roll Notes 

15 
21 
15 
11 
13 
18 
18 
6 
4 
3 
6 
8 
38 
40 

STR 5 12-
DEX 33 13-
CON 10 12-
BODY 2 11-
INT 3 12-
EGO 16 13-
PRE 8 12-
COM -2 10-
PD 1 
ED 0 
SPD 29 
REC 4 
END 4 
STUN 15 

200 kg; 3d6 [2] 
OCV: 7/DCV: 7 

PERRoll 12-
ECV:6 
PRE Attack 31hd6 

Phases 2, 4, 6, 8, 10, 12 

Total Characteristics Cost: 127 

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

Powers & Skills 

Combat Tntining: 
Combat Level~:+ 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 (SO) 

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, 1h END, Fully Invisible, No Range, 
Only vs. Electronics (45) [8] 

Martial Arts-Staff Combat, Use Art with Staff; Staff 
is default ( 1'2) 

Maneuver OCV DCV Damage 
Martial Throw +O + 1 7d6+v/5 
Defensive Strike+O +2 7d6 
Martial Block +2 +2 Block, Abort 
Healing Ability: Regeneration I BODY per Tum 

Only works when below 0 BOUY (3) 
He~ling Aid 10d6, Self Only, llequires I hour per die, 

Concentration: 1h DCV (11) [SJ 
Supcrleap +10" (IO) [l/5"),Brenkfall 13-(3) 
Electrooics 8- (I), FAM w/Spacc Vehicles 8- (1) 

Total Powers & Skills Cost: 373 

Total Character Cost: 500 

Disadvantages: l So+ 

Distinctive Features: 
No eye balls, extra thumbs, hair spiked or mohawked 

and brightly colored, etc., ( 10) 
Enraged: 

vs. Psychophants, 11·/ll- (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 ( l 0) 
Paranoid (10) 

Alien Bonus (225) 

Total Disadvantage Points: 500 

Psychophant 
Background: The Psychophant race evolved millions 
of years ago from insectlmammal ancestors on a 
planet on the other side of the galaxy. Their ancestors 
originally drained mental energy from an empathetic 
plant as 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 
energy across the cosmos. 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
out mercy, often times committing genocide for a few 
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, 
theBeduunswerealso thefirstracetoescape and fight 
back, and they have continued to do so for the last 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 the eons. The Beduunshave scored 
a few victories as well, and it is rumored that at least 
one Psychophant mother ship (out of hundreds) was 
destroyed by them. 

In the perpetual cat-and-mouse game across the 
galaxy, the Psychophantshave atlastdiscovered Earth, 
and on a temporary stop have used their vast technol- 111 
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ogy to convert humans into more of 
theirpsychiccattle. Theynowintend 
to convert as many humans as pos­
sible, steal whatever 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 
chirpswithextraordinarilydeepback­
ground hums. For the most part, 
Psychophant communication en­
tirely escapes human hearing. 

Personality/Motivation: Just as every 
colonyofBeduunseventuallydevelop 
their own personalities, so do each of 
the Psychophant mother ships. As a 
general rule, Psychophants treat their 
addiction as a necessary part oflife, 
and are willing to sacrifice any other 
raceorsocietyforit. Theyareruthless 
when it 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 Heduuns, they also 
have groups of scientists, engineers. entertainers, 
public servants, etc. in each ship. 

Powers!Tactic.11: Psychoph;ints have an unusual phy­
~iquc. lnsteaclofsleeping,Psychortrnnts restbydrain­
ing mental energy and then going inlo a euphoric 
coma-like state (the Drain Side Effect) for several 
hours. They con go a few days without it (although 
theyprrfer it every night) but begin suffering physical 
breakdown aftcrabout a week. Usually, if they don't 
drain any mental energy in over a week, they will put 
rhemselves into suspended animation via their Simu­
late Death talent, to conserve on the amount of 
mental energy available. After they begin suffering 
<la mage for lack of men ta! energy, they become highly 
prone to mad frenzies whenever they do sense mental 
powers nearby. 

Their hard chitinous natural armor protects them 
from many atracks, while t11eir pincers and claws 
m;ikc effoctive weapons as well. Each Psychophant 
carries a fence key, hut these are kept track otby 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 S' tall. Their skulls 
are transparent, revealing their trisectional brains, 
and their mouths are lined with massive black pincers 
protruding from the base of the skull. They have no 
visible auditory, visual, or olfactory organs. Their 
brninsseedirectlythrough their skulls ( forwardonly), 
ancl l'he tissue of their skulls are sensitive enough to 
registerany scents or ultrasonic sounds nearby. Their 
hands have only 3 thick, clawed fingers (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 

21 STR 11 13- 400 kg; 4d6 (2] 
OCV: 8/DCV: 8 23 DEX 39 14-

18 CON 16 13-
12 BODY 4 11 -
10 INT 0 11 - PERRoll 11-

ECV: 5 15 EGO 10 12-
15 PRE 5 12- PRE Attack 3d6 
4 COM -3 10-
18 PD 14 
18 ED 14 
6 SPD 27 Phases2, 4, 6, 8, 10, 12 
8 REC 0 

40 END 2 
40 STUN 8 

Total Characteristics Cost: 147 

Movement: Running: 6"112" 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 STR Grab 
OffensiveStrike-2 + l 10d6 
+2 DC w/Martial Arts (Already added in) 

Abilities, Skills, & Equipment of all Psychophants: 
Armor +8 PD, +8 ED (24) 
Claws: Hl<A 2xld6 (2xl lhd6 wt STR), Reduced 

Penetration (24) [3+] 
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 (Dl'ain 3dn Stun, 4cl6 END, ld6 ST!t, and 
ld6 PRE from user, relurns at a rate of 5 pnints/5 
hours) (58) [4cl 

Computer Programming 11- (3) 
Concealment, 11- (3) 
Contortionist 14- (3) 
Double Jointed (3) 
Electronics 11- {3) 
KS: Bcduuns, 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 (Sec Equipment Description) (8) 

Security l.!quipment: 
D-rupter Pistol: ER 10d6, AP, OAF (Pistol), 2 Clips 

of8 Charges, Jam 15> (25) l2x8c) 
Commando I'.quipment & Training: 

Disrupter !Ufle: EB 12d6 ,AP, OAF (HiOe), 2 Clips of 
12 Charges, 15> Jam (33) (2xl2cl 

Psidar (Hand-Held) (Sec Equipment lJescription) 
(21) 

Combat Pilot 14- (3) 
Tactics 12- (+2), Tracking 12-(+2) 

Disadvantages: 150+ 

Dependence on: 
Draining Mental Powers (Uncommon, 3d6 every 

week, 3d6 every year when in Simulate Death) (0) 
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- ( l 5) 

Physical Limitation: 
Completely unfamiliar with ll.i rth culture (20) 
Deaf except for Ultrasonic Hearing (10) 

Psychological Limitation: 
Hunts Bcduuns ( 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 he is completely ruthless about his 
business. As might be expected, he is the most hated 
of all Psychophants among both Bcduuns and hu­
mans. He treats humans even worse than he does the 
Beduuns because he docs not believe then worthy 
opponents nor pnrticularly intelligent. 

Grog has not been deprived of draining mental 
energy 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 
not have many Psychophant friends, and gets almost 
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 he is in a bad mood. Note that 
it has no effect on Psychophants because their armor 
protects them, and it has to be carefully aimed at the 
bare skin of Beduuns in order for the blast not to be 
absorbed by their Hex-Mail armor. 

Appearance: Grog is 5'5" tall--large by Psychophant 
standards--and relatively muscular. He always wears 
his silver forearm stunner on his left arm, and usually 
has 2 or 3 slave attendants with him at all times. 
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Grog (Psychophant First Sergeant) 
Val CHA Cost 

30 STR 20 
26 DEX 48 
25 CON 30 
15 BODY 10 
16 INT 6 
18 EGO 16 
25 PRE 15 
4 COM -3 

25 PD 19 
25 ED 20 
6 SPD 24 
11 REC 0 
50 END 0 
50 STUN 7 

Roll 

15-
14-
14-
12-
12-
13-
14-
10-

Notes 

1600kg;6d6 [3) 
OCV: 9/DCV: 9 

PER Roll 12-
ECV: 6 
PRE Attack 5d6 

Phases 2, 4, 6, 8, 10, 12 

Total Characteristics Cost: 212 

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

Powers & Skills 

Combat Training: 
Combat Levels: +3 Levels w/ all Combat (24) 
Mart ial J\rts ( l fl) 
Maneuver OCV DCV fJ11111age 

Mart ial Grab -1 -1 50 !>TR Crab 
Offensive Strike -2 + l 12d6 
Martial Throw 0 + 1 8d6 +v/5 
Martial a~rnpc 0 O 55 STU Escape 
+2 DC w/Martial Arts (Already added in) 

Abilities, Skills, & Equipment of all Psychophants: 
Armor +lOPD, +10 ED (30) 
Claws: HKA 2xld6 (2x2d6 w/ ST!t), Reduced 

Pt:11t:tration (24) [3+1 
Psi Drain: Drain 7i.l6 Return 5 Points/5 Hours), 

Affects one mental powers at a time, Continuous, 
Pt:netrating, Concentration: 0 DCV throughout, 
Extra Time:+ l Phase. 4 Charges,Act 14-, Side 
Effect (Drain 3d6 Stun, 4d6 END, I d6 STR, and 
ldl5 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) 
Ele<:t rnnics 13- (7) 
KS: Beduuns, 11- (2) 
KS: Psyd10phant Culture and History, 11- (2) 
Medianics 12- (5) 
Simulate Death (3) 
Trans J•AM 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 

Charges, Does not work in water. Beam attack 
only (no spreau/bounce, full force only). 
Reduced by Range (30) f 8c I 

Mental Defense: 14 ( 10) 
Psidar (Hand-Hdd) (See Equipment Description) (21) 
Combat 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 (Uncommon, 3d6 every 

week, 3d6 every year when in Simulate Death) (O) 
Distinctive Fei1tures 

Transparent Skulls, Trisectional Brains, Pincers, 
Natural Exoskeleton etc. 

Hunted by: 
Beduuns, 8- (5) 
U.S-GovemmentScientists, 11-(15) 

Physical Limitation: 
Complctclyunfumiliarwith Earth culture (20) 
Deaf except for 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- 1200 kg; 5lhd6[31 
OCV: 8/DCV: 8 24 DEX 42 14-

24 CON 26 14-
14 BODY 8 12-
18 INT 8 13- PERRoll 13-

ECV: 7 21 EGO 22 13-
27 PRE 17 14- PRE Attack 5d6 
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 +l 12d6 
ChokeHold -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 2xld6 (2x2d6 w/ STR), Reduced 

Penetration (24) [3+) 
Psi Drain: Drain 7d6 Return 5 Points/5 Hours), 

Affects one mental powers at a time, Continuous, 
Penetrating, Concentration: O DCV 1hroughout, 
Extra Time:+ I Phase, 4 Charges, Act 14-, Side 
Effect (Drain 3d6 Stun, 4d6 END, ld6 STR, and 
ld6 PRE from user, returns at a rate of 5 points/S 
hours) (58) (4c) 

Mental Awareness (3) 
Ultrasonic Hearing (3) 
Computer Programming 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 
hoth take damage, 2" Range (22) [5) 
EB 5d6, 2" Range, No KB (10 [5) 

Energy Rracer: (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 Cullure8- (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, l l-/ 8-

(10) 
Hunted by: 

Beduuns, 8- (5) 
U.S. Government Scientists, 11- (15) 

Physical Limitation: 
Completely unfumiliar with Earth culture (20) 
Deaf except for Ultrasonic Hearing (10) 

Psychological I.imitation: 
Hunts Ilcduuns (15) 
Hatred for Beduuns (15) 
Honorable (20) 
Overconfidence (15) 

Re1111tntion: 
among Slaves as honorable, 11- ( 10) 

Watched by: 
the Captain, 14- (15) 

Villain Bonus (198) 

Total Disadvantage Points: 518 
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Kzak 
(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 where she can hear humans 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 lheyare,an<loften keeps Grog from injuring 
or killing I hem. Sheisalittle less interested in humans, 
however, and just tries to keep them alive most of the 
time. 

She is also in charge of Psychophant discipline, and 
is just as likely to use her whip on a Psychophant as a 
slave. Relatively speaking, however, she is fairly well 
liked among the Psychophants, nnd respected (and 
hated) among tbe slaves. She takes her job aboard 
ship very seriously, and to avoid trouble she has 
developed a remarkably honorable atlilude. Her word 
is her bond {even when dealing with humans like Ra), 

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 have it every 
night or she will take damage. 

Powers/Tactics: Kzak keeps a 12 foot long metallic 
whip with her at all times, and a large metal bracer on 
her left forearm. The whip is designed almost exclu­
sivelyforcausingpain,and doesnotmake a very good 
combat weapon. She has gotten very proficient at 
using it to lasso or grab opponents over the years, 
however. The bracer on her arm can generate small 
ficldsofencrgyforshortperiodsoftimewhcnevcrshe 
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 She keepshermetallic whip 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. 

I.am-Par 
(Pttychophant Captain) 
Personality/Motivation: Lam-Par has been the leader 
of this mother ship as long as anyone can remember. 
He has had twelve First Se.rgeants, five First Officers, 
and literally hundreds of attempts on his life. He is by 
far the oldestPsychophantanyone has ever heard of, 
and his command is unquestioned within the ship. 
He has become gradually senile and remarkablypara­
noid over the decades, and he has also become as 
addicted as Kzak to mental energy. 

He believes he has survived this long because of his 
incredible caution, and whenever he isn't planning 
long range goals for his mol her ship, he is constantly 
seard1i ngfor De<l mm assassins or rebellion, and check­
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 
without her knowing. He is much more friendlywith 
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 has also devoted a significant amount of his life 
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 ready for whatevc~r 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. 



He has 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 future conquests, ;iboul ways to further ge­
netically enhance his own body, and about affairs 
within tJ1e ship. 

Lam-Par keeps himself surrounded with a circle of 
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. 

L-im-Par lrns developed such a hatred and para­
noia of Beduuns over the years, that he would kill 
them all instantly if he could figure out how to keep 
their mental energy. lfit ever looks like a successful 
rebellion could tum his ship over to the Beduuns (or 
worse yet, geneticall yunderdeveloped humans), than 
hewillgostraighttotheship'senginesorcomputerto 
sctthesdf-destrucl mechanism. 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 
th.roughout time. When he was young it was his wit 

and skill that evaded them, but over time he has had 
improvements surgically or chemic;illy added to his 
body, making him much harder lo kiU. His armor has 
been reinforced considerably, although it is much 
more brittle and prone to cracking than it used to be. 
Glands that secrete fou l 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. His body has always had remarkable healing 
abilities which have been enhanced over the years, 
and he is 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 (It is 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 
fight for him. Iffoced with a severe combat disadvan­
tage, he will burrow through the walls of the ship, 
caving them in bd1ind him nnd 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 
ilieir approach. 

Notethatwithhis Damage Reduc­
tion, Regeneration, and incredible 
defenses, Lam-Par wiU be virtually 
impossibletokillquickly.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 rea11y 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 set of arms 
are as massive as ilie 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] 
OCV: 8/DCV: 8 25 DEX 45 14-

28 CON 36 13-
20 BODY 20 11-
23 INT 23 11- PERRoll 14-

ECV: 7 22 EGO 24 12-
35 PRE 25 12- PRE Attack 7d6 
4 COM -3 10-

25 PD 18 
25 ED 19 
7 SPD 35 PHA 2, 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 Lev<"L>: +3 Levels w/ all Combat (24) 
Martial Arts {16) 
Maneuver OCV DCV Damage 
MartialGrab -I -1 +5SSTRGrab 
O[ensive Strike -2 + 1 I '1d6 
+2 DC w/Martial Arts (Already added in) 

AbiJities, Skills, & l!quipmcnt of aJl Psychophants: 
Psi Drain: Drain 7d6 Return 5 Points/5 Hours), 

Affects one menial powers at a time, Continuous, 
Penetrating, Concentration: 0 DCV tluonghout, 
Extra Time: +I Phase, 4 Charges, Act 14- , Side 
Effect (Drain 3d6 Stun, 4d6 END, I d6 STR, and 
1 d6 PRE from o.o;er, returns at a rate of 5 points/5 
hours) (58) l4cJ 

MentaJ Awareness (3) 
Ultrasonic He;iring (3) 
Computer Programming 15- (5) 
Concealment, 14- (3) 
Contortionist 14- (3) 
Double Jointed (3) 
Electronics 12- (5) 
KS: Beduuns, 12- (3) 
KS: Psychuphant Culture and History, 12- (3) 
Mechanics 11- (3) 
Simulate Death (3) 
Trans FAM w/ Space Vehicles (1) 
Steahh, 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 Tum (10) 
Damage Reduction 25% Non-Resistant Physical & 

Energy (20) 
Extra Limbs: 4 Arms (5) 
Clinging (IO) 
Tunneling 4" though DEF 11, Close tunnel behind, 

x3 END (30) [3/5"] 
Running +2" (4) (115") 
Knockback Resistance: -3 ( 6) 
High Range Radio Hearing, Only vs. Radar (I 0) 
Crown of Hiding: (OAF) 

Invisibility to Mind Scan, Spatial Awareness, 
and Radar, 0 END, Persistent, Won't work in 
water (18) [OJ 

KS: Earth Culture 8- (IO English, 
Basic Conversation) (1) 

Navigation 17- (9) 
Oratory 16- (3) 
Persuasion 17- ( 5) 

Total Powers & Skills Cost: 391 

TotaJ Character Cost: 656 

Disadvantages: ISo+ 

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: 
Mo~tly uof.tmiliar 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 (IO) 
2x STUN from Poison/Chemical Attacks (20) 

Villain Bonus (220) 

Total Disadvantage Points: 656 



Vehicle Descriptions 

Psychophant Shuttle 
Val CHA Cost Roll Notes 

60 STR 0 21- 100 tons 
20 BODY 0 13-
14 DEF 36-
21 DEX 33 13- OCV: 7/DCV: 7 
5 SPD 19 Phases3,5,8, I0, 12 

Total Characteristics Cost: 88 

Movement: Flight: 25"/800" FTL: 4 LY/Year 

Powers & Skills 

Disrupter Cannon: (OlF) 
RKA 3d6, Penetrating, AE 1 Hex, Bulky, Only fires in 

frontal 60° Arc (-'h) (36) [9) 
Flaming Fences: x2, AE 35", any shape, see Equipment 

Description (69) 
Small Snowbird Generator, 30" Radius, see Equipment 

Description (90) 
Invisibility to Radar & Sonar, IlF, Bulky, Full phase to 

activate ( 11) [ 3) 
Vehicular Psidar, see Equipment Description {31) 
No Ground Movement (-12) 
Size Increase 1 O"xS", DCV -6,-10" KB, Mass 100 tons (SO) 
Flight 25", x32 NonCbt Multiple; 1500 MPH (70) 
FTL Travel4 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, Caunters Range Mods to 32.000" or 37 
Miles (38) 

Life Support: Sealed Systems, Immune to Radiation, 
Heat, Cold, Varnum (19) 

Batteries: Two 60 END Batteries with 20 REC, OIF, 
Bulky(18) 

Computer System: 
Val CHA Cost 

25 INT 15 
21 DEX 33 
5 SPD 19 

Powers & Skills; 

Combat Pilot 13- (3) 
Computer Programming 14- (3) 
Cryptography 14- (3) 
Electronics 12- (5) 
KS: (All on 12-), Galaxy.Solar System, Psychophant 

Ships, Bcduuns, Earth ( 15) 
Mechanics 12- (5) 
Navigation 14- (9) 
Paramedic 14- (3) 
SecuritySystems 14-(3) 
Sensors Operation 14- ( 3) 
SS: (Allon 12-), Math, Physics, Nuclear Physics (9) 
Trans FAM w/St.arships (1) 
Universal Translator 14- (20) 
Programs 

Pilot Ship Prom A to B (Navigation) (I) 
Diagnose Malfunction (Sciences, Electronics, 

Mechanics) (I ) 
Translate Language (Univers.11 Transl;itor) ( l) 
Monitor Systems (Security Systems) ( l) 
Diagnose Injury (Paramedic) ( 1) 
Decode/Encode Message (Cryptography) ( l) 
Search Reference Material (KS & SC) (I) 

Disadvantages: 150+ 

Watched by: 
Mother Ship, 8- (10) 

Hunted by 
U.S. Government Scientists, 11 - ( 15) 

Bonus: 520 
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PsychophantShuttle 
Psyd1ophantShutdes wereoriginally 

designed as troop transports, but have 
since been modified to carry mindless 
human psychics to the mother ship 
and minerals, technology, and weap­
ons back to Earth. When transporting 
psychics, both the Snowbil'd Genera­
tor and one of the flaming Fences are 
kept onat all times. The Flaming Fence 
is shaped to form imlividual cells in­
side the shuttle, separating the prison­
ers. Note thatwhiletheSnowbird Gen­
erator dampens mental powers, the 
Mental Defense generated by it will 
also providesome small defense against 
some of the Flaming Fence's effects. 
The shuttlcis armed with a singlesmall 
disrupter cannon that can fireonlyin a 
60CJarcdirectlyin frontoftheship.1be 
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 ra1J1er 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 EWIX-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 whole area 
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 
cells or as a type of damage shield around the surface 
of the ship. This ship is by far the fastest and most 
maneuverable in an almosphere, and also the biggest 
of the 3 types of Psychophant small craft. 



Psychophant Eliminator 
Val CHA Cost Roll Notes 

70 STR 0 23- 400tons 
22 BODY 0 13-
20 DEF 54 
21 DEX 33 13- OCV: 7/DCV: 7 
7 SPD 39 PHA 2, 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'hd6, Penetrating, AE 1 Hex, Y.i END 

Cost, Bulky, Only fires in frontal60° 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 (-Y.i on autofire), Autofire can 
only hit once (-1 1A on autofire}, May only be 
fired at detected psychics (-1), 8 Racks of5 
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", xl6 NonCbt Multiple; 3000 MPH (155) 
FTL Travel 1 LY/Year (10) 
Invisibility to Radar & Sonar, HF, 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) 

Computer System: 
Val CHA Cost 

25 INT 15 
21 DEX 33 
7 SPD 39 

Powers & Skills; 

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) (I) 
Translate Language (Universal Translator) (I) 
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: l 5o+ 

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 

55 STR 0 20- 50tons 
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" Ground: 6"/12" 
FTL: l LY/Year 

Powers & Skills 

Size Increase 8"x4", DCV -6, -9" KB, Mass 50 tons ( 45) 
Flight 25", x8 NonCbt Multiple; 300 MPH (60) 
Flight: +20", xl6 NonCbt Multiple ( +475 MPH), 2 

Continuing Charges, each last for 5 minutes, OAF 
(External Fuel Tanks), Bulky (22) 

FTL Travel I LY/Year, Jam 15>; Must Reactivate every 
hour, +l Phase lo A<:tivate (3) 

Radar Sense, OIF, Bulky (7) 
High Range Radio & TY H~aring and Transmission 

OIF, Bulky (5) 
+24 Telescopic Sense for Sight & Radio Sense Group 

OU:, 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 Sd6, 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) 

SS: 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) 

Disadvantages: 150+ 

Distinctive Features: 
One of a kind (15) 

Public ID (IO) 

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 
fud tanks for the extra thrust needed to escape the 
Earth's gravity, and then drops them off above the 
atmosphere. The FfL travel is not installed perfectly, 
and the computer software that accompanies it is 
questionable. After every hour the FTL travel is active, 
theshipmuststopandrecalculateitscourse. The 14-
Activationrollmustbemadeeveryhour,andafailure 
indicatesldlOwastedminutestorecalculatedataand 
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 center is also provided, as well 
as tinted windows for comfortably observing the 
cosmos. 

Equipment Description 
There are several pieces of special equipment asso­

ciated with the Psychophants. They are covered in 
this section. 

Snowbird Generator (Mother Ship) 
Suppress 20d6, Affects alJ Mental Powers ( +2), Area 

Effect 120" (+I 'h), 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 Yi), 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, I Continuous 
Charge lasts for 5 hours, 6ve minutes to activate. 
Linked, Only works vs. cameras (3) 

Snowbird Generator (Small) 
Suppress 20d6, Affects all Menml Powers (+2), Area 

Effect 30", OAF, Bulky, 1 Continuous Charge lasts 
for I 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), OAF, Bulky, 1 Continuous 
Charge lasts for I day, five minutes to activate, 
Linked, Only works vs. cameras (-2) (3) 

Snowbird Generators are designed to reduce the 
psychic powers of the Psychophants' enemies. 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 't want it protectingthe Bed uuns 
as well. The mother ship does not utilize the mental 
protective field at all for this very reason. 

The EW/X-RayEmitterhas been recently added as 
part of 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 cannot be captured on regular 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 Miuutes to warm up, Always the same 
(Invisible Radiation/Fusion Wall)(-I), Max Damage 
hefore defenses = INT+EGO+PRE of target (- 1) (75) 

Flaming Fence (Standard Vehicular) 
Mental Illusions 20d6, AE either 140" Line or 35" Any 

Shape (+I), Continuous, 0 END, OlF, llulky, No 
Range, 5 Minutes towarmup. Always the same 
(Invisible Itadiationlfusion Wall)(-!), Max Damage 
before defenses = lNT +EGO+ PRE of target (-1) (64) 

Flaming Fences are fields of energy set up between 
two generators thatareon the same frequencyasmost 
intelligent species' brainwaves. In effect, it creates an 
imaginary pain and fear in the minds of those who try 
to pass through it. Because it was designed for intel­
ligent brain patterns, them ore developed the mind of 
the victim, the more damage they take. 

As someone reaches the very edge of the area effect, 
the mental illusion will place the sensation of heat and 
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 
thisMentallllusionwillbeaboutl4d6NDamageand 
excruciating pain. This is usually enough to Stun or 
Incapacitate most who would try to pass through the 
fence. The maximum amount of damage a victim can 
take, however, is equal tothesumofits INT, PRE, and 
EGO for STUN damage, and 1/3 of that for BODY 
damage. For the averageBeduun this is 48 STUN and 
16BODY. This means that no matterwhatdamageis 
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" stereotype might be able toeasilypass 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
dering aimlessly through them. While the Illusion 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 

works vs. the Mental Illusions of a Flaming Fence 
(-2), I 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 Uke dear 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 
eight hours, 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 
is found (unless, of course, Grog has some other sick 
punishment in mind) 

FenceKeysworkbysettingupanfieldofconstantly 
changing frequencies to keep out the transmissions 
from the Flaming Fences. Unfortunately, the power 
differences are such that a Fence Key will bum itself 
out in 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. They also will always 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, Telc.~copic ( +6 vi;. Range 
Penall ics, 32''), OAF (Scanner) (21) 

Psidar (Vehicular) 
Detect Psy<'hics, Discriminatory, 360°, Range. Sense +5 

to Perception Rolls, Telescopic ( +28 vs. Range 
Penalties, 65,500", 74.5 miles), Act 14-, OIF, Bulky 
(31) 

Psidar (Mother Ship) 
Detect Psychics, Discriminatory, 360°, Range, Sense + l 0 

to Perception Rolls, TclcSl:opic ( + 116 vs. R:mge 
Penalties, I. I million trillion", 1300 Light Years), 
OIF, Bulky (109) 

Within the fir~t three generations of conflict be­
tween the Bcduuns 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 variety weighs just around 3 kg, the 
vehicular varicly being the same on all f>sychophant 
small craft and being about I" long and wejghing 
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 
(Slick, Tel, Ladder Walker, etc.), ancl can be tuned lo 
detect only those, or ona wider frequencytodetectall 
creatures with any type of psychic potential. More 
often than not the P.sidarsarekepton the wider band, 
because each Ops appears differently on it. 

As of yet lhe .Becluuns have discovered no way to 
hide themselves from this scanning, nor have they 
learned how to detect when they are being scanned. 
Note that e~en when the Bcduun Doormen teleport 
entire colon ies llOO Light Years away, lhal is stiJJ 
within range of the mother ship Psidar. 



• Creates Hero System characters swiftly and easily 
• Professional quality printouts 
• Supports all 4th Edition Hero System abilities 
•Requires PC or compatible, DOS 3.1 or higher, 
512K RAM, EGA/VGA graphics, hard drive, mouse. 

Current HeroMaker Owners! 

Upgrade To HeroMaker 
Version 2.0 For Only $10! 

NEW! 
Features Include: 
• Customizable lists 
• Partially Limited Powers 
• User Definable CHA Maxima 
• Full text support 
• New Package Frameworks 
•Vehicles, Bases, Computers & more! 
• Custom Martial Arts Maneuvers 
•Load data from existing characters 
•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 
to: 

Hero Software, Inc. 
Dept.O 
P.O. Box699 
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. 

HERO™ 
SOFTWARE 



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.\0o 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: 
P.O. Box 1605, Charlottesville, VA 22902 

Feedback, Iron Crown Enterprises, 

Name: ________________ _____ _ 

Street Adress: - --- ----------- --­
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 
l.C.E.'s advanced Fantasy Role Playing Game system, 

Rolemasteris a complete set of the most advanced, 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 vast planet of scattered 
isles and lost realms, each land isolated by forces both 
tangible and supernatural. Not only is it a rich fantasy world 
unto itself, but it allows the GM to insert it into his Rolemaster 
campaign whole or in 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, Cyberspace is 
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 (BSt) is a skirmish-style fantasy miniatures 
game. Each figure represents one person or creature. Simple 
rules regulate small-scale miniatures battles ancl mass battles 
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 BSt box 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 Ed/t/on(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 before! 

#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 Silent Death 
Unleaded"' (#7000) for $20.00. 

#450 - Chnmpions8 

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 your imagina­
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 play 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 here! This 
jam-packed 224 page tome includes a complete superhero 
team provided for instant fun. The revised HERO system is 
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 eombat, and setting up 
a fantasy campaign. Dozens of fantasy weapons, hundreds 
of spells, quick chatacter design templates, and new ready· 
to-run scenario ideas are also included. 
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These ffne products are sold at better retell outl8la wortdwlda.. 
Avallab!Jt at better game stores - or o~ horn 

ICE, Inc. P.O. Box 1605 Charfottesvifle Va 22902. USA. Pp~ 
are subJect to.afferallon wlthOut prkll' notice. VIU I 

MASTERCARD orders (&11d tatafog request&) Call .(800) 325-
0479. Va resJ~nts, Canadians and ovemeas culiamers~Clllll 
(804) 295·3917 t. ~Jease make phone orders during buain~ 

hours: 9am-5pm, Eastern Standatd Time, Mo~Fri. Call or Wrtta 
for a free calalogP 



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 

playing system. Extensivelyrevisedandimproved, the HERO 
System is intended to be intuitive -that is. all the rules follow 
from a few simple 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 
Every creature, 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 
subscriptions. 

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 
Western Hero is the definitive campaign book for adventures in 

the Wild West using the universal HERO System. 

Ninja Hero"' $17.00 
Ninja Hero is the definitive martial arts source book for the HERO 

System and is equally useful for Heroic and Superheroic cam­
paigns. 

Cyber Hero,.. $20.00 
Cyber Hero is HERO System campaign supplement fort he near 

dark future. Includes a fully developed cyberpunk setting: timellne, 
scenarios, adventures seeds, package deals, special combat rules, 
equipment lists, etc. 

Dark Champions"', Heroes of Vengeance $20.00 
The ulti!"}.Flte (ihampions campaign sourcebook for the twilight 

world of vigilante superheroes who walk the line between justice 
and vengeance! 

Supplements for Champions 
Kingdom of Champions"' 
Champions in 3·0™ 

Allen Enemies' .. 
Road Kill™ 

Classic Organizations™ 

European Enemies''" 
Champions Presents #1' .. 
Champions of the North"' 
Normals Unbound"" 
Champions Universe' .. 
High Tech Enemies' .. 

Champions Presents #2™ 
VIPER',. 

Shadows of the City' .. 
Allies"' 
Mutant File' .. 

Creatures of the Night, Horror Enemies''" 

Justice Not Law™ 

$18.00 
$16.00 
$12.00 

$7.00 
$18.00 
$13.00 
$14.00 
$14.00 
$13.00 
$18.00 
$13.00 
$15.00 

$20.00 
$15.00 
$13.00 
$13.00 
$13.00 
$15.00 

Underworld Enemies'" $13.00 
More villians tor your Dark Cf1amplonsgamel 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· 
men!. 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 limits. 

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 profil?All facets of corporat ions are covered, from organization 
and goats to proxy fights and takeover bids. Bring the super­
powerep 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 the fighting 
arts. This is the first in a new series of sourcebooks that provide 
players and gamemasters the best ways to build incredible charac­
ters of a certain type for any Hero System™ game. 

These Hne products are sold al .,..er re. Outlot& 
womtwtde. - or order from: 

ICE, Inc. P.O. Box 16b5 Cha~ Va 22902. USA; 
Prices ate subject te atttlf1dlon wlthoutprtornotlc-... 

VISA & MASTERCARD orders (and catalog requeets) caff 
(800) 325-0479. Va residents, Canadlans·andoverseaa 

customers call (804) 295·3917. Pleaae make ptione orders 
during business hours: 9am-5pm. Eastern ·stanetard Time, 

MoN•Fri. Cflll or Write tor a fnte catalogl 
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