


INTRODUCTION 

MARVEL UNIVERSE BRIEFINGS: 
The X-Men 

Xavier's Dream 
The History of the X-Men 

X-Men 
Alpha Flight 
New Mutants 
X- Factor 
Excalibur 
X- Force 
Generation X 
X-Corps 
X-Statix 
Xavier Institute 
X-Corporation 

Homo Superior 
" Die, Mutie Scum!" 

CHARACTER PROFILES 
A narchist 
Apocalypse 
Archangel 
Avalanche 
Banshee 
Bishop 
The Brood 
Caliban 
Callisto 
Cannonball 
Captain Britain 
Cassandra Nova 
Chamber 
Colossus 
Fabian Cortez 
Cypher 
Dazzler 
Dead Girl 
Domino 
Doop 
Exodus 
Forge 
Emma Frost 
Gateway 
Havok 
Husk 
Iceman 
Jubilee 
Juggernaut 
Lady Deathstrike 
Lifeguard 
Longshot 
M 
Magik 
Marrow 
Meltdown 
Mimic 
Mister Sinister 
Moonstar 
Multiple Man 
N ightcrawler 
Northstar 
Omega Red 
Onslaught 
Orphan 
Polaris 
Professor X 
Psylocke 
Pyro 
Sage 
Sauron 
Sentinel 
Shadowcat 
Slipstream 
Stacy X 
Nathan Summers 
Rachel Summers 
Sunfire 
Sunspot 
Thunderbird 
Venus Dee M ilo 
Warpath 
Wolfsbane 
Xorn 

l 

l 
1 
1 
2 
3 
4 
4 
5 
5 
6 
7 
7 
7 
7 
8 
8 

9 
9 
9 

10 
10 
11 
11 
12 
12 
13 
13 
14 
14 
15 
15 
16 
16 
17 
17 
18 
18 
19 
19 
20 
20 
21 
21 
22 
22 
23 
23 
24 
24 
25 
25 
26 
26 
27 
27 
28 
28 
29 
29 
30 
30 
31 
31 
32 
32 
33 
33 
34 
34 
35 
35 
36 
36 
37 
37 
38 
38 
39 
39 
40 
40 

GROUP PROFILES 41 
Xavier Institute 41 
Acolytes 41 
Morlocks and Gene Nation 42 
Sentinels, Mastermold, Nimrod, Bastion, 

Bolivar & Larry Trask 42 
Demons 43 
Miscellaneous Humans 43 

Graydon Creed, Henry Gyrich, 
Cameron Hodge, Ka-Zar, Senator Kelly, 
Or. Moira MacTaggert, Reverend Stryker 

ACTIONS AND MODIFIERS 44 
New Actions 44 
New Options for Existing Actions 48 
New Modifiers 49 
New Options for Existing Modifiers 51 

SUPPLEMENTAL RULES AND 
CLARIFICATIONS 52 
General Note on Variations of Powers 52 
Making up Knowledge-Based Actions 52 
Combining Two or More Action Boxes 

into One Action Box 52 
Space Considerations, Specialties & Lines 52 
Options Taken as Actions 52 
Variable Advantage Costs 52 
Cost Levels 52 
"Starting Stones" in Different Campaigns 52 
Team Wealth Ratings 53 
New Advantages 53 
New Disadvantages 53 
New Challenges 53 

GAMESMASTER SECTION 54 
Pricing Masteries 54 
Combining Effects-A Rough Guideline 54 
Need an N PC? 54 
Chai lenges in Our Profiles 54 

CREATING YOUR OWN TEAMS OF NPCS 55 
Team Attributes 55 
Team Postitons 58 

Why These Are Positions Not "Classes" 58 
Close Fighters 58 
Ranged Fighters 61 
Scouts 63 
Masters 63 
Support 64 
Influence 66 
Other 66 

Team Descriptions 66 
Acolytes 66 
Brotherhood of Evil Mutants 67 
Hellfire Club 6 7 
Horsemen of Apocalypse 68 
Marauders 68 
Morlocks 68 
Reavers 69 
Savage Land Mutates 69 

How to Create a Team: The Wolves 70 

ADVENTURE BRIEFINGS 71 
The Xavier Institute for Higher Learning 71 

Interior Map of Xavier lnstitute 
for Higher Learning 72 

Interior Map of The Danger Room 73 
Savage Land and Pangea 74 

Area Map of Savage Land and Pangea 74 
Detail Map of a River Valley 

in Savage Land 75 
Asteroid M 76 

Cutaway View of Asteroid M 76 
Interior Map, Cutaway of Asteroid M 77 

Ge nosh a 78 
The Morlock Tunnels 80 

Setting 80 
The Market Place 80 
Plot Hooks 81 

MURPG ISSUE #2: 82 
Unrest Underground! 
A Marvel Universe Roleplaying Game Adventure 

APPENDIX A: WEAPONS 
APPENDIX B: VEHICLES 
APPENDIX C: EQUIPMENT 
PLAYTESTERS/CREDITS 

93 
93 
94 
94 

MARVEL ENTERTAINMENT 

CEO & GENERAL COUNSEL 
Allen Lipson 
CHIEF CREATIVE OFFICER 
Avi Arad 
PRESIDENT CEO, TOY BIZ 
A lan Fine 
EVP OPERATIONS AND CID 
Gui l<aryo 
CHIEF FINANCIAL OFFICER 
Ken West 
EVP SALES, TOY BIZ 
Ralph Lancelotti 
VP HUMAN RESOURCES 
Mary Sprowls 

PUBLISHING GROUP 

PRESIDENT & COO PUBLISHING, 
CONSUMER PRODUCTS & 
NEW MEDIA 
Bill Jemas 
EDITOR IN CHIEF 
Joe Quesada 
MANAGING EDITOR 
David Bogart 
DIRECTOR OF OPERATIONS 
Sangha Byun 
PRODUCTION DIRECTOR 
Dan Carr 
MARKETING COMMUNICATIONS 
MANAGER 
Michael Doran 
MANUFACTURING PRODUCT 
SPECIALIST 
Fred Pagan 
MANUFACTURING MANAGER 
Christine Slusarz 
MANUFACTURING 
REPRESENTATIVE 
Stefano Perrone, Jr. 
EDITOR 
Mark D. Beazley 
ART DIRECTOR 
Matty Ryan 
FRONT COVER DESIGN 
Jeffery Suter 

ADVERTISING-PROMOTION­
RETAIL SALES 

EXECUTIVE VICE PRESIDENT/ 
CONSUMER PRODUCTS, 
PROMOTIONS, AND MEDIA SALES 
Russell A. Brown 
ADVERTISING SALES 
Sara Beth Schrager 

FOR QUESTIONS AND COMMENTS ABOUT THE 
MARVEL UNIVERSE ROLEPLAYING GAME, 

VISIT MARVEL.COM/MURPG 

MARVEL UNIVERSE ROL£PLAYING GAME: GUIDE TO THE 
X-MEN . First printing 2003. ISBN# 0-7851-1035-6. 
Published by MARVEL COMICS, a division of MARVEL 
ENTERTAINMENT GROUP. INC. OFFICE OF PUBLICATION: 10 
East 40th Street, New York. NY 10016. Copyright © 2003 
Marvel Characters, Inc. All rights reserved. S19.99 per copy 
In the U.S. and S32.00 in Canada (GST #R127032852)· 
Canadian Agreement #40668537. All characters featured In 
this publication and the distinctive names and likenesses 
thereof, and all related indicia are trademarks of Marvel 
Characters, Inc. No similarity between any of the names. 
characters, persons, and/or institutions in this publication 
with those of any living or dead person or institution Is 
intended, and any such similarity which may exist is pure!~ 
coincidental. Printed In the U.S.A. STAN LEE, Chairman 
Emeritus. For information regarding advertising In Marv~ 
Comics or on Marvel.com, please contact Russell Brown. 
Executive Vice President, Consumer Products, Promotions 
and Media Sales at 212-576-8561 or rbrown@marvel.com 

10 9 8 7 6 5 4 3 2 1 



The New X- Men: Beast, Emma Frost, Wolverine, 
Jean Grey, Professor X, Cyclops 

INTRODUCTION 
\ Velcome to the first supplentent to the Marvel Universe 

Roleplaying Game, A Guide to the X-Men. Over 40 years ago, 

Stan Lee and Jack Kirby invented a misfit group of 5 mutant 

teenagers led by a bald guy in a wheelchair. Today, the X-Men 

are the most popular Super Hero group of all time. 

This su pplement provides over 60 new character profiles of 

.:he X-Men , their allies and their enemies. It features a new NPC 

Team Generator that will allow you to create an unlimited 

n umber of teams of adversaries. It includes the second 

~II-length Marvel Adventure Issue, Unrest Underground, 

as well as briefings on four other new locations for your 

.:idventures. Plus you'll find new Actions, new Modifiers, new 

Advantages, Disadvantages and Challenges, new Equipment 

1Sts and more. Please keep in mind that this supplemen t isn't 

:i game in itself: In order to play the Marvel Universe 

Roleplayir1g Game, you 'll also need to have a copy of the 

, 1arvel Universe Roleplaying Game Guide. 

Well, that's abou t it for the introdu ction. So, without 

'l.lrther ado, may we present: 

XAVIER'S DREAM: THE HISTORY 
OF THE X-MEN 

Sworn to protect a world 
that hates and fears them ... 

.. o r every dream, there is an equal and opposite nightmare. 

For Professor Charles Xavier, the dream was of a world 

·here mutants might live in peace with normal humanity. 

For Charles and the rest of humanity, the nightmare came in 

.he person of a friend known as Magnus Lehnsherr, a fellow 

-nutant who believed that mankind was incapable of living 
-t p eace w ith anyone, let alone with its genetic superiors. 

When Magnus was a child, he watched as his family 

and everyone else he loved were killed in concentration 

-:amps by those that claimed to be a master race of 

superior humanjty. His view of humanity having any sort of 

goodness within them was obliterated at thIB young age. 

Magnus became Magneto, using his Mastery of Magnetism 

to set himself up as a conqueror, believing war and slaughter 

necessary for peace. Magneto dauned that mutants should 

subdue and rule humanity . 

A line was drawn in the sand between these two men, 

and a battle began that would span generations to follow. 

Charles Xavier, more than "just a mutant," was a humanist. 

He believed in the inherent goodness of man. He believed that 

given time, mankind would come to see the need for equality 

and embrace peace with mutants, as it had before with the 

races and hues that made one man different from another. 

But Charles also knew about fear. That these strange powers 

and appearances would fuel the fears and superstitions that 

already existed in human hearts. He knew that people would be 

afraid of a neighbor's abilities if that neighbor coul d destroy 

a block with a glance ... or kill a loved one with the exhaling 

of a breath. Xavier also knew that those deemed mutants 

themselves would be frightened by their new powers. 

And so, in the hopes that education and enlightenment 

was all that mankind needed to quell these fears, Professor X 

(as he was now called) established the Xavier School for Gifted 

Youngsters on rus estate in Westchester, NY. Trus was a school 

where he hoped to teach young mutants how to deal with what 

they'd become. A place where they might learn how to use 

their abilities, where the accidents they caused might be 

contained, where confidence might grow and hope might 

be nourished. And a place that might hide the X-Men from 

those , .. ,hose fear of them would destroy any hope of Xavier's 

dream becoming a reality. 
Xavier did not create the X-Men to fight for peace. 

He created them to fight Magneto and all those who would use 

their power to subjugate homo sapiens. 



The first X-Men included Jean Grey (the 
telepathic and telekinetic Marvel Girl), Scott Summers 

(Cyclops, who propelled concussive force blasts out of his 

eyes), Hank McCoy (the superhumanly agile and athletic 
Beast), Warren Worthington (the winged Angel) and Bobbie 

Drake (the cold warrior known as Iceman). The X-Men first 

appeared in public when they battled Magneto, the Master of 

Magnetism and now a mutant terrorist. He had captured the 

American missile base at Cape Citadel and was holding 

humanity ransom with its own weapons. The X-Men defeated 

Magneto and the United States military was gratefuJ to 

the X-Men for driving off a would-be conqueror. The young 

tean1 was regarded as heroic, but their victory over Magneto 

only fueled the fears of humanity. Before this, no one really 

knew what a mutant was or what they were capable of. 

Now they knew. The fear and distrust of mutants continued to 

mount. It reached new heights and a point of no return when 

noted an thropologist Bolivar Trask announced his creation of 

the mutant-hunting robot Sentinels. Mankind was ready to 

strike back at evolution. 

The Sentinels would strike at the X-Men again and again, 

only to be defeated each time. But unlike the X-Men the 

Sentinels could be rebuilt, and their designs took on 

a mutation all their own. Soon, a sentient problem-solving 

program was built into the mutant hunters, making rebellion 

against even their builders possible. 

In time, Magneto struck at the team again, this time having 

assembled his own group to oppose them. The Brotherhood 

of Mutants included the Blob, Masterm.ind, the Toad, 

The original X-Men vs. Magneto: Angel, Cyclops, 
Beast, Marvel Girl, Iceman -

Scarlet Witch and Quicksilver. Again, Magneto was defeated. 

And again, Magneto escaped. 

Later, the X-Men traveled to the Savage Land, a prehistoric 

wilderness hidden in the Antarctic, and quickly became allies 

with a human named Ka-Zar. It was here in the Savage Land 

that Cyclops discovered his love for his team.mate Jean Grey. 

To Scott Summers' surprise, he also discovered that the rest of 

the team loved her as well. 

The X-Men found enemies at every tum. Not all were 

spawned by human hatred. There were aliens too that sought 

to enslave mankind. And though the X-Men stood against all 

challenges, they grew tired. They were only teenagers, after all. 

Through it all, the handful of troubled teenagers known 

collectively as the X-Men learned to control their powers while 

fighting to preserve Xavier's dream of peaceful coexistence 

between mutants and hurrians. Often the team members have 

been regarded with undue suspicion and unjustly accused of 

crimes they did not commit. Xavier's one-time cooperative 

relationship with the FBI was terminated and the X-Men have 

been regarded officially as outlaws, sometimes even as terrorists. 

Hated and feared by humanity, the young X-Men 

continued to hone their strange abilities while standing in 

defense of a world pushed to the brink of genetic war. 

They graduated into new costumes and into adulthood only to 

see their mentor, Charles Xavier, seemingly killed in battle. 

Through so much loss, though, there still was hope. 

Scott Summers was reunited with his brother, Alex, who had 

also discovered his own mutant abilities. 

Amazingly, Xavier returned to life. It hadn't been Xavier at 

all, but rather the Changeling, masquerading as the Professor, 

who died heroicaUy. The team was a team once more, but they 

wouldn't be for long. When a sentient island called Krakoa, 

which fed on the energies of mutants, captured most of the 

original students, Professor X assembled a second squad of X­

Men, some of whom had once been adversaries of the first 

___team. These included Sean Cassidy (whose sonic scream and 

ability to fly was code-named Banshee), P eter Rasputin (the 

Russian, Colossus, who could transform into organic steel), 

Kurt Wagner (the demonic-appearing teleporter known as 

Nightcrawler), Ororo Monroe (the weather-controUing mutant 

known as Storm), Shiro Yoshida (the fire-wielding Japanese 

mutant, Sunfire), Logan (the self-healing, claw-wielding 

mutant, Wolverine) and John Proudstar (Thunderbird, the first 

of these new X-Men to die). 

These new X-Men were adults and already adept in the use 
of their abilities. Led by Cyclops, who had escaped from 

Krakoa, the new team rescued their predecessors. Shortly 

thereafter, with the exception of Cyclops, the origina l team left. 

While Cyclops felt he'd never fit in anywhere except the 

X-Men, the others felt differently. They'd been children when 

they first arrived, but now it was time for them to live their 

own lives. Iceman and Angel joined the Champions, a super 

hero team including Ghost Rider, Black Widow and Hercules. 

The new X-Men also brought with them their own baggage 

and conflicts from their pasts, pasts that didn't always coincide 

with Xavier's dreams for peace. Sean Cassidy was an inspector 

for Interpol, and later a member of the violent subversive 

group, Factor 3. Sunfire hated America and had once sworn to 

destroy the X-Men. Ororo was worshipped as a goddess in 

Africa and did not much care for her new life in America as an 

object of hate and distrust. 



The all new X-Men: Nightcrawler, Thunderbird, Colossus, 
Storm, Wolverine ( Sunfire and Banshee [not pictured)) 

And Wolverine, Wolverine was a weapon created by 

a special branch of the Canadian Government. A branch that 

,·anted their weapon back. 

ALPHA FLIGHT Alpha Flight is a team of 

barely surviving an attack from Magneto. This marked 

Magneto's first attack on the new team. It 1,vas also the first 

time Magneto himself felt threatened by the X-Men. He was 

nearly killed by Wolverine, whose work as an assassin for 

Department H was just a small part of a deadly past that 

included the OA and the Weapon X program. 
In the Savage Land, the X-Men once again teamed with 

Ka-Zar, this time against a ruling body of genetically altered 

mutants and mutates. They fought against Sauron, a long-time 

enemy, and were faced with the difficult decision of kiUing the 

shape-changing, pterodactyl-like creature. While the danger 

Sauron presented was real, in his human form, Dr. Karl Lykos 

was a friend. They let Sauron live that day, though he was 

destined to strike again. 

The American government, which had noticed an increasing 

number of mutants, feared the effects of evolution 

and therefore increased funding for the Sentinel program, 

unleashing a new terror. On Christmas Eve, the robot giants 

abducted Jean Grey and several other X-Men. Imprisoned in an 

orbiting space station the team was forced to escape to Earth 

through lethal solar radiation after hijacking a shuttle. 

The pilot's cabin lacked sufficient shielding, but Jean Grey 

volw1teered to fly the craft. The radiation was killing her when 

she was visited by a cosmic being known as the Phoenix Force. 

The entity created a body for itself that was identical to Jean's, 

duplicated her memories and absorbed a portion of 

her personality. It then guided the shuttle to a crash-landing in 

Jamaica Bay off New York City. The Phoenix Force placed the 

real Jean in suspended animation within a cocoon-like pod 

resting on the bottom of the bay. The Entity took her place on the 

team but was eventually corrupted by its own power. 

Jean's persona was dominant, though, and her psyche caused 

the Phoenix Force to sacrifice itself to save the Universe. 

su perhuman operatives organized under the auspices of .....__ 
Department H, an enigmatic arm of the Canadian goven1ment. 

Department H was created by Dr. James MacDonald Hudson 

and his wife, Heather. Together they formed a team for 

both covert and public missions. Wolverine was one of these 

o peratives before he left to join the X-Men. Wolverine's 

decision frustrated MacDonald. Hudson became Guardian, the 

eader of Alpha Flight. The rest of the team included the light­

ge nerating Aurora, her b1·other Northstar, the yeti-like 

Sasquatch, the shape-shifting Sn owbird and the mystical 

Shaman. (The pint-sized Puck and aqua tic Marrina would join 

!he team later.) The Canadian government ordered them to 

a ttack the X-Men and bring Wolverine back by force. But after 

two failed attempts, they gave up. 

Hudson discovered the corruption in his government that 

Volverine had always said must exist, and seemingly died in 

~is attempts to defend hjmself from it. Heather took on both 

the exoskeleton and the role of Guardian, leading the tean1 a s 

the champions of Canada. They also proved to be a bane to 

D epartment H, seeking to reform or destroy the corrupt 

organization that had brought them together. When Hudson 

reappeared, he once again took on the role of Guardian and 

Heather became Vindicator 

Wolverine took leaves of absence from the X-Men many 

times to aid Alpha Flight in their quest to be the heroes 

Department H presented to the public ... instead of the puppets 

the y felt like. 
The new X-Men found themselves in the Savage Land after 

A lpha Flight: Snowbird, Aurora, Guardian, 
Sasquatch, Shaman and Puck ---....--~-- ---..-===::..:s--~---



A distraught Cyclops left the team after Jean's funeral. 

Shortly therafter, Kitty Pryde joined the team with a bang and 

almost destroyed the mansion. A demon had come out of a 

portal located on Xavier's school grounds, and Kitty used the 

jet engines of the X-Men's Blackbird to incinerate the demon, 

and much of the mansion in the process. 

After Phoenix's death, the X-Men found themselves faced 

with a demonic enemy known as Belasco, who through the 

manipulation of time, claimed to already have killed 

the X-Men. Their bodies were eerily found in the time-lost 

realm known as Limbo. Belasco also kidnapped Colossus' 

sister~ illyana, and transformed her into a disciple of the black 

magic that he had sold his soul for. The X-Men rescued her, 

but only after she'd been transformed into Magik. The innocent 

little girl was gone, replaced by an older teen dra"vn to the dark 
and sinister side of the X-Men's world. 

Hatred and evil are not exclusive to Earth. The X-Men soon 

found themselves dra"vn into a war for 

survival with an alien life form known 

as the Brood in a galaxy far away. 

Although they beat the Brood, they 

were thought to have died in the 

ensuing battle. 

NEW MUTANTS As 

a result of believing his students 

had died, Xavier reopened the 

School for Gifted Youngsters 

to a new team of mutant 

students. These included the 

jet-propelled Cannonball, the 

mind-controlling Karma, the 

fiery Magma, the illusion­

casting Mirage, the lycanthropic 

Wolfsbane, the solar-fueled 

Sunspot, the computer expert 

and linguist called Cypher, the 

techno-organic alien Warlock, 

and the teleporting sister of 

Colossus, now called Magik. 

In time, the real Jean Grey emerged from her cocoon, 
fully healed. She was reunited with the original X-Men, 

and with Scott Summers. Jean was shocked to find that he 

had since remarried a woman named Madelyne Pryor, 

who resembled Jean Grey exactly, and that they had a son. 

She was also shocked to find that Magneto was running 

the new X-Men. Professor X had again been seriously 

wounded, this time in battle with Nimrod, a s uper-sentinel 

from the future. In the aftermath, Xavier begged Magneto (who 

had also fought against imrod) to take over the school while 

he again went to the Shi'ar to be healed. Magneto had a change 

of heart and said yes, for a time giving up his violent ways to 

keep his old friend Xavier's dream alive. 

But there were many ways to ensure Xavier's dream for 

peace, and one such way was by establishing a covert team of 

mutants posing as human mutant hunters. 

X-FACTOR Because the original X-Men could pass 

as humans, they decided to create a new team called 

X-Factor under the management of the 

human known as Cameron Hodge. 

X-Factor's publicly stated mission 

was to protect humanity by 

hunting down mutants. Their real, 

secret purpose was to operate in 

such a way as to rescue mutants 

and get them to the X-Men with 

whom they might find safety. 

During this period, Scott, 

Jean, Hank, Warren and Bobby 

played both sides of the fence; 

when their services were 

needed as mutant Super 

Heroes, they donned the 

uniform of the X-Terminators, 

the enemy of X-Factor. 

Though the X-Men did indeed 

return from their war against the New Mutants: Sunspot, Feral Magik, Cannonball, 
Warlock, Mirage, Magma (Karma & Cypher (not shown]) 

In time, this approach 

of masquerading as mutant 

hunters was abandoned because 

it was further fueling anti­

mutant sentiment. Cameron 

Hodge was fired after being 

Brood, the school's newest team flour­

ished under Xavier's teachings. The New Mutants, like the 

X-Men before them, fought to protect a world that increasingly 

hated and feared mutants. And just as the X-Men had a 

Brotherhood of Mutants to oppose them, the New Mutants 

faced the Hellions, a group of mutants from a rival school run 

by the mutant telepath Emma Frost. The New Mutants faced 

terrible tragedy as well, including the death of Cypher, 

who sacrificed himself to protect Wolfsbane from the mad 

Doctor Animus. 

Their adventures brought amazing developments for the 

team. Xavier had long loved Princess Lilandra of the Shi'ar. 

Using alien technologies, the Shi'ar were able to restore 

Xavier's crippled legs. Various technologies were also used to 

advance the X-Men's training in the Danger Room. 

This high-tech facility now allowed the X-Men and the new 

classes of students to train in literally any geographic scenario 

imagined-from the war-torn Europe of the past to the remains 

of alien culture on the surface of the moon. 

exposed as an anti-mutant bigot 

himself. He left swearing to get his revenge on the team. 

One of the first enemies X-Factor faced was a mysterious 

being called Apocalypse, a being that would forever change the 

destiny of the X-Men and Earth itself. 

Apocalypse was the world's first mutant, a being over 

5000 years old who had survived the ages through s uspended 

animation and .increased his powers through extra-terrestrial 

enhancements. Working through one of his creations, 

Mr. Sinister, Apocalypse orchestrated the Mutant Massacre, 

an attack on all those mutants whom Apocalypse deemed 

weak and unable to further the ascendancy of mutants. Many 

of these mutants lived in tunnels under New York City and 

referred to themselves as the Morlocks. During the 

massacre, the Angel's wings were s tripped from him. 
Captured by Apocalypse, Angel was himself transformed and 

artificially re-winged by the same technology that made 

Apocalypse the monster he was. Angel became one of the 

Horsemen of Apocalypse and was sent after his own team. 



At the same time, Cyclops began to doubt both his sanity 

,,d the love of his wife, Madelyne Pryor. He regretted his 

Marriage to her and she began to hate him for it. 
The X-Men and X-Factor succeeded in temporarily 

opping Apocalypse. Angel rejoined th e team, but now 

alled himself Archangel. But Apocalypse continued to strike 

t the X-Men and humanity using agents of his own including 

e mysterious Mr. Sinister. 

Soon, the X-Men discovered that Apocalypse had been 

"1aitlpulating them from the shadows. They learned that Sinister 

ad been toying wi.th Cyclops (and his brother Alex) since he was 

child. They learned that Cyclops and another nine mutants had 

--een prophesied to be the harbingers of the new era of mutant 

.unninance. And they would eventually learn that Madelyne 

ryor, Scott's estranged wife, was Jean Grey's clone. 

Madelyne herself would become evil after discovering that 

--.he was merely a puppet of Apocalypse. Apocalypse would 

:so attempt to kill her infant son (his future arch-enemy, 

·athan Summers) by infecting him with a techno-organic virus 

hat ate away at his body, replacing flesh with metal. 

The virus would have killed Nathan Summers if it were not 

:or the help of Rachel Summers. She was the daughter of Scott 

.and Jean from an alternate timeline in which all the X-Men 

·ere killed and Sentinels had taken control of North America. 

"he saw Charles Xavier killed along with the rest of the X-Men. 

--he had escaped from her time to our time, where she 

iscovered she had an affinity with the Phoenix Force. 

Rachel used her power to take Nathan Surruners to the future, 

here he might be saved from this virus through means of 

~uperior medicine. In that future, Rachel would become 

!other Askani, leader of the Clan Askani, who raised Nathan 

o be the enemy of Apocalypse. 

And so Scott Summers became a father, only to see his son 

first stricken by disease, and then lost in time. 

EXCALIBUR For a time, Rachel Summers had been a 

member of Excalibur, the European branch of Xavier's dream. 

She was joined b y Captain Britain, Kitty Pryde, Nightcrawler 

and the shape-shifting Meggan. They were named after the 

mythic sword that united the people of England, and they 

hoped to unite mutants with humanity. Sadly, they were drawn 

into a series of alternate realities and even wilder 

intra-dimensional enemies and never got the opportunity to 

affect Europe the way they'd hoped. In fact, it was almost as if 

the team were never able to enter reality, constantly caught in 

worlds of the macabre and strange instead. Captain Britain 

eventually married Meggan, and the team disbanded. 

Meanwhile, X-Factor was revived, only this time as a 

governn1ent-sponsored, mutant strike force under the 

leadership of a mutant shaman known as Forge and with 

Val Cooper acting as their government liaison. The team 

continued to operate, often on missions that created conflicts 

of interest for the mutants. After the seeming death of 

Alex Summers, th e cornerstone of the team, the group 

split apart. Alex did not actually die; he found himself 

som ehow blown into yet another alternate reality where 

he fought alongside alternate versions of allies and enemies 

until the day he returned to the X-Men. 

A short time after Rachel Summers took Cyclops' son to the 

future to save his life, that same son returned, now a grown 

man. A formidable warrior, Cable (as he was now code-named) 

had returned in time to wage war against Apocalypse in the 

past (our present) before his power could reach around 

the globe and make slaves of everyone on Earth. 

X-FORCE Cable took control of the New Mutants and 

altered their training, transforming them into a paramilitary 

s trike team. With th.is new force and other allies of Cable's, 

the time-lost son of Scott Summers took every opportunity 

to strike at Apocalypse and the Horsemen. They did so until 

the day X-Force was seemingly destroyed. 

Anti-mutant hysteria continued to escalate, as did the 

rivalry between Xavier and Magneto-with the world holding 

its breath in anticipation of their inevitable showdown. 

When the X-Men attacked Avalon, Magneto's base on an 

asteroid that orbited Earth, the Master of Magnetism and his 

Acolytes fought back, all but killing Wolverine. Using his 

abilities to affect all things metal, Magneto liquefied and 

extracted the adamantium implants grafted to Logan's 

skeleton. He literally tore Logan's insides out. To Professor X 

this tactic was so cruel, so terrible that Magneto at last 

seemed unredeemable. Xavier responded by u sing his 

telepathy literally to psionically lobotomize Magneto ... 

temporarily leaving him little more than a vegetable. This 

retaliation by Xavier all but destroyed Xavier's dream for peace 

in the long nm. 

For Xavier had entered Magneto's mind and soul... 

and unknowingly experienced some of what was there: 

Magneto's hatred, the loss of Magneto's wife and family, 

the cruelty Magnus experienced as a child and from the 

prejudice of mankind. The experience tainted Xavier. It planted 

in his brain the hate and fear he had so long attributed to 

mankind's feelings about mutants. 
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three generations, an .. 

even though those heroe 

didn't really die, mankind 

willingness to share th 

planet had reached ze!' 

tolerance. 

In return, Magneto, no\o 

mostly recovered from h 

wounds, planned to destro' 

the race known as hom 

sapiens. Using his magnetisr­

in ways no one believe<:. 

were possible, Magneto hel 
the entire planet hostag., 

He then extorted the Unitec. 

Nations into putting him i.r 

charge of the m u tant islanc. 

nation known as Genosha . 

X- Force: Boomer (Meltdown), Warpath, Feral, Cable, Cannonball, Shatterstar and Domino Genosha had been 

Xavier no longer trusted himself. Not after what he'd done. 

And he needed to be healed. So new headmasters were required 

for the school for gifted youngsters. He found these new 

teachers in Sean Cassidy (the Banshee) and Emma Frost, 

the former headmistress of the Massachusetts Academy and 

the Hellions. 

GENERATION X Based in the fo rmer Massachusetts 

Academ y, this new class of students were trained in ways 

different than Xavier or Cable had taught their students. 

These students were not trained for war or for a public display 

of their abili ties d edicated to the cause of peace. Sean Cassidy 

dedicated himself to training these new students to live among 

mankind while keeping their differences secret, as he himself 

had done when he was w ith Interpol. 

Generation X came under attack from various enemies, 

m any of whom now fed on the power these young mutants had. 

And Banshee became increasingly alarmed that his young 

students were no lo nger seen as freaks or n1onsters to be feared 

and hated, but as commodities to be traded. 

In time, the seeds planted in Charles Xavier's brain gave rise 

to an evil entity known as Onslaught. This was a sentient, 

psionic menace without peer in the mutant community. It struck 

fi rst at the X-Men, using all of Xavier's knowledge about their 

weaknesses against them. They were nothing compared to him. 

Next Onslaugh t left Westd,ester and seemingly killed every 

hero in New York City, including the Fantastic Four, Captain 

America, Thor a nd the rest of Avengers. 

These fabled heroes had not died, but had instead been 

transported to another Earth in need of heroes as well. 

Th ey eventually returned home to a humanity searching for 

heroes to protect them from the a lleged mutant scum. 

And th ough even living legends l ike Captain America s p oke out 

about the need for equality between mutants and humans 

and the need for genetic diversity in the cause of freedom, 

few listened. 

Xavier had been exorcised of the psionic demon that had 

grown within him. But when he came back to his senses 

he faced a team that no longer trusted him and a world 

where hatred for m u tants had reached a breaking point. 

Humanity had blamed mutants for killing the greatest heroes of 

military state where n,utant-. 

and mutates (genetically altered mutants) were enslaved b• 

a powe1· elite. This elite included Cameron Hodge, the sam, 

PR representative that had caused so much destruction wit! 

the creation of X-Factor. The X-Men ru ined Hodge's plan.-. 

to enslave and alter mutants, yet still the island nation o 

Genosha was left in civil unrest. And while democracy wa'­

urged, a rift between those that were natural mutants and those 

that were genetically altered mutants began to form. 

VVhen Magneto was put in charge of Genosha, the fir st 

issue he had to cope with was this civil war between 

mutants and mutates. To the astonish men t and surprise ot 

the United Nations, Magneto turned out to be a good leader 

and brought peace to the strife among Gen osha's population. 

At the same time, the Genoshan hospitals were filled wit}-, 

mutants dying of a disease called the Legacy Virus. This viru-. 



-truck at mutants and had already claimed a number of friends 

nd foes of the X-Men, including Illyana Rasputin (Magil<) 

and even a human, Moira MacTaggert, whose island research 

-:acility first discovered the deadly virus. 
Thanks to exhaustive research by Beast, a cure for the 

:.errible virus was found, although it cost Colossus his life. 

After the cure for the mutant plague was released into the 

stmosphere, Magneto, ruler of Genosha, now found himself in 

control of a mighty, unified nation of over 16 million. 

Magneto proclaimed his intended dominance over 

"l.a.J1kind and stood ready to unleash an entire nation of 

m utates and mutants upon the planet. His rallying point was 

l(avier's battered body, bound in the center of Magda Square 

named for Magneto's wife), the very heart of Genosha. 

e\gain, the X-Men averted the would-be conqueror's ultimate 

ffensive in the face of overwhelming odds. But things were 

1bout to take a drastic change for the worse. 
An army of wild Sentinels attacked Genosha in a surprise 

and unprovoked attack. Virtually the entire population of 

6 million were killed. Nothing remained, including Magneto. 

Xavier's enemy was dead. But in a twisted, unexpected way, 

everything he had 

'eared had come true. 

The Sentinels, born of 

~umanity' s fear of 

m utants, had been 

used to commit a 

hideous gen ocide. 

And the architect of 

that slaughter was 

'lone other than a 

rnutant who had used 

.._er great power to 

destroy other mutants. 

All mutantk.ind 

w aited to see wha t 

,·ould happen next. 

l-Jow would mutants 

retaliate? The answer 

.. -a.me from none other 

than Sean Cassidy. 

more than merely accepted by the general populace, they are 

embraced as pop sensations. But the general populace is 
unaware that X-Statix is actually a group that undertakes 

extreme, high-danger black-ops missions for a price. Even so, 

the greatest danger to this group is not an evil Super Villain, 

but bad press and the fickle interests of the crowd mentality. 

Around this time, Professor Charles Xavier admitted to the 

world that he was a mutant and that the X-Men were indeed his 

students. What no one realized at the time was that Xavier 

himself was possessed by the mind of his genetic twin, 

a woman known as Cassandra Nova. She was behind the 

Sentinel attack on Genosha. By the time Xavier was freed 

from her control, the damage was done, and Xavier 

and his school were no longer able to operate freely and 

anonymou sly. (Not to mention that millions of mutants were 

dead and even the Shi'ar empire was reeling from Cassandra 

Nova's manipulations.) 

XAVIER INSTITUTE Following the outing of 

Xavier and the X-Men as mutants, the Xavier Institute soon 

became overwhelmed with an influx of young mutants seeking 
both safety and educa­

tion. From its humble 

beginnings as Charles 

Xavier's School for 

Gifted Youngsters, the 

teaching portion of 

Xavier's dream has 

grown to be the world's 

leading educa tiona l 

institution for mutants. 

Now comprised of 

both the Xavier estate 

and the Massachusetts 

Academy, the lnstitu te 

trains hundreds of 

mutants to control their 

powers. lt also teaches 

a full curriculum of 

X-CORPS 
Cassidy created 

Sean 

the 

X-Statix: Dead Girl, Doop, Phat, Orphan, 
Vivisector, Venus Dee Milo and Anarchist 

regular courses. To cope 

with the larger student 

body, Xavier reo-uited 

more s taff in addition 

to the original X-Men, 

X-Corps to strike out against those that strike at mutants. 

He drafted mutants that in the past had been enemies. 

But against a common enemy, the o ld differences fell away and 

a new unification was formed. However, the X-Corps almost 

proved fatal for Cassidy, who was seriously wounded when the 

n:1utant terrorist Mystique (a shape-shifter and the mother of 

·ightcrawler) revealed herseH and tried to destroy the team 

'rom within. The Eiffel Tower was destroyed in the process. 

The resulting press against mutants was monumentally 

errible. Worse, Charles Xavier was beginning to have 

~eadaches. 

X-STATIX The only mutants who were seemingly 

..maffected by anti-mutant hysteria were those that used their 

:>0wers and abilities to entertain the masses, X-Statix . 

.,..hrough media manipulations, merchandising and being 

ypersensitive to trends towards the sensational, X-Statix is 

including Xorn, Chamber, former Alpha Flight member 

Northstar and Xavier's own stepbrother and long-time 

enemy, Juggernaut. 

X-CORPORATION Xavier has also formed a new 

company as an extension of the Xavier Institute called the 

X-Corporation, designed to be a g lobal seard, and rescue unit 

for oppressed mutants. With headquarters in Hong Kong, 

Amsterdam, Mumbai, Melbourne and Paris, X-Corporation 

employs numerous mutants hailing from a wide variety of 

splinter teams rallying to join the cause. 

Still, for every mutant life saved, the number who die or are 

harmed grows exponentially. Xavier cannot ignore Magneto's 

insistence that humanity will hate and kill those it finds different. 

Or his own fear that other mutants themselves may become the 

enemy. Xavier's dream of peace between mutants and humanity 

may not be over ... but the war for peace has just begun. 



HOMO SUPERIOR 
Some have called mutants the Children of the Atom, believing 
that they are a divergent race of humanity caused by the 

splitting of the atom. Others think they're not divergent at all, 
but merely the next phase in mankind's evolution. Still others 
believe mutants aren't human at aJJ, but something far more 

mysterious, even demonic, that will not only subvert 
humanity but enslave it. 

But contrary to superstition and fear, the truth is that 
mutan ts are indeed a part of humanity, more appropriately 

knm,vn as homo superior. Scientists be lieve that a mutant is a 
being whose genetic potential has somehow been triggered , 

giving them super powers and abilities. 

The d ifferences between man and mutant are often not 

noticeable until puberty, when a mutant's powers first emerge. 
Those who become mutants can manifest any of a w ide 
assortment of amazing superhuman abilities, &om telekinesis 

to wings to concussive force blasts to the ability to shap e-shift. 
Not all of these abiJities are good ones. And some mutants, 

and the people around them, do not even survive the initial 
manifestation of their powers. 

These early manifestations of mutant powers were 
cons idered to be freakish acts of witchcraft or demonic 

possession. Sadly, the first mutants were either killed by 
the fearful or incarcerated by the authorities and dissected 

as if they were aliens. 

It was not until Magneto's attack on the Cape Citadel 

miss ile base that the word "mutant" came into public usage. 

In that brief moment, all of humanity learned that there was 

good reason to fear one's neighbors. 
Others, like Apocalypse, who may have been the earliest 

human mutant, born in ancient Egypt, believed that this 

large-scale rise of mutantkind was the first s ignal of a new 

age-an age that Apocalypse had always dreamed of and 

worked towards, where the strong ruled and fed upon 
the weak. 

At the heart of all these theories is a lack of knowledge. 

For the origins of both mankind and mu tantk.ind have been 

tied to the first comings of a race of creatures known as the 

Celestials. These giant creatures visited Earth and used the 

earliest examples of mankind for the purpose of transforming 

humanity into a race of beings worthy of some Celestial 

purpose. The Celestials gave in1mediate power to some early 

primitives, who became the ancient gods and demons of myth. 

But to others, the Celestials gave only the potential of a 

godhood that would not be awakened for thousands of 

generations, until the age of mutants. 

"DIE, MUTIE SCUM!" 
To fully understand anti-mutant poli tics, one need only look at 

the heart of human history, at the patterns of misunderstanding 

and bigotry. And it is h is tory's continuing testament that what 

is unknown and different, will be envied, feared and hated. 

For Charles Xavier, there is little difference between 

m u tants and other subdivisions of humanity. Like race, 

creed, or economic position, genetic heritage is not a basis 

for bigotry or preju dice. Xavier's approach to the issues 

of mutant rights s tems from his belief that mutantkind 
is just another form of h u manity, possibly the latest step 

in humanity's development, but human nonetheless. 

Mutants must be judged according to human standards and 
not treated as special so much as equals; the laws that govern 

mankind must also govern mutantk.ind. 

Those who oppose Xavier's viewpoint are faced with a 
question that is at the root of anti-mutant hysteria. Are all men 

created equal? If mutants are humans, like some suggest, than 
all men are not created equal. Some are given the power to fly 

and some are given the power to control others with a thought. 
A mutant like Magneto can, by manipulating magnetic fields, 
hold the entire world ransom. Or he could threaten to rip apart 
a person's body by affecting the iron in his blood. No human 

being can do this. 

At the heart of all human law is the notion that all humans 
have the right to become anytrung, if they work hard enough. 

But with mutants the power comes not from hard work, 
but merely from going through puberty. It is a genetic difference 

that separates people fron"l each other. To some humans, the laws 
that guarantee the rights of humans cannot be used for mutants, 
because the potentials are different. 

Human fear of mutants has spawned numerous hate 
groups over the years. Reverend Stryker is a religious leader 

and ex-military man who formed and led an evangelical 

crusade against mutants. Along with his crusade, Stryker also 

led a paramilitary group known as the Purifiers. Stryker's 
prejudice was eventually exposed and the cult was disbanded. 

Graydon Creed 's Friends of Humanity was a political party 

filled with fanatics who terrorized mutants. Creed's campaign 

for the White House ended when he was assassinated. 

Hate groups like the Friends of Humanity are unlikely to 
rusappear for very long. They may rise again, with a new 

demagogue to follow. And there are always s u ccessors, like the 

v iolent anti-mutant lroup known as Purity that is currently 

finding popularity in big cities and on college campuses. 

In America, some politicians have attempted to legislate 

the persecution of mutants. Senator Robert Kelly spearheaded 

the Mutant Registration Act, intended to locate and 

monitor the actions of mutants in the United States. While the 

Mutant Regis tration Act was defeated, Kelly remains. 

Other government officials, such as Henry Gyrich, have 

worked to control mutants, e ither through weapons that 

nullified mutant powers or by employing some mutants 

to act as agents for the govemn"lent against other mutants. 

There was also the government-sponsored Sentinel program. 

Time and again, humans have turned to Senti nels for 

protection, regardless of the danger, and time and again, th e 

Sentinels have been guilty of unspeakable evil and wanton 

destruction against humans as well as m utants. The latest 

incarnation of government exploitation of mutants is the 

Weapon X project. Under the leadership of its mys terious 

director, Weapon X gathered a group of ruthless, violent 

mutants, enhanced their p owers, and put them to work killing 

other mutants. They rounded up h undreds of mutants and 

imprisoned them in the Neverland concentration camp. 

For these and other reasons, most mutants have tried to 

keep their identities a secret. Charles Xavier argued that 

to force mutants to identify themselves would make them 

targets of hatred and prejudice. And sure enou gh, when 

Professor X admitted that he and the s tudents of the Xavier 
Institute were mutants, they were immediately set upon by 

crowds of anti-mutant human demonstrators. 



CTIONS 
Close Combat: 4 
Strength Bonus or 

eapon Modifier) 
- X-Statix Tr aining 

i:tanged Combat: 2 
· eapon Modifier) 

Leadership: 1 

ODIFIERS 
Resist Acid: (+4) 

EQUIPMENT 
Prescription Wraparound 
Goggles: protects eyes from 

d sweat 

DESCRIPTION 

Tike Alicar 
Height: 6'3" 

Weight: 225 lbs. 
Eye Color: Brown 
Hair Color: Black 

w / orange streaks 
Species: Mutant 

ABILITIES 
Intelligence: 2 

Strength: 3 
Agility: 2 
Speed: 2 

Durability: 3 

® 0 
Acid Sweat: 7 
- Force beam or touch, 

Range= 2 

Acrobatics: 4 
(Agility Bonus) 

Social Skills: 2 
- Media Savvy 
- Team Politics 

Team Affiliation: X-Statix 

Wealth: (4) 

Acid-Proof Costume: 
Defense ( + 1 J 
Communicator 

-r-ike Alicar is a celebrity super hero to the legions of starry-eyed 
;:ms w ho scream his name. But to his teammates, the name 

t-\J1archist is quite appropriate. Alicar u ses his race and genetic 

edge to play his teammates against each other for just one 

-:eason-to get the headlines and the camera turned in his 
direction. A replacement member of the pop-culture mutant hero 

earn X-Statix, Tike first joined the team when most of 

.he previous members had been killed in action. Since then, 
.\.Ii.car has been one of the more argumentative and divisive 

<nembers of the team. His re lationship with team leader Orphan 

., abrasive, and the two fight constantly. Tike and fellow X-Statix 

eammate Dead Girl h ave left the team from time to time to 

£ather more headlines touring as the Death & Anarchy 

Roadshow, gaining fans everywhere but also making enemies of 

those who should h ave been allies. 
Tike possesses the superhuman ability to secrete acid-like 

sweat from his pores. He metabolizes this acid into corrosive 

projectile beams that shoot from his hands, vaporizing and 
breaking down everything in their path. Tike wears glasses to 

protect his eyes from his own acid projections. 
Alicar is paranoid, n eurotic and hypersensitive. He's also 

brave, and a good teammate when he wants to be. The Anarchist 

may be a headline grabber, but his deeper motivation lies 

beneath his skin. He was raised by Caucasian foster parents and 

has been condemned by some for being "white" on the inside, 

even by a former member of the team named The Spike w h o was 

himself African American. But none of which seems to matter to 

Dead Girl- the two have become friends and lovers. No matter 

how close Dead Girl and Anarchist have gotten, even she can't 

answer the question of who Tike Alicar really is: the phony his 
teammates fear he may be, or the hero that m illions worship and 

believe in? Only time and the Anarchist's actions will tell. 

En Sabah Nur 
Height: Variable, 

usually 7 ' 
Weight: Variable 
Eye Color: Blue 

Hair Color : Unknown 
Species: Mutant 

ABILITIES 
Intelligence: 6 

Strength: 9 
Agility: 7 
Speed: 3 

Durability: 7 

0 9 
3 

Flight: 6 
Genetic Engineering: 9 
(Intelligence Bonus) 

Healing: 7 

Manipulate Matter: 7 
(as Mastery) 

MODIFIERS 
Mutant 

Accelerated Healing 
Factor: Heal 1 white stone 
per 2 Panels, Regenerate 3 red 
stones per 2 white per Panel 

Reflexive Dodge: (+3) 

Toughness: (+2) 

EQUIPMENT 
Bio-Armor: Defense (+2), 
changes form with him 

DESCRIPTION 

Force Blast: 4 

Leadership: 6 

Invention/Technology: 7 
(Intelligence Bonus) 

Social Skills: 5 
- Ancient Egyptian 
- Celestial Culture 
- Future Cultures 
- Authority 
- Repression 

Extended Life: must 
eventually acquire a new body 

Transform Self, Unlimited, 
can appear as any 1 OD- stone 
physical being 

Team Affiliation: The Four 
Horsemen (leader) 

\l\lealth: (10+) at need 

Celestial Ship: contains 
advanced equipm ent of great 
variety, used for regeneration 

The mutant En Sabah Nur, "The First One," was born nearly 

5,000 thousand years ago in Egypt. A band of nomads rescued 

him from death and raised him, teaching him that "only the 

strong survive." After first being enslaved by and then opposing 

Pharaoh Ram a-Tut (the time-traveler, Kang) Nur wandered the 

ancient world and ended up in China. He ctiscovered a ship 

belonging to the Celestials, the fabled evolvers of humarikind. 

Nur stayed in the ship for thousands of years, u sing its 

technology to create his "bio-armor" ru-id regenerate his body, 
becoming more powerful each time. He emerged as Apocalypse, 

and began his centuries-long manipulation of human history as 

part of his master plan for supremacy. 
Apocalypse can alter his form and atomic structure, gaining 

almost any physical power. He can psionically augment his 
superhuman s trength by drawing on outside energy and his size 

by adding mass from an extra-dimensional source. His life span 

is thou sands of years, b ut he transfers his "being" from body to 

body to guarantee h e never grows weak. His costume is 

actuaJly part of his body. His knowledge of biology and genetics 

has no peer. 
To Apocalypse, mutants are the dominant force u pon Earth, 

and he their rightful ruler. Other mutants exist to be tested. 
If found worthy, they are enhanced, like Exodus and Mr. Sinister. 

If found wanting, they are destroyed b y his Four Horsemen. 

Mankind is no more than dust, like that of the wasteland 

from which he emerged. 



ARCHANGEL 

ACTIONS 
Close Combat: 4 
[Agility Bonus or Weapon Modifier) 
- X-Man Multi-Style 
- Martial Arts 
- Wrestling 

Ranged Combat: 4 
[Weapon Modifier) 
- Handguns 
- Heavy Weapons 
- Aerial Combat 

MODIFIERS 
Appearance: Mutant, body 
adapted to flight. Wings (16-foot 
span) hollow bones, no body-fat, 
can breathe at high speeds/ 
altitudes 

Enhanced Vision: (5) 
Telescopic 

Reflexive Dodge: (+2) 

EQUIPMENT 
Communicator 

DESCRIPTION 

Warren 
Worthington Ill 

H eight: 6'0" 
Weight: 176 lbs. 

Eye Color: Blue 
H air Color: Blond 
Species: Mutant 

ABILITIES 
Intelligence: 2 

Strength: 3 
Agility: 2 
Speed: 2 

Durability: 4 

@ ~ 
Flight: 7 
- Maximum speed of 5 

Business: 6 
[Intelligence Bonus] 

Social Skills: 4 
- Big Business 
- Mutant Culture 
- Political Culture 
- High Society 

Special Healing Factor: 
Heal one white stone per hour; 
Regenerate 3 red stones per 2 
white per Panel. Blood will heal 
others: lose 1 white stone to 
heal 3 white stones of others 

Team Affiliation: X-Men 

Wealth: (7) 

Custom Business Suits to 
hold wings and pass as human. 

Playboy Warren Worthington ill was heir to a vast fortune. 

But he was also a mutant with beautiful, angelic wings. 
His money helped hide his abilities from prying eyes-but not 

from Charles Xavier, and Warren soon becrune Angel, one of the 

original X-Men. Hoping to change the public's perception of 

mutants, Warren revealed his identity, but he found he ,-vas 

tolerated only because of hjs wealth and social status. He fought 

for Xavier's dream until the day his wings were ripped from hls 

body and he fell into the hands of Apocalypse. Apocalypse 
twisted Angel's form, giving him blue skin and artificial wings 

with razor-sharp feathers. Thus, Archangel became the fourth 

Horseman of the Apocalypse, Death. But when faced in combat 

by his former teammates, Archangel betrayed Apocalypse and 

helped the X-Men end Apocalypse's plan. Warren rejoined the 
team; eventually his blue skin faded and rus wings molted to 

reveal natural feathers underneath. 

Archangel can fly up to the speed of sound. His mutation has 

perfectly adapted hls body for flight. Like a bud, 
hls eyesight is extremely acute and hls bones are hollow, 

making hlm very light. He can fold his wings against his back 

and legs to hlde them under clothing if he wishes. 

No longer a happy-go-lucky youth, Warren now takes both 
of his inheritances seriously. As the head of Worthington 

Industries, Warren uses rus financial power to fur ther Xavier's 

dream. And as the rejuvenated Archangel, he has learned to 
accept his tainted past and strives to one day be the kind of 

X-Man he always hoped he'd become. 

Dominic Petros 
Height: 5 '7" 

W e ight: 164 lbs. 
Eye Color: Brown 
Hair Color: Brown 
Species: Mutant 

ABILITIES 
Intelligence: 2 

Strength: 2 
Agility: 2 
Speed: 2 

Durability: 3 

® 0 
ACTIONS 
Close Combat: 3 
(Agility Bonus or Weapon Modifier) 
- Brotherhood Training 

Ranged Combat: 2 
[Weapon Modifier) 

Flight: 4 
- via seismic wave 

Social Skills: 3 
- Greek Language/Culture 
- Political Culture 

MODIFIERS 
Team Affiliation: 
Brotherhood of Evil Mutants 

EQUIPMENT 
Communicator 

DESCRIPTION 

Black Ops: 4 
- Extortion 
- Terrorism 
- Covert Operations 
- Assassination 

Mastery of Vibration: 9 
- Manipulate vibration to create 

earthquakes, building collapses, 
etc. May hit single targets or 
Area Effect. 

- Blast affects only non-living 
substances, attacks on living 
beings backfire against him. 

Wealth: (2) 

Armored Battlesuit: 
Defense ( +2) 

Little is knovn, about Avalanche before he joined the 

Broth erhood of Evil Mutants, other than that he errugrated to 

the United States from Greece. He first came into the public eye 

when the Brotherhood attempted the assassination of Senator 

Kelly. While the assassination was foiled by the X-Men, the fear 

of mutants in the world increased. Avalanche and his fellow 

teammates made an extraordinary deal with the United States 
government to become the American agents known as the 

Freedom Force. The former mutant terrorists were even given a 

o-overnment license to hunt the elusive X-Men. After Freedom 0 

F01·ce disbanded, Avalanche again worked for the government 

as part of Project Wideawake. He rejoined the Brotherhood 

when it reformed. Later, he was forcibly recruited into the 
X-Corps, where he was responsible for the destruction of the 

Eiffel Tower in Paris. 

Avalanche has the superhuman ability to generate powerful 
waves of vibrations from his hands, creating destruction 

wherever he wills. As a result, he can cause objects to shatter 
or crumble to dust. He can cause the ground to move like a tidal 

wave and use it to transport himself at amazing speeds. 

While/ he can hit a single target, his power tends to involve 

a lot of collateral damage, and can only be used against 

inanimate objects. If he tries to use it on living things, 

it backfhes and rebounds against rum. 

While mercenary in his moHvations for crime and 

destruction, Avalanche has shown an overwhelming amount 
of concern for hfa tearnrna tes. On numerous occasions, he risked 

imprisonment, death and disease to save those he fought 

beside. He also shows an ability to think outside of the box ... 
or to destroy the box itself, if that's what it takes. 



ACTIONS 
Close Combat: 5 
(Agility Bonus or Weapon 
Modifier) 
- X-Man Multi-Style 
- Interpol 

Ranged Combat: 4 
(Weapon Modifier] 
- Handguns 
- Rifles 
- Assault Weapons 

Flight: 5 

Leadership: 4 

Technology: 3 
[Intelligence Bonus] 

Sonic Shield: 4 
- Same as Force Field 

MODIFIERS 
Team Affiliation: X-Men 

EQUIPMENT 

Sean Cassidy 
Height: 6'0" 

Weight: 180 lbs. 
Eye Color: Blue-Green 

Hair Color: Reddish-Blond 
Species: Mutant 

ABILITIES 
Intelligence: 2 

Strength: 2 
Agilitv: 2 
Speed: 2 

Durabilitv: 3 

@ E) 
Mastery of Sonics: 6 
- Immune to own effects 
- Manipulate sound. amplify. 

create sonic barriers 
- Sonic Blast: Normal Damage. 

or Area Attack vs. Durability 
to stun 

- Overstrain 
- Collateral Damage can occur 

Black Ops: 7 
- Investigation 
- Interpol Techniques 
-Tracking 
- Locks and Security Systems 
- Interrogation 

Social Skills: 4 
- International Law Enforcement 
- Irish Nobility 
- Criminal Underworld 

Wealth: (5) 

Body Armor: Defense (+1) 

Commun:.::i::c::a:.:t::o:.:r ____________________ _ 

DESCRIPTION 
Sean Cassidy was the heir to the castle, estate and wealth of 

Cassidy Keep, as well as tl1e mutant genes that ran in the clan 

Cassidy. But h e kept his mouth shut about his mutant abilities 

and rose to the position of an Inspector of Interpol. While 

Banshee was on a secret mission, his wife was killed by terrorists 

(after giving birth to a daughter he didn't know he'd conceived). 

Distraught over the death of his wife, Cassidy became a criminal. 

He was captured by the X-Men, who invited the angry mutant to 

join Xavier's dream to fight for a world that hated and feared 

them. Cassidy did, bu t he had his own reason for joining Xavier: 

Xavier's brother, Juggernaut, and Cassidy's cousin, Black Tom, 

had formed an alliance which was enough to make Banshee 

scream bloody murder. Later, Banshee became co-headmaster of 

the Massachusetts Academy with Emma Frost, charged with the 

training of Generation X. Most recently, Banshee created the 

more violent X-Corps to maintain order among the mutant 

population through any means necessary. 

Banshee's vocal cords, throat and lungs allow him to create 

powerful sonic waves with his voice. He can use this "Sonic 

Scream" for a variety of effects, including shattering objects, 

placing people into a trance or leaving them unconsdo_y.s--He can 

also use it to fly at the speed of sound, and create a psionic force 

field that protects himself from his own effects. 

Banshee was embittered by the death of his ·wife and the 

volatile nature of his family. Even his love for Moira McTaggert 

ended in loss. His experiences have made him one of the more 

Jaded, quick-tempered and violent X-Men. 

Lucas Bishop 
Height: 6 '6" 

Weight: 223 lbs. 
Eye Color: Brown 
Hair Color: Black 
Species: Mutant 

ABILITIES 
Intelligence: 3 

Strength: 3 
Agility: 3 
Speed: 2 

Durability: 4 

@ 4I9 

Close Combat: 6 
(Strength Bonus or Weapon 
Modifier) 
- Hand-to-Hand 
- Police Training 
- Military Weapons 

Energy Absorption/ 
Reflection: 5 

Leadership: 5 

MODIFIERS 
Mutant, Human appearance. 
"M" branded over left eye 

Reflexive Dodge: (+1) 

EQUIPMENT 
Communicator 

X.S.E. Body Armor: 
Defense (+2) 

DESCRIPTION 

BISHOP 

Ranged Combat: 6 
(Weapon Modifier) 
- Energy Weapons 
- Grenades. etc. 
- Bombs, Ordinance, etc. 

Social Skills: 4 
- Law Enforcement 
- Outcasts 
- Military Culture 
- Future Culture 

Targeting: (+2 ) 

Team Affiliation: X-Men 

Wealth: (1) 

X.S.E. Laser Weapon: 
(+8) 

X.S.E. Plasma Char ge 
Weapon: (+ 7), 2x Damage 

The X-Man Bishop was born in a mutant prison camp run by 

Sentinels 70 years into an altenrnte fuh.ue. He and his sister 

Shard grew up admiring and worshipping the legendary X-Men 

and eventually became members of the X.S.E., the Xavier 

Security Enforcers. His sister sacrificed her life to give Bishop 

a shot at Trevor Fitzroy. Ironically, the shot missed, but Bishop 

was able to thwart Fitzroy's plans anyway. When Fitzroy 

escaped in time to the past, Bishop and nvo fellow officers 

followed them back in time to stop them. There, not only did 

he come face-to-face with the very X-Men he worshipped as 

a boy, but he was also asked to join the team by Xavier himself. 

As an X-Man, Bishop has fought in the Shi'ar wars and traveled 

into the future far beyond his own time. 

Bishop is a tough, determined warrior. His mutant ability 

allows hin, to absorb the energy of an enemy's attack and 

redirect it through his g lowing hands as concussive force. 

He also carries specially developed X.S.E. weaponry to fire 

laser beams and plasma charges. 

Forgetting his violent future / past and fitting into the 

present hasn't been easy for Bishop. Like the M (for mutant) 

tattooed over his left eye in the camps of his youth, 

Bishop's experiences have left an indelible mark on his soul. 

He's fiercely loyal, and has never forgiven himself for the deaths 

of his fellow officers. He regrets not being able to save his sister 

and is haunted by her memory. Even after his time with the 

X-Men, he's still got the instincts of a homicide cop 

in a future where cops do whatever it takes. He's had to 

temper his instincts to act as judge, jury and executioner and 

learn to abide by the X-Men's sense of justice. 



ACTIONS 
Hunting/Tracking: 2 

Teleportation: 2 
- Firstborn, only 

MODIFIERS 
Appearance: Alien lnsecto1ds. 
drones are brown; all others 
(Firstborn, Queen, Empress) 
are green 

Toughness: (+1) 

Firstborn, (+2) 

EQUIPMENT 
The Acanti: A race of giant 
space whales, naturally peaceful, 
turned into lobotomized starships 

DESCRIPTION 

The Brood 
Height: 8 ' long 

Weight: Variable 
Eye Color: Yellow or Red 

H air Color: None 
Species: Alien lnsectoid 

ABILITIES 
Intelligence: 2 

Strength: 3 
Agility: 2 
Speed: 3 

Durability: 3 

@ E) 
Close Combat: 1 
(Strength Bonus or 
Weapon Modifier] 
- Fighting while weightless 

Stingers: (+1), Firstborn, 
(+2) 

Team Affiliation: The Brood 
Firstborn can disintegrate at will 
after completing m,ss1on Telepathy: 
Queen ,s always in telepathic 
communication with her offspring 

and used as such. The average one 
comes With about 1 CD,a:D Brood 
and a Queen When they use up 
the whale. they beach it on a 
planet and invade 

The Brood is a savage, insectoid alien race that reproduce by 

implanting their eggs inside other life forms to incubate. As the 

Broodling grows, it first takes con trol of its host's mind. 

When the newborn hatches, it fully consumes its host and 

converts it in to a member of the Brood. The new Brood then has 

all of the powers and abilities of its former h ost. For this reason, 

the Brood is constantly searching for superior life forms to 

become h osts. This quest brought the Brood to Earth, where they 

battled the X-Men . The Brood's first battle with the X-Men ended 

with the death of a Brood Queen and the destruction of the 

Brood homeworld , but not the extinction of the race. The Brood 

still roam the spaceways, and nests have been found almost 

a n ywh ere---even in the basement of the X-Men's Mansion. 

The Brood have repeatedly attacked the X-Men in their attempt 

to conqu er the Earth , and repeatedly failed. T h ey even 

s u cceeded in implanting eggs into la tent m u tan ts, hoping to 

create an army of Brood w ith superhuman abilities. 

Unfortunately, the X-Men had no choi ce b u t to destroy the 

m u tant Brood in a bloody battle. 

The Brood are eight feet long and insectoid in appearance, 

with eight legs, a split tail with two stingers, sharp claws and 

jaws filled with long, pointed teeth. Firstborn Brood have only 

six legs and a single s tinger, al though they can teleport. Th ey are 

fierce warriors in battle, and they show no mercy to their 

enemies. Th e Brood are ruled by a single Empress, guarded by 

the elite Firstborn, who remains in telepathic comrn~tion 

with all members of the Brood wherever they are in known 

space. Queens remain linked only to their own offspring. 

Because the Brood hatchling metamorphs its host until it is 

birthed, it will still seem to be the host, w i th all of its 

su perpowers, even thou gh it is really a Brood. This means 

that until they hatch, the Brood can be anyone, anY".vhere. 

Unknown 
H eight: 6 '8 " 

Weight: 275 lbs. 
Eye Color: Black/Yellow 

H air Color: None 
Species: Mutant 

ABILITIES 
Intelligence: 2 

Strength: 6 
Agility: 5 
Speed: 3 

Durability: 6 

® El 
ACTIONS 
Close Combat: 4 
(Strength Bonus or Weapon 
Modifier) 
- Morlock Training 
- Apocalypse Training 

Wall Crawling: 3 
(Strength Bonus) 

Fear: 5 
- Absorb Fear 

MODIFIERS 
Appearance: Mutant, 
enormous eyes. chalk-white skin 
with light purple tinge. prominent 
crest on brow, clawed hands, 
fanged teeth 

Claws: (+1) 

EQUIPMENT 
None 

DESCRIPTION 

Acrobatics: 5 
(Agility Bonus) 

Hunting/ Tracking: 5 
- Hiding 
- Stalking 
- Spot/Set Ambush 
- Spot/Set Traps 
- NYC underground 

Social Skills: 1 
- Morlock Culture 

Enhanced Vision: (3), See 
in Darkness 

Reflexive Dodge: (+1) 

Sense Mutants (SJ 

Team Affiliation: Morlocks 

Wealth: (-1 J 

Caliban was born a monster, an outcast even among his fellO\ 

m u tants. His hideous appearance caused his father to n ame hirr 

Caliban after the character in Shakespeare's play, The Tempest 
But to those w ho have u sed and abused him, what he wa, 

didn't matter. What he could do was all they cared abou 

Caliban h as the ability to sense and locate m utants. As a resul 

he was sough t ou t by the leader of a group of mutants living w 
tunnels below Manhattan known as the Morlocks. He wa, 

befriend ed briefly by Kitty Pryde (Sh adowcat) of the X-Men and 

some of the other students under Xavier 's tutelage. But wher> 

Apocalypse offered Caliban the power to wreak vengeance Of' 

the Marauders, who s laughtered his fellow Morlocks, Calibar­

accepted, in return for becoming first a Hellhound tracker 

and la ter the Horseman of the Apocalypse known as Death 

After Apocalypse was finally defeated, Caliban was free and 

joined Cable's m u tant strike force, X-Force. 

Caliban's primary m u tation is his superhuman power to 
psionically sense the presence of another mutan t w ithin a radiu, 

of approximately 25 miles, allowing him to find friend or foe 

whether they ·wish to be found or not. He can also psionicall~ 

turn h uman's fears against themselves. He h as been further 

mutated and given superhuman abilities by Apocalypse. 

Although h e can be loyal to his friend s, Caliban is aI' 

example of how hate can transform a victim into a force to be 

reckoned with. He has been misu sed and manipulated. H e ha, 

been loathed and feared by humanity for his entire life 
And now, his very existence is a sober warning to those 

who are all too willing to let their hate and fear determine 



...g1f1ty Bonus or 
Neapon Modifier) 
- Knife Rghting 
- Quarterstaff 

5 

Ranged Combat: 5 
Neapon Modifier) 

- Knife Tricks 

Thieving: 5 
- Move Silently 
-Hide 
- Spot/Set Traps 

MODIFIERS 
Mutant, Human appearance 

Animal Senses: (5) 

Reflexive Dodge: (+2) 

EQUIPMENT 
Knives: (+1) 

Height: 5'9" 
Weight: 140 lbs. 

Eye Color: Blue 
Hair Color: Black 
Species: Mutant 

ABILITIES 
Intelligence: 4 

Strength: 3 
Agility: 3 
Speed: 3 

Durability: 3 

® E> 
Leadership: 4 

Acrobatics: 2 
(Agility Bonus) 

Hunting/Tracking: 6 
- Stalking 
- Spot/Set Ambush 
- Stealth 
- NY Underground Expertise 

Social Skills: 4 
- Morlock Society 
- Bodyguard Protocol 
- Persuasion 
- Coercion 

Enhanced Vision: (3) 
See in Darkness 

Team Affiliation: Morlocks 

Wealth: 1-1) 

Throwing Knives: 1+1) 

----------------------
DES CR I PT 1O N 
All that is known about the mutant Callisto's beginning is that 

,.he was once young and beautiful, until a catastrophe left her 

t\orribly disfigured and blind in one eye. Scared and alone, 

, he fled society's condemnation and found a haven in the Alley, 

an abandoned military tunnel built unde1neath Manhattan 

d uring the 1950s. With the help of Caliban, a mutant who can 

sense the location of other mutants, Callisto gathered a growing 

e;roup of mutant outcasts she named the Morlocks. Some time 

,a ter, Callisto met and fell in love with the X-Man, Angel (now 

Archangel). Utterly enthralled, s~ kidnapped Angel to make 

him her consort. But the X-Men came to his rescue, and Callisto 

faced Storm in single combat. She lost and Storm became the 

eader of the Morlocks. Callisto and Storm became friends over 

the years, challenging each other in their care and stewardship of 

the lowest mutants on the social ladder. Eventually Callisto 

regained control of the Morlocks. 

Callisto has superhumanly keen senses of s ight, hearing 

~mell, touch and taste. The limits of these abilities are unknown, 

but her vision is especially helpful in the tunnels beneath 

,1:anhattan. She is an excellent hand-to-hand combatant and 

,,;treet-fighter, and particularly lethal with throwing knives. 

Callisto is motivated by compassion for those who are 

h unted, or have been abandoned, by society. But she hides her 

compassion beneath a fierce personality, and her mistrust of 

those who are "beautiful" comes across as aggression and spite. 

Since the Morlock Massacre, her control over the Morlocks is less 

complete than it once was. But she is a shrewd leader, capable of 

'llaTiipulating both her allies and her enemies to get what she 

·ants, and it is unlikely she could ever be satisfied with less. 

Height: 6'0" 
Weight: 181 lbs. 

Eye Color: Blue-Gray 
Hair Color: Blond 
Species: Mutant 

ABILITIES 
Intelligence: 2 

Strength: 2 
Agility: 2 
Speed: 2 

Durability: 4 

@ f9 
4 

[Strength Bonus or 
Weapon Modifier) 
- X-Force Training 
- X-Man Multi-Style 

Ranged Combat: 2 
(Weapon Modifier) 
- Aerial Combat 

Blasting: 9 

MODIFIERS 
Mutant, Human appearance 

Mental Defense: (+2) 

EQUIPMENT 
Communicator 

DESCRIPTION 

(Agility Bonus] 

Leadership: 4 

Mining: 2 

Black Ops: 1 
- Covert Operations 

Social Skills: 4 
- Coal-Mining Culture 
- Mutant Culture 

Team Affiliation: X-Men 

Wealth: (2) 

Costume of Unstable 
Molecules: Defense (+1) 

Sarnuel Zachary Guthrie didn't know he was a mutant until the 

day he and a fellow coal miner were trapped in a collapse in a 

mine in West Virginia. The stress and sheer terror of being buried 

alive triggered something deep inside him. Moments later, Sam 

had blasted himself and his parh"ler to freedom, and Sam knew 

he was a mutant. Guthrie's mutant power brought him to the 

attention of the Hellfire Dub, who first trained him. They 

attacked Professor X and the New Mutants, but when San1 

refused to murder the young mutants, his own life was threat­

ened. Professor X rescued Sam, and invited him to join the New 

Mutants, the next generation of students to be educated at 

Xavier's Schoo] of Higher Learning. Later, Cable took control of 

the group and transformed them into a paramilitary strike-force 

called X-Force. Cable trained Cannonball extensively, especially 

in leadership techniques. Cannonball led the team in Cable's 

absence w1til their apparent destruction. Guthrie survived and 

was invited by Professor X to join the X-Men. Eventually, he 

went on to join the X-Corporation. 

Cannonball possesses the ability to generate thermo­

chemical energy, accompanied by smoke, flame and 

condensation and release it from his skin by an act of the will. 

The equal and opposite reaction to this thrust propels his body 

through the air like a human rocket. He calls it "blasting." 

An energy field protects Guthrie from the direct effects of the 

blast. He can extend this field around others he is carrying 

as well. There is also a possibility that Sam is immortal, although 

this hasn't been confirmed. 

It took Cannonball a long time to learn how to control 

his power. At times Sam still struggles with a lack of confidence, 

and tends to believe and trust in others more than himself. 

But he's always been a steadfast friend to his teammates, 

and is known for his keen sense of m.orality. 



CAPTAIN BRITAIN 

ACTIONS 
Close Combat: 5 
[Strength Bonus or 
Weapon Modifier) 
-Swords 

Ranged Combat: 4 
[Weapon Modifier) 

Force Field: 5 
- Effective against mental attack 
- Effective against Magic 

MODIFIERS 
Precognitive Flashes: 
Occasional glimpse into future, 
at GM discretion, mostly sees 
danger to Grea t Britain or 
Otherworld 

Mental Defense: [+2) 

Magical Defense: (+2) 

EQUIPMENT 
Excalibur: [+5), the Sword of 
Might. Annor Penetration, unbreak­
able. effective against nearly 
everything, (+3) extra Modifier 
when fighting evil (GM Discretion) 

DESCRIPTION 

Brian Braddock 
Height: 5 '11" 

Weight: 214 lbs. 
Eye Color: Blue 

Hair Color: Blond 
Species: Human/ Sorcery 

ABILITIES 
Intelligence: 4 

Strength: 9 
Agility: 3 
Speed: 3 

Durability: 5 

® E> 
Leadership: 4 

Flight: 5 
General Knowledge: 5 
[Intelligence Bonus) 
- Physics 
- Engineering 

Vehicles: 4 
-Aircra~ 

Social Skills: 4 
- British History/Mythology 

Toughness: (+1) 

Team Affiliation: Excalibur 

Wealth: (5) 

Becomes Weaker away 
from Great Britain or 
Otherworld: Loss of 1 red 
stone/day, one white for every 3 
red, resulting in death by day 16 

Battlesuit: Defense [ +2) 
Amulet of Right: The source 
of his powers 

Communicator 

As he hovered near death, nuclear researcher Brian Braddock 

was visited by the spirits of Merlin and Roma. They granted 

Braddock superhum an powers in return for becoming Britain's 

new champion. But this was just the first strange tum in Captain 

Britain's mythic life. Braddock would later learn that he was an 

extra-dimensional being and heir to the throne of Otherworld, 

a glorious kingdom at the nexus of reality where sorcE,FY and 
science exist as one. His adventures have take~hi1n to 

Otherworld, alternate realities and even beyond the grave, 

from whence he was again resurrected by Merlin to lead 

Excalibur, the team of British mutant super-heroes. 

Captain Britain was gifted with superhuman strength, 

durability and reflexes and can fly at just under the speed 
of sound. Mystical energy within Captain Britain makes it 

nearly impossible to cause him physical harm. His power is also 

linked to Great Britain. The further he travels or the longer he 

stays away from Britain, the greater the possibility of hw·ting him. 

Captain Britain is a man that has long denied the calling 

Merlin gave him. He is tom between con1peting ideals: 
Might and Right, Otherworld and Great Britain, science and 

myth, duty and personal fulfillment. He has sought alcohol to 

ease his trouble and has a tendency to allow his pride and anger 

to get the better of him. Still, he was chosen by Merlin because 
deep inside him dwells the same sort of heroic greatness of 
spirit that made Arthur King so many years before. 

Cassandra Xavier 
(presumed) 

Height: 5 '4" 
Weight: 115 lbs. 

Eye Color: Blue 
Hair Color: None 

Species: Mummudai 

ABILITIES 
Intelligence: S 

Strength: 1 
Agility: 1 
Speed: 1 

Durability: 5 

® ~(i) 
ACTIONS 
Close Combat: 1 
(lntelhgence Bonus) 

Telekenesis : 5 

Social Skills: 3 
- Insanity 
- Cruelty 

MODIFIERS 
Mutant, Near-human 
appearance; complete and total 
opposite ("Mummudrai," a Sh1'ar 
term) of Prof. X 

Mental Defense: (+10) 

EQUIPMENT 
None, but ardently desires Cerebra 

DESCRIPTION 

Telepathy: 10 
- Intelligence Bonus 
- Possess/Control Others 
- Illusions 
- Create links with others 
- Telepathic Communications 
- Mental Bolts 
- Edit Memories 
- Repair/Damage Minds 
- Astral Projection 

Reconstitute Self, inscar 

Sense Mutants: (3) 

Team Affiliation: None 

Toughness: (+1) 

Wealth: (9), due to 
access/influence 

Cassandra Nova is Charles Xavier's vicious twin sist 

who seemed to die in their mother's womb after trying 

strangle Charles. Her powerful psyche, the equal of Xavier 
survived stillbirth and eventually built itself a body. When .. 

was ready, she embarked on her quest to destroy Charles ar 

mutantkind. She began by unleashing a fleet of Sentinels 

Genosha, slaughtering over 16 million mutants. Next, she stn.. 
at the X-Men, nearly killing Beast and taking possession 

Xavier's mind and forcing his "psyche" to take up resider 

in her damaged body. Then she revealed publicly that Char 

and his students were mutants. Finally, she attempted to t .. 
control of the Shi'ar empire and use the Imperial Guard 

destroy the X-Men. She failed, losing most of her powers a 

nearly destroying her brain. She now "lives" imprisoned witf" 

the synthetic brain of a morphogenic a lien, where it is hop­

that she can be rehabilitated. 
Like Xavier, Cassandra Nova is one of the most power 

mutants in the world. Her telepathic skills are the equival 
of his own, and she has a telekinetic ability he d 
not possess. But unlike Xavier, there are no moral restraints 

her character. As a result, there is nothing she won' t 

according to her whims. 
Where her brother Charles is a man of peace and compassi 

Cassandra Nova is just the opposite. She is filled with hatred 

is the force that helped her crawl back from the brink of de~ 
Her only motivation is the destruction of her brother, along\ 

all of the mutants he cares so much about. She took gr. 
pleasure in twisting and destroying everything he worked 

"outing" the Institute, corrupting the Shi'ar empire, and sow 

seeds of doubt and mistrust among the X-Men themselves. 



-¼)ility Bonus or 
'Veapon Modifier] 

- Hand-to-Hand 
- X-Man M ulti-Style 

Telepathy: 2 

3 

- Telepathic Communications 

MODIFIERS 
Can only communicate via 
Telepathy 
Mental Defense: (+4) 

EQUIPMENT 
None 

DESCRIPTION 

Jon Starsmore 
Height: 5'9" 

Weight: 140 lbs. 
Eye Color: Brown 

Hair Color: Reddish-Brown 
Species: Mutant 

ABILITIES 
Intelligence: 3 

Strength: 2 
Agi lity: 2 
Speed: 2 

Durability: 3 

@ 0 
7 

- Area Effect 
- 2x Damage 

Social Skills: 2 
- British Royal Culture 
- X-Men Culture 

Self-Contained Life Form 

Team Affiliation: X-Men 

Wealth: (3) 

Pity Jonathan Evan Starsmore. His first manifes tation of mutant 

power blew a hole in his own body from his mouth to his 

ower torso. It also destroyed the legs of Lady Gayle Edgerton, 

I-tis girlfriend, crippling her for life. After being rescued by 

ueneration X from near-certain death at the hands of Emplate, 

Chamber joined the newest generation of s tudents of Xavier's 

.irearn. He accepted, knowing th.is was the best chance he'd have 

o learn to control his powers, but fearing he'd be 

dange r to those around him. He was right in more ways than 

,e expected. Starsmore's pow ers drew attacks from mutants 

·ho feed on psion.ic bio-energy. Chamber also nearly burned 

own the dorms after being kissed by Husk. Still, he s tayed 

,;tl,_ the team until it was disbanded. Chamber then went 

...ndercover as a student at Empire State Universi~11westigate 

.he deat11-s of mutant students there. Later, Chamber relu ctantly 

ccepted Professor Xavier's invitation to join the X-Men, 

--nd now teaches at the Xavier Institute. 

Chamber can project destructive bio-blasts from his torso . 

-,ome believe that his body is merely an inanimate shell to 

contain his psionic energy. Chamber has no need to eat, 

.lri.nk or breathe and lacks several major organs including heart 

and lungs. He speaks through telepathy. 

Chamber's power is certainly something to be feared and 

'lated. And no one hates it more than Starsmore. He isn't even 

CJose to human, even according to mutant standards. And that 

;.eems to prevent him from getting close to anyone, mutant or 

"uman. H is relationships have all ended badly, be they with rock 

-tars or fellow teammates. He still carries tli_e guilt of what he's 

.:.one with him. For fuose whose lives he's destroyed, he does not 

'lave fue words ... even if he still h ad a moufu to speak them. 

S_- agreeing to teach at fue Institute, at least he's finally trying 

to take control of his life and learn to settle d own, rather than 

Piotr Rasputin 
(Normal/Bio-Organic Steel) 

Height: 6 '6 "/ 7'5" 
Weight: 250 lbs./500 lbs. 

Eye Color: Blue/ Silver 
Hair Color: Black 
Species: Mutant 

ABILITIES 
Intelligence: 3 

Strength: 3 / 9 
Agility: 2 
Speed: 2 

Durability: 3 / 6 

@ E> ® 
Close Combat: 4 
[Strength Bonus or 
Weapon Modifier] 
- X-Man Multi-Style 

Artist: 4 
- Drawing 
- Painting 

MODIFIERS 

--

Mutant, can appear human 

Mental Defense: (+2) 

Transform Self 
to bio-organic steel 

Magical Defense: 
(+0/+ 9 ) 

EQUIPMENT 
Communicator 

DESCRIPTION 

COLOSSUS 

Ranged Combat: 4 
[Weapon Modifier) 

Vehicles: 5 
- Ground Vehicles 
- Boats 
- Aircraft 

Socia I Skills: 3 
- Russian Language/Culture 
- Farming Culture 

Toughness: (+0/ + 6 ) 
Energy Defense: (+0/+2 ) 

Self-Contained Life Form, 
when transformed 

Team Affiliation: X-Men 

Wealth: (2) 

Piotr "Peter" Rasputin was born to Siberian farmers, to honesty, 

peace and a good work ethic. He used his mutant power to aid 

his family and fellow farmers in the fields. His life seemed happy 

and fulfilled until he was asked b y Xavier to become an X-Man to 

help save other trapped X-Men from deat11-. He v,.rould find true 

friendship in tli_e X-Men-especially with Nightcrawler and 

Wolverine-and even fue love of Shadowcat. But joining the 

group ,,vould s train Piotr's understanding of heroism. 

He discovered a world of deceit and fear away from his 

homeland, and was forced to kill Proteus, a mutant who 

threatened his teammates . As a result of fuat death, Peter's faith 

in the goodness of mankind, and in himself, was broken. 

Even harder on Peter was his s ister illyana' s kidnapping by fue 

demon, Belasco, and transformation into fue witch-child, Magik. 

Eventually h e joined the Acolytes for a time, trying to find 

something he could believe in again. But finding himself at odds 

with tli_eir violent philosophy, he left and returned to fue X-Men . 

Colossus possesses fue ability to transform his body tissue 

into an organic, steel-like substance, resul ting in superhuman 

strength and a high degree of imperviousness to injury and 

concussive impacts. In his organic steel form, even his eyes turn 

to steel; he is unaffected by temperature extremes and 

doesn't need to breailie. 

Piotr is a man of sorrows with the soul of an artist. He 

misses his home, his family, and fue simple way he lived and 

understood the world. His brofuer Mikhail became a deadly 

enemy. His sister soul was darkened by demons. Some say he is 

fue greatest of the second generation of X-Men, but fuat may 

be because h e gave up so much to be part of Xavier's 

struggle for peace between mutants and humanity. 



FABIAN CORTEZ 1------------, 

Fabian Cortez 
Height: 6'5" 

Weight: 214 lbs. 

ACTIONS 
C lose Combat: 2 
[Agility Bonus or 
Weapon Modifier) 
- Hand-to-H and 

Ranged Combat: 2 
[Weapon Modifier] 
- Handguns 

Vehicles: 3 
- Ground Cars 
- Military Vehicles 
- Genoshan Flying Vehicles 

MODIFIERS 
Wealth: (2) 

EQUIPMENT 
Communicator 

DESCRIPTION 

Eye Color: Blue 
Hair Color: Brown 
Species: Mutant 

ABILITIES 
Intelligence: 2 

Strength: 2 
Agility: 2 
Speed: 2 

Durability: 3 

@ E) 
Power Boost: 6 

Black Ops: 5 
- Infiltration 
- Subversion 
-Terrorism 
- Abduction 
- Coercion 

Leadership: 4 

Social Skills: 3 
- Genoshan Culture 
- Mutant Culture 
- Criminal Society 

Team Affiliation: Acolytes 

Fabian Cortez is power-mad and treacherous. There is no one 

he has not betrayed in his bid for power. Once a leader of 

a r e n egade band of mutants, he led them to sanctuary on 

Magneto's Asteroid M. There, h e Jost control of his group, 

who swore allegiance to Magneto and became the Acolytes. 

Rather than give up, though, Cortez attempted to kill Magneto 

and bring about the £all of Asteroid 1\1. Cortez then claimed 

to be Magneto's successor, reclaimed leadership of the Acolytes 

and gathered new followers. Cortez sent the Acolytes out on 

murderous missions, including a raid on a ".flatscan" hospital, 

which proved to be the last straw. Upon Magneto's return, 

Cortez was exposed by Exodus and violently ousted from the 

group. Later, when Magneto was incapacitated, Cortez again 

attempted to gain power, this time over war-torn ~sha. 

Instead, Exodus again put a s top to his plans and Magneto 

emerged rule r of Genosha. Some people just can't ,vin. 

Like a parasite, Fabian Cortez is nothing without other 

mutants to act upon. That's because his mutant power is merely 

the ability to amplify any other s uperpower or energy source. 

He can use this ability to boost the powers of his fellow Acolytes, 

or to cause his opponent's powers to flare out of control and 
even to burn out. 

Cortez is a s chemer, a planner, and a strategist who cares 

nothing for those he uses in achieving his goals. He is known to 

be untrustworthy, and as a result, finds enemies everywhere. 

He has no compassion for anyone other than himself. He has 

slaughtered innocent humans who lay dying in a hospital. 

He helped destroy Asteroid M, resulting in the death of many 

of his fellow Acolytes . Unlike other mutants, it's not those who 

fear him that hate him. Those that know him, even a little, 
hate him a lot. 

Douglas Ramsey 
Height: 5 '9 " 

Weight: 150 lbs. 
Eye Color: Blue 

Hair Color: Blond 
Species: Mutant 

ABILITIES 
Intelligence: 5 

Strength: 2 
Agility: 2 
Speed: 2 

Durability: 2 

® E)ciJ 
ACTIONS 
Close Combat: 2 
(Agility Bonus or Weapon 
Modifier] 
- Self-Defense 
- Hand-to-Hand 

Vehicles: 3 
- Vehicle Control Systems 
- Bikes and Scooters 
- Virtual Flight Systems 

MODIFIERS 
Mutant, Human appearance 

Universal Translation 

Challenge: Can't drive a car 

EQUIPMENT 
Communicator 

DESCRIPTION 

Computer Skills: 5 
[Intelligence Bonus] 
- Video Games 
- Troubleshooting 
- Software 
-Coding 
- Communication/Direct lnterfac,,; 

Social Skills: 3 
- Mutant Culture 
- Computer Culture 

Team Affiliation: New 
Mutants 

Wealth: (2) 

Douglas Aaron Ramsey was a friend of Kitty Pryde. At firs 
g lance, he was a computer geek. But upon getting to knm, 

him better, Pryde discovered h e h ad the mutant ability ro 
translate languages and codes. This ability made him ve11 

valuable to Emma Frost, who at the time was recruiting n1.utane:­

under false pretenses, to join her sinister Massachuselli 

Academy. But Shadowcat exposed Emma Frost to Cypher 

and Doug instead joined the New Mutants. In a figh t 

Cypher had all the abilities of a mutant wallflower. But hb 

mutant abilities made him invaluable to the team, which wa, 

constarttly needing to communicate with alien races and 

decipher runes found in other realities. Without Cypher, thte 

team may never have learned to conununicate with Warlock. 

the techno-organic alien who eventually joined the team 

Cypher and Warlock became close friends. And it was througp 

Warlock's intervention that Doug finally became valuable 

in a fight: Warlock literally reshaped itself to become Cypher' ~ 
battle suit. 

Cypher's mutant ability to translate and decode any ora 
or written language, whether human or alien, extended to 

deciphering codes and computer languages. He is also brillian. 

at understanding and writing extremely complex com puter 

programs. His mutant power allows Cypher to direct!), 

interface with any computer. 

Doug Ramsey has never felt that h e could offer enough to 
the team or to be a real help in the battles they foughL 

As a result, at times he can be reckless in his attempts to 

win the respect of his peers. But Cypher is a true friend ana 

loyal teanunate, and no one can ever say he doesn't give his all 
for the team. 



= ose Combat: 3 
;ry Bonus or 

apon Modifier) 
3'-awling 
Crowd Control 
Man Multi-Style 

:fanged Combat: 2 
=apon Modifier] 
-.andguns 

5ound/ Light 
:..OSorption/ Reflection: B 

;: rght: 5 
_ rnrt:ed Maneuverability 

ODIFIERS 
eam Affiliation: X-Men 

EQUIPMENT 
Roller Blades, (size 8) 

Communicator 

DESCRIPTION 

Alison Blaire 
Height: S'S" 

Weight: 135 lbs. 
Eye Color: Blue 

Hair Color: Blonde 
Species: Mutant 

ABILITIES 
Intelligence: 2 

Strength: 2 
Agility: 2 
Speed: 2 

Durability: 3 

@ 0 
Acrobatics: 5 
[Agility Bonus] 

Create Illusions: 5 

Show Business: 7 
- Skating 
-Acting 
- Dancing 
- Singing 
- Showmanship 
-Roadie Skills 

Social Skills: 5 
- Hollywood Culture 
- Broadway Culture 
- Mojoverse Culture 
- TV Culture 

Wealth: (2) 

Costume: Defense (+1) with 
implanted sound device that 
stores 8 free r ed stones of 
sound energy 

r Alison Blaire, being a mutant was nothing to sing about. 

tact, it almost destroyed her career. She wanted to be a star, 
just have the mutant ability to create them. Her mutant 

.ity to transform sound into light manifested itself at 
uncert in high school, creating spectacular lighting effects 

t corresponded to the emotions of the songs she sung. 

.;on became a popular performer, using her abilities without 

r adrn.itting they came from m u tant powers and not special 

rl:ts. When one of her concerts was gate-crashed by agents 

J1e Hellfire Club, Dazzler fought against them with her new 

c5. the X-Men. But the battle for peace was less important to 
than the battle to remain in the top ten, so she left for 

Jy,...-ood to make a film that was never released. She was 
.utlisted once her mutant nature became public knowledge. 

::l;....;:zler joined the X-Men and adventured with them from one 

"'mate reality to another, often in the company of Longshot, 

mysterious X-Man she eventually married. 
Dazzler has the ability to absorb externally generated sound 

- transduce sonic vibrations into various types of light. 
s light can take the form of spectacular fireworks or 

-emely fine lasers. She can create holograms of people. 

_ can also use it to create a protective force field and cause 

• body to glow with light. 
Alison never wanted to fight. That's why she didn't become 
;,,yer like her father. She wanted to perform. As a result, 

X-Men's battle for peace between humanity and mutants 

- never really claimed her, and she has often left the team 
"lOp8S of finding a nightclub in need of a diva. 

Unrevealed 
Height: 5'7" 

W eight: 130 lbs. 
Eye Color: Red, spiral­

shaped pupils 
Hair Color: Gray-Green 

Species: Mutant 

ABILITIES 
Intelligence: 2 

Strength: 3 
Agility: 2 
Speed: 2 

Durability: 3 

@ E) 

Close Combat: 5 
[Strength Bonus or Weapon 
Modifier) 
- X-Force Training 

Show Business: 2 
- Singing 
-Stage Work 

MODIFIERS 
Mutant, Non-living human 
appearance. Greenish-b lue skin. 
blue lips, large black circles 
around eyes 

Mental Defense: (+4) 

EQUIPMENT 
Communicator 

DESCRIPTION 

DEAD GIRL 

Mastery of Death: 7 
- Manipulation of dead things 
- Communicate with the dead 
- Read Corpses 

Social Skills: 3 
- Parties 
- Fringe Culture 
- Death Culture 

Reconstitute Self 

Self-Contained Life Form 

Team Affiliation: X-Statix 

Wealth: (-1) 

o one knows who the mutant Dead Girl is or was. What is 

known is that she had come to New York City and was an 
aspiring actress until her co-star and lover m u rdered her. 

She awoke in the damp darkness of her own grave. Her death 

triggered her latent mutant powers and she dug herself out of 

her own grave to exact revenge on the actor who killed her. 
She soon found herself accepted into the ranks of the media.­

hogging mutant team known as X-Statix. During her first major 

mission, she saved the life of her team-member, Anarchjst, 

and a romantic relationship between them began. The pair 

even occasionally leave the team to star in their "Death and 

Anarchy Roadshow." 
Dead Girl's "gifts" include the superhuman ability to 

comm.unicate with the cells, bacteria and disintegrating tissue 

of corpses in order to learn what happened to them up to and 
including their death. She can also talk to the dead and hear 

their responses. She has no need to eat or breathe 

and can survive indefinitely in a vacuum. She can rebuild her 
molecular structure after suffering the worst of injuries. One of 

her most unsettling powers is that she can animate severed 

parts of herself to use as weapons. She frequently throws 

herself into the line of fire to protect her teammates . 
Most of Dead Girl's feelings remain a mystery, as do the 

reasons for her affections for the Anarchist. She was very upset 
when the X-Statix declined to give her the "sexy" superhero 

status they once gave U-Go Girl, and it was one of the main 

reasons she left the team with the Anarchist. But now that she's 

back, her sense of duty to her teammates is growing. All that's 

left to do is figure out who she is-and how to make a life for 
herself now that she's dead. Which won't be easy when the 

most hones t conversations she has are with those that who 

speak from beyond the grave. 
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ACTIONS 
Close Combat: 6 
(Agility Bonus or Weapon 
Modifier] 
- Hand-to-Hand 
- Martial Arts 
- Military Training 

Ranged Combat: 7 
[Weapon Modifier) 
- Handguns 
- Conventional Firearms 
- Energy Weapons 
- Alien Weapons 

Acrobatics: 6 
(Agility Bonus] 

Leadership: 4 

MODIFIERS 
Appearance: Mutant, chalk 
white skin. natural black marking 
around her le~ eye. 

Good Luck: (4) 

EQUIPMENT 
Body Armor: Defense (+1) 

DESCRIPTION 

Neena Thurman 
Height: S'S" 

Weight: 120 lbs. 
Eye Colo r: Blue 

Hair Color: Black 
Species: Mutant 

ABILITIES 
Intelligence: 2 

Strength: 3 
Agility: 3 
Speed: 2 

Durability: 3 

@ 0 
Black Ops: 7 
- Covert Operations 
- Explosives 
- Spot/Set Ambush 
- Spot/Set Traps 
-Swimming 

Vehicles: 5 
-Cars 
-Aircra~ 
- Spacecra~ 

Technology: 4 
(Intelligence Bonus) 

Social Skills: 4 
- Intelligence Community 
- Mercenary Culture 
- Group Dynamics 

Targeting: (+2) 

Team Affiliation: 
X-Corporation 

Wealth: (2) 

Hand Gun: (+2) 
Communicator 

Neena got lucky when she was very young. It turns out that 

i t wasn't just luck, it was her mutant power. Normal life carried 
little risk for her, so she recklessly went looking for it. 

Neena relied on her "good luck" as a government agent and 

a mercenary. One of her undercover jobs was to protect the 

genius prodigy Milo Thurman. She fell in love with Thurman 

and they married. He nicknamed her Domino after the patch of 

black s u rrounding her eye. Their relationship ended after a 

subversive group raided the government facility where Milo 

lived, and Domino d isappeared. She eventually became an ally 

in Cable's war against Apocalypse, becoming friends (and 

more) to the soldier from the future. She served first with 

team of mercenaries, Six Pack, and later 

with X-Force. She recently fought Lady Deathstrike, Donald 
Pierce and the Reavers in a failed attempt to save Milo's life. 

Domino has since joined the X-Corporation to monitor and 

protect mutants and their rights. 

Domino's mutant power generates a psionic aura about 

herself that affects probability, thus causing events to "fall into 

place" for h er. Her extensive training in various armed and 

unarmed combat technique, weapons and explosives has made 

her a lethal enemy and a powerful ally. 
Domino is not as mercenary as she would have her 

employers believe. She often picks her "jobs" and her causes 

for reasons that go beyond money. That said, 

pushover, and she her motivations to herself. 

- -- - -
Doop 

(presumed) 
H eight: 3 '5 " 

Weig ht: Unrevealed 
Eye Color: Pink 

Hair Color: None 
Species: Unknown 

ABILITIES 
Intelligence: 1 0 

Strength: 9 
Agility: 9 

Speed (flight): 9 
Durability: 6 

® ~(i) 
ACTIONS 
Videography: 9 

Mastery of Energy: 9 
- All Options 

MODIFIERS 
Appearance: Mutant, green 
skin, four-fingered hands, no 
legs. potato-shaped body, floats 
in midair 

Unintelligible: Only a few can 
understand him 

Team Affiliation: X--Statix 

Sense Mutants: (9), 
knows the implication of mutation 

EQUIPMENT 
Communicator 

DESCRIPTION 

General Knowledge: 6 
[Intelligence Bonus) 

Flight: 9 

Toughness: (+4) 

Can store an endless 
amount of stuff inside 
himself, then withdraw 
it for later use 

Mental Defense: (+9), 
power affects others 

Immune to Reality 
Distortion 

Wealth: (3) at need 

Endless amounts of video 
equipment, w hich Doop store 
within him self. 

Doop is the cameraman for the X-Statix. Actually, man is th­
wrong word. Doop is a levitating green potato-shaped thingr 

that can eat and later regurgitate anything. That's closer, but sti 

not quite the right description. It is responsible for recordin 

all the team's missions for later review. It also films and direc 
documentaries about the team. Doop shares a mysteriou 

friendship with Wolverine; the two have been friends for aver 

long time. Doop is very protective of his teammates, and ha 

been known to kill anyone who might be a threat to them­

including other teammates. It was Doop who discovered a pla 

by one of the members of X-Statix to kill tearnrnates in order t 

boost ratings. 

It's hard to call Doop a mutant, because no one is certair 

what it is. It could be an alien. Or the result of some strang-, 
experiment gone awry. But whatever Doop is, it is more thar 

meets the eye. Physically, Doop is a potato-shaped being witr 

g reen skin, large p ink eyes, and two four-fingered h ands. I 
speaks -what sounds to be an alien tongue, but one -which it~ 

tearnrnates seem to have no problem understanding. It has tht 

psionic ability to sense mutants and to prevent telepaths frorr 
listening in on its thoughts and conversations. Doop has an 

undefined but very powerful ability to control energy. Door 

also doubles as an "all-purpose-carry-all": It can inges 

anything, store it in the infinite space that exists within itselt 

and expel it for later use. 

Doop himself .. .itself ... herself ... thernselves ... show(s) a grea 

degree of care to be a member of a team, and a great degree o. 
concern for the X-Statix. Friendship is not alien to Doop 

But what Doop is and what Doop will become is one 

of the mysteries at the core of the X-Statix. 
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-...snce 
- Horsemanship 

J1ightly Skills, Weapons 

~anged Combat: 2 
eapon Modifier) 
Crossbow 
umgbow 

Drain Energy: 5 
'mproved Drain 

0DIFIERS 
"1ental Defense: (+8) 

Team Affiliation: Acolytes 

EQUIPMENT 
Communicator 

DESCRIPTION 

Bennet du Paris 
Height: 6'0" 

W eight : 195 lbs. 
Eye Co lor: Blue 

Hair Color: Black 
Species: Mutant 

ABILITIES 
Intelligence: 4 

Strength: S 
Agility: 2 
Speed: 2 

Durability: 5 

®e 
Telepathy: 8 
- Intelligence Bonus 
- Create links with others 
- Telepathic Communications 
- Project Thoughts/ 

Control Others 
- Mental Bolts 

Telekinesis: 8 

Teleportation: 6 

Leadership: 4 

Social Skills: 3 
- Chivalry 
- Genoshan Politics 
- Mutant Cult ure 

Toughness: (+2) 

Wealth: (3) 

nnet d u Paris did not begin h is life aspiring to be a villain. 

was a knight and a Crusader in the 12th Century. But his lust 

r power got the better of him, and he becam e trapped in one of 

~Iypse's mutant strongholds in the Alps. After using one of 

rejuvenation chambers that Apocalypse himself used, 

ris awakened again the twentieth centu ry, with his latent 

utant powers now very much enhanced. He was rescued by 

- gneto and taken to Avalon, Magneto's space station, where he 

came one of the Magneto's Acolytes. When Magneto was 

teated by Charles Xavier, Exodus took control of the Acolytes. 

er time, the Acolytes were scattered by new enemies, 

• some remained loyal to Exodus. And Exodus sought to 

d them in the ways of Magneto, in a lifestyle that made 
tain that h umanity never victimized another race of people 

way it had Magneto when he was a child. Exodus became 
.1gneto's most trusted lieutenant, a nd in Magneto's absence 

en pretended to be I'Vlagneto himself. But his macrunations 

lped hasten Genosha's fall in to civil war, prior to its 

truction by Sentinels. 

Exodus has exhibited vast psionic power. H e has the ability 

telekinetically lift at least 10 tons of weight. He has incredible 

epathic powers and the ability to project damaging psionic 

~ts. Exodus can also teleport as well as drain another's 

erg)' to replenish his own. 
Exodus' last known whereabouts were in Genosha, where he 

-rioented of his h atred and bias against humanity. No o ne knows 
ere he has gone since, or if he was trapped in the attack that 

troyed Genosha. And nobody can say what his goals might 
u he ever surfaces again. 

Unrevealed 
Height: 6 '0 " 

Weight: 180 lbs. 
Eye Color: Brown 
Hair Color : Black 
Species: Mutant 

ABILITIES 
Intelligence: 6 

Strength: 3 
Agility: 2 
Speed: 2 

Durability: 3 

® ~ (i) 

Close Combat: 4 
(Strength Bonus or 
Weapon Modifier) 
- Military Training 
- X-Man Multi.Style 

R a nged Combat: 5 
(Weapon Modifier) 
- Experimental Weapons 

Invention/ Technology: 7 
(Intelligence Bonus) 

Vehicles : 6 
- Unfamiliar Vehicles 

Leadership: 4 

MODIFIERS 
Mutant, Human appearance 

Team Affiliation: X-Men 

EQUIPMENT 
Communicator 

Body Armor: Defense (+1) 

Hand-Held Disintegrator: 
(+4), 3x Damage 

Laser: (+6) 

DESCRIPTION 

FORGE 

General Knowledge: 7 
(Intelligence Bonus) 
- Cheyenne History/Occult Lore 
- Electronics/Engineering 
- Psionic Devices 
- Mutant Powers and Machines 

Mastery of Magic: 2 
- Very reluctant to use 

Witchcra~ (Shaman): 4 
(Intelligence Bonus] 
- See Visions 
- Open portals to other realms 

Social Skills: 3 
- Military-Industrial Complex 
- Mutant Culture 
- Intelligence Community 

Bionic right leg and arm: 
(+3) to Strength, both have 
Built-In Self-Repair 

W ealth: (9) , government 
access 

Sensors: many and 
varied 

Neutralizer Gun: see 
Equipment list P. 93 

All sorts of tools and 
equipment, at need 

Forge has always wandered between different worlds. He is a 

mutant, a man of science and a Cheyenne mystic, trained to 

know the spirit realms that surround our physical reality. 

\rVhen Forge was a soldier on a sea-et mission in Sou theast Asia, 

hfa men were killed. He summoned their spirits to avenge their 

deaths, but later called in a 8-52 air-strike to destroy the demons. 

He lost an arm and leg and swore to never use magic again. 

Forge went to work for the government creating advanced 

weapons to neutralize super powers and fend off alien invasion_ 

Recently he became a full-time X-Man, upgrading the Blackbird 

with a doak.ing device and redesigning the Danger Room . 
Forge's innate mutant ability allows him to easily create 

whatever he imagines. Unlike Tony Stark or Reed Richards, 

who invent through intellectual discipline, for Forge, inventio n is 

natural and uninspired, like breathing. 

Forge is a man who could do anything, yet struggles with 

questions of w h at he should do ... a mutant whose inventions were 

used against other mutants ... a mystic who fears his powers 
because of the damage he's done with them. He's been taken 

advantage of by the government he worked for, and it cost him 
Storm's love. H e takes no joy from his ability to create, because it 

requires no effort at all. For these reasons, it's no wonder he 
often appears to lack passion and even direction. 



EMMA FROST 
fJ- -,~~ 

ACTIONS 
Close Combat: 4 
(Strength Bonus or 
Weapon Modifier) 
- Self-Defense 
- Hellfire Club Training 
- X-Man Multi-Style 

Ranged Combat: 2 
(Weapon Modifier) 
- Handguns 

Technology: 4 
(Intelligence Bonus) 

Business: 6 
(Intelligence Bonus) 

Leadership: 3 

MODIFIERS 
Mutant: Human appearance 
Normal/ 

Mental Defense: (+SJ 

Toughness: (+0/ ) 

Energy Defense: (+0/ - l 
Team Affiliation: X-Men 

EQUIPMENT 
Communicator 

DESCRIPTION 

Emma Frost 
Height: 5'1 O" 

Weight: 150 lbs. 
Eye Color: Blue 

Hair Color: Blonde 
Species: Mutant: 

ABILITIES 
Normal/ Diamond Form 

Intelligence: 4 / 
Strength: 2 / 1::1 

Agility: 2 / 2 
Speed: 2 / 2 

Durability: 4 / 5 

@~ ® -
Telepathy: 8 / C 
- Intelligence Bonus 
- can't be used in Diamond Form 
- Illusions 
- Project Thoughts/Control 

Others 
- Create links with others 
- Mental Bolts 
- Generate pain by touch 

Invention: 1 
(Intelligence Bonus) 
(Psionic Devices] 

Social Skills: 5 
-Teaching 
- High Society 
- Hellfire Club Protocol 
- Seduction 

Immune to/ cannot use 
Telepathy when in Diamond 
Form 

Transform Self 
to bio-organic Diamond 

Self-Contained Life Form 
when in Diamond Form 

Wealth: (7) 

Emma Frost is one of the most capable, beautiful and alluring 

women alive today. She is also a powerful mutant telepath. 

She was born into old money, and with her brains, her charms 

and her psionic abilities, she became the CEO of Frost 

International. She simultaneously served as headmistress of the 

Massachusetts Academy, a prep-school that was a front for her 

own team of mutant teenagers, the Hellions. If that weren't 

enough, she was also the White Queen of the iniamous Hellfire 
Club and a dangerous enemy of the X-Men. But her desires 

exceeded even her amazing talents, and eventually everything 

came crashing down around her. Her Hellions were slaughtered 

and she was left psychically incapacitated. After her recovery, 

Em.ma repented her ways and joined with Xavier. 

Emma Frost can read and project thoughts, take control of 
people's minds, and project psionic mind blasts that cause pain 

or unconsciousness. A recent mutation allows Em.ma to turn 

diamond-hard with nearly indestructible skin, but in that form 

she has no access to her telepathic abilities. 

Emma has always been ruthlessly self-serving. Softened by 

the destruction of her Hellions and the events of her life, she has 

seemingly joined Xavier and his students in bringing peace 
between mutantkind and hwnanity. But whether this is a true 

change in character or just the beginning of yet another in 

a long run of betrayals is anybody's guess. 

Unknown 
Height: 4 '6" 

Weight: SO lbs. 
Eye Color: Brown 

Hair Color: Gray-Black 
Species: Mutant: 

ABILITIES 
Intelligence: 2 

Strength: 2 
Agility: 2 
Speed: 2 

Durability: 3 

® 0 
ACTIONS 
Teleportation: 9 
- Takes 1 Panel to prepare 
- Sacred Bullroarer required 
- can see through portal 

before entering 
- Open portals for others 

to return 

Telepathy: 2 
- Communicate with others 

MODIFIERS 
Usually considered 
a mutant 

EQUIPMENT 
Sacred Bullroarer, required 
for Gateway's Teleportation 

DESCRIPTION 

Mastery of Magic: 
- Accumulate Energy 

(via Meditations) 

Witchcra~: S 
[Australian Aborigine) 
- Communicate with Ancestors 

Social Skills: 3 
- Aborigine Culture 

Team Affiliation: X-Men 

Wealth: (-1 J 

Power. Takes 1 Panel to prepare. 
as Magical Travel [whirl over 
head). 

The enigmatic Aborigine known as Gateway was coerced into 
serving a crirrtinal band of cyborgs known as the Reavers, 

who used his ability to teleport people and things across great 

distances for their own gain. After the X-Men defeated the 

Reavers, Gateway allowed the Reavers to escape in return for 

being released from his oath of service to them. Then Gateway 

voluntarily offered his services to the X-Men, at first in Australia 
and then at the Xavier School for Gifted Youngsters. Gateway 

left the school but later became an unofficial member of the 

X-Men. There is a possibility that he might be the great-grand­

father of the time-traveling mutant known as Bishop. 

It is not known whether Gateway is a mutant or something 

else entirely, although his rumored relationship to Bisbop 

would suggest the former. He is in tune v.rith the "spiritual 

force" of his people and can therefore create teleportational 
gateways or warp tunnels through space and time. 
These gateways can be used for both transport and observation. 

It is not known whether there are any limits to his power, 

although he has transported the X-Men between Australia, the 
United States and to alternate dimensions of Earth. 

He has even opened an observation gateway into Earth's past. 

When opening a gateway, he somehow creates a burning fire 

beside him, and he whirls his sacred bullroarer over h is head 

as a focus for his teleportation. It is not known where the fire 

comes from, or if Gateway can teleport without using his 

bull.roarer. He can a lso communicate with telepaths, and has 

only spoken allowed h-vice. 

While his past alliances suggest that he may or may not 

be trustworthy, guilt has been a driving factor in his character 
makeup. W h at is known about this presumed ancestor of 

Bishop is that whatever wrongs he has done, h e will find a way 

to make them right. 



3 
t.elhgence Bonus or 
eapon Modifier) 

- Hand-to-Hand 
- X-Man Multi-Style 

Aanged Combat: 3 
eapon Modifier) 

- Handguns 

Force Bolt: 9 
:i..asma) 
-2x Damage 
- Stun Option 

ODIFIERS 
Mutant, Human Appearance 

Wealth: (2J 

EQUIPMENT 
Communicator 

DESCRIPTION 

Height: 6'0" 
Weight: 180 lbs. 
Eye Color: Brown 
Hair Color: Blond 
Species: Mutant 

ABILITIES 
Intelligence: 2 

Strength: 2 
Agility: 2 
Speed: 2 

Durability: 3 

@ E) 

Geophysics: 4 
(Intelligence Bonus) 

Vehicles: 4 
- Cars 
- Heavy Vehicles 
- Airers~ 
- Spacecra~ 

Social Skills: 4 
- Alien Cultures 
- Government Ops 
- Military Culture 

Team Affiliation: X-Men 

Havok and Cyclops are immune 
to each other's powers. 

Body Armor: Defense (+1J 

"'lex Summers is the brother of Cyclops, the field leader of 
he X-Men. He, like his brother Scott, was orphaned at a young 

ge; his parents were the victirn.s of an alien Shi'ar attack. 

.\lex suffered traumatic amnesia after the accident, and was 

..eparated from Scott and sent to an orphanage. It would be years 
t>efore the two were reuruted. Alex's mutant abilities didn't 

m anifest until he was captured by the Living Monolith. But those 

-.ame abilities drew the attention of the mutant-hunting 

-.entinels, who captured Alex. While imprisoned, Alex was given 

.he code-name Havok and put in a cell with Lorna Dane, 

he mutant knov.m as Polaris. The two escaped and became 

members of the X-Men. They also fell in love. For a time, 

.he two of them served on a government-funded mutant strike 

orce whicl, Havok led. Alex was later lost to Polaris and the 

-Men, trapped in an alternate reality, but has since returned to 

.he team and the woman that he once loved. 

Havok is potentially one of the strongest X-Men, and the 
... pper limits of his power are not known. H.is body absorbs 

osrnic radiation and can release it in waves of energy. 

Unlike his brother Cyclop's concussive Optic Blasts, Havok's 

aves of energy can do everything from disintegrating their 

.:argets, to (at the smallest level) giving an enemy a headache. 

.nterestingly, both Havok and Cyclops are immune to each 

r,ther's powers. He's also been trained in hand-to-hand combat 

i,y fellow X-Men teammate, Wolverine. 

Alex Summers has a weakness for beautiful women , and has 

become their pawn many times. He has struggled to get out from 

under the shadow of his older brother, and is resentful of how 
..,ften he has allowed others to determine who and what he is. 

As a result, he can be impetuous and quick to anger. 

Paige Guthrie 
Height: 5'7" 

Weight: 128 lbs. 
Eye Color: Blue 

Hair Color: Blonde 
Species: Mutant 

ABILITIES 
Intelligence: 4 

Strength: 2 
Agility: 2 
Speed: 2 

Durability: 4 

@ ~ 

3 
(Strength Bonus or 
Weapon Modifier) 
- X-Man Multi-Style 
- X-Corps Training 

Ranged Combat: 2 
(Weapon Modifier) 
- Handguns 

Vehicles: 2 

MODIFIERS 
Mutant, can appear human 

EQUIPMENT 
Communicator 

DESCRIPTION 

Husking: (SJ 
(Metamorphosis] 
- Duration - 1 hour 

Technology: 4 
[ lntalligence Bonus) 

Social Skills: 4 
- Mutant Culture 
- Super Hero Fan Culture 
- Farm Culture 

Team Affiliation: X-Men 

Wealth: (1J 

Stop if you 've heard this one before: "Hey guys, next time 

we go and fight the Sentinels and put our lives on the line for 
people who hate and fear us, can my Little sister come along?" 

Paige Elisabeth Guthrie is the sister of Sam Guthrie, the X-Man 

known as Cannonball. Growing up in backwoods West Virginia, 

Paige was so jealous of her brother's adventures "'-ith the New 

Mutants and the X-Men that when her own mutant powers 

manifested themselves, sh e had no other v.rish but to enroll in the 

Xavier Institute. Of course, this was after she'd already saved her 

brother's life from a fringe branch of the Hellfire Club's Inner 

Circle. She trained under Banshee and Emma Frost as a member 

of Generation X. She was then recruited by Banshee to become 

part of the X-Corps, and later joined the X-Corporation. Her 

dream finally came b.ue, however, when she was invited to join 

theX-Men. 

Husk is an omnimorph, possessing the ability to alter the 

sub-molecular structure of her body w1derneath her skin, 

allowing her to shed her outer epidermis to reveal a new form 

with greater speed, strength, durability and special features such 
as wings, ho1ns, spikes and more. This transformation u sually 

lasts for about an hour. She can literally become all things to all 

people, although she still hasn't learned to clean up after her 

self-transformations. Yuck. 

Husk lived in the shadow of he r brother for many years. 

As a result, she's motivated by a need to prove herself 

to her teammates which can make her vulnerable to their 

suggestions . She's enthusiastic and a good team player, 

living her dream of being a super hero and making the world 

a better place for both mutants and mankind. But now that she's 

finally an X-Man, she's also learning that being a hero isn't all 

she thought it was, and that some of her heroes are only 
human, despite their super powers . 



ACTIONS 
Close Combat: 4 
(Strength Bonus or 
Weapon Modifier) 
- X-Man Multi-Style 

Flight: 4 
- Ice Slides 

Accounting : 4 

MODIFIERS 
Toughness: (+3) when 
transformed 

EQUIPMENT 
Communicator 

DESCRIPTION 

Bobby Drake 
Height: S'S" 

Weight: 145 lbs. 
Eye Color: Brown 
Hair Color: Brown 
Species: Mutant 

ABILITIES 
Intelligence: 2 

Strength: 2 
Agility: 2 
Speed: 2 

Durability: 3 

® E> 
Mastery of Cold: 8 
- Immune to effects of cold 
- Create/Manipulate ice 
- Can transform into ice 
- Ice Blast 

Social Skills: 4 
- Humor 
- Political Culture 

Team Affiliation: X-Men 

Wealth: (2) 

Robert "Bobby" Drake is one of the original members of the 
X-Men. He first came to the attention of Charles Xavier after 

a lynch mob threatened to hang him for being mutant. 

The situation got ugly, and Cyclops nearly joined Bobby as 

a victim. lf Professor X hadn't used his powers to halt the mob 

and erase their memories, they may never have become X-Men. 

Even after becoming an X-Man, though, Bobby was constantly 

haunted by anti-mutant bigotry. His own parents would like 

nothing more than for Bobby to quit turning to snow and just 

live a "normal" life. Bobby has long known that there is no such 
thing, and has saved his parents from certain death many times. 

Like Angel and Beast, he's had a number of group affiliations 

outside of the X-Men, including the Champions, the Defenders 

and X-Factor. 
Iceman has the ability to lower temperatures both within 

and outside of his body. As a 1·esult, he can transform into 

a living being of ice. He can also transform moisture in the air 

into ice, creating any sort of weapon or shield he wishes, or even 

beautiful sculptures. He can encase an enemy in a block of solid 

ice, or build a wall to b lock an attack. He also uses his ability to 

create ice slides, which he uses to transport himself and others 

from place to place. Over time, he's learned to control his 
mastery of cold to a greater degree, even learning to fly without 

his ice slides. 
Bobby Drake has long resented the fact for the longest time 

he was the youngest member of the X-Men, and still seems ruled 

by the need to prove himself to his teammates. Insecurity is one 

of his most common states of mind, although arrogance and 

anger are close behind. He tends to be as hot-headed as his 
ice-slides are cold, and he has yet to experience a long-term 

relationship. He often says the wrong thing, at the wrong time, 

to the wrong person. On the plus side, he's a notorious 
prankster, lending much-needed levity to the X-men 

during their darkest moments. 

Jubilation Lee 
Height: 5 '5 " 

Weight: 115 lbs. 
Eye Color: Blue 

Hair Color: Black 
Species: Mutant 

ABILITIES 
Intelligence: 2 

Strength: 2 
Agility: 2 
Speed: 2 

Durability: 3 

® E> 
ACTIONS 
Close Combat: 3 
(Agility Bonus or 
Weapon Modifier) 
- X-Man Multi-Style 
- Wolverine Training 
- Martial Arts 

Ranged Combat: 3 
(Weapon Modifier) 
- Handguns 

MODIFIERS 
Team Affiliation: X-Men 

EQUIPMENT 
Communicator 

DESCRIPTION 

JUBILEE 

Fireworks: 6 
- 2x Damage 

Acrobatics: 4 
(Agility Bonus) 

Healing: 1 
Social Skills: 4 
- Streetwise 
- Mall Rat 
- California Valley Culture 

Wealth: (2) 

Body Armor: Defense (+1) 

If it were not for a mutant valley girl named Jubilee, Wolverine 

would have died at the hands of the cyborg mercenaries known 

as the Reavers. But just days before becoming Logan's mutant 

savior, Jubilee was an orphan, hiding out in a Beverly Hills mall. 
At the very moment that mutant hunters discovered her in the 

mall, Jubilee was rescued by Storm, Rogue, Psylocke and 

Dazzler, who happened to be shopping in that very mall. 

Jubilee followed the X-Men back to Australia, where she saved 

Wolverine. She earned a place on the team, and adventured 

with the X-Men for quite some time. When Professor Xavier 

decided to start a new school for mutants at the former 

Massachusetts Academy, Jubilee was transferred there to be a 

founding member of Generation X, where she stayed until the 

team was disbanded. Then, to her great joy, Jubilee got to rejoin 

her friends on the X-Men. 
Jubilee mutant power lets her generate what she calls 

"Fireworks." These are globules of energy that follow her 

mental commands. She can make them take various sizes and 

explode according to her will, or she can choose not to explode 
them at all and reabsorb their energy instead. She can use them 

to blind her enemies and can shatter objects w-ith the explosions 

emitted from her fireworks. 
After her wealthy parents were murdered and her perfect 

Life was destroyed, Jubilee gave up all hope of having a family 

again-until she met Wolverine, who became a combination 

father, friend, mentor and guardian. Just what a mall rat orphan 

needed to feel safe and secure. When she was taken away from 

him to be a student in Generation X, she became filled with 

resentment. She felt like she'd been demoted. Now that she's 

back to saving the world with the X-Men, she's where she 

belongs, and she's happy. Which doesn't stop her from being 

sarcastic, disrespectful to authority, brutally honest, annoying 

and explosive whenever she feels like it. 



JUGGERNAUT 

-ength Bonus or 
...apon Modifier] 
,-\and-to-Hand 

ODIFIERS 

3 

f'iuman, derived his power 
'Tl the Mystic Ruby of Cyttorak 

EQUIPMENT 
Helmet that blocks all 
mental effects 
Body Armor of 
ridestructible fabric: 

·ense (+2) 

DESCRIPTION 

Cain Marko 
Height: 6'1 O" 

W eight: 900 lbs. 
Eye Color: Blue 
H air Color: Red 
Species : Human 

ABILITIES 
Intelligence: 2 

Strength: 9 
Agility: 1 
Speed: 2 

Durability: 6 

@ E) 
Unstoppable: 9 
[Strength Bonus) 

Force Field: 5 

Toughness: (+9) 

Wealth: (-1) 

Mystic Ruby of Cyttorak 
(im planted in brain]: the so urce 
of h is super powers 

ain Marko takes sibling rivalry to a ridiculous level. As a child, 

ain hated his stepbrother Charles Xavier, and tormented him 

herever he could. His resentment and jealousy of Charles was 

-nly increased by the frequent beatings he endured from his 

ther. Years later, after Cain was to find the mystical ruby of 

·ttorak and become Juggernaut, Cain's hatred of Charles still 

Jmed fiercely and he became one of the X-Men's m.ost constant 

nd persistent foes. Juggernaut formed a long-term alliance with 

-n;remational terrorist, Black Tom Cassidy, and together they 

u rsued their varied and violent ends. But recently, when Black 

m's mutation flared out of control and he tried to kill 

Jggenlaut, Marko turned to the X-Men for help. As a result, 

..;ggem.aut has made a sort of peace with his brother, and was 

,ked to join the X-Men. He has even become friendly with one 

the new students at the Institute, Squid-Boy, who actually 

ved Juggernaut from drowning. 

The mystical ruby of Cyttorak endowed Juggernaut with 

-nmense power. As the inscription upon the ruby said, 

Vhosoever touches this gem shall possess the power of 

... yttorak. Henceforth, you who read these words will become 

revermore a human juggernaut." There is no known limit 

his strength, and he is virtually unstoppable when in motion. 

:e has survived being buried beneath thou sands of tons of rock 

nd being entombed in cement. His only weakness is his mind, 

·hich is easy prey for psionic attack whenever Juggernaut's 

-rotective h elmet is removed. 

Cain Marko has grown older, and possibly wiser. His brief 

.me with the X-Men seems to have provided him with a sense 

i camaraderie and accomplishment for the first time in his life, 

though it has done nothing to smooth dovm. his rough-edged 

"6'.Sonality. Bu t h e truly seems to want to join his brother Xavier 

T\ his dream for a peaceful world. The question is, does he mean 

, or is this yet another trick to strike at the half-brother Marko 

"laS spent almost a lifetime trying to kill? 

Yuriko Oyama 
Height : 5'9" 

W eight: 1 36 lbs. 
Eye Color: B r own 
Hair Color: Black 
Species: Cyborg 

ABILITIES 
Intelligence: 3 

Strength: 4 
Agility: 4 
Speed: 3 

Durability: 4 

@ ~ 

Ranged Combat: 5 
(Weapon Modifier) 
- Handguns 
- Samurai Weapons 

Computers: 6 
(Intelligence Bonus) 
- Communications/ 

Direct Interface 
- Control Computers 

MODIFIERS 
Cyborg 
Mentally unbalanced 
fanatic 

Reflexive Dodge: (2) 

Toughness: (2) 

EQUIPMENT 
Modified Japanese Battle 
Armor: Defens e (+2) 

5' Katana: (+3) 

Shurikens: (+1) 

DESCRIPTION 

Vehicles: 4 

Acrobatics: 5 
(Agility Bonus] 

Hunting/ Tracking: 4 
Leadership: 4 

Black Ops: 4 
- Field Operations 
- Espionage 
- Revolution 
- Treachery 

Social Skills: 2 
- Japanese Language/Culture 
- Professional Criminal 

Adamantium Skeleton 

Adamantium Claws: (3), 
Retractable/Extendable, Armor 
Penetration 

Team Affiliation: Reevers 

Wealth: (5) 

Nunchakus: (+2) 

Blaster: (+3), Handgun, 
Range= 6 , AP, 2x Dam age 

Communicator 

Many Oriental weapons 

Believing that Wolverine had stolen her father's secret 

for bonding adamantium to human bone, Yuriko Oyama set out 

for revenge. Through a series of alliances-with Spiral, the 

Hellfire Chili, the Reavers and others- Yuriko allowed herself to 

be transformed into an adan1.antium-clawed cyborg capable of 

extracting Wolverine's skeleton for further study. Although she 

became one of Wolverine's most persistent enemies, the truth 

was that Wolverine himself had no idea how Weapon X had 

achieved the process. Lady Deathstrike finally abandoned 

her quest for vengeance, only to find that her own humanity was 

lost to her. So she turned away from society to an empty life 

of cruelty, murder and mayhem. 

Lady Deathstrike is a cyborg possessing augmented 

strength, speed, agility and durability. Her skeleton has been 

laced w ith adamantium and she has foot-long, telescoping 

adamantium claws. She is skilled in the martial arts and has 

memory centers that allow her to interface with almost any 

computer. She is fluent in both English and Japanese . 

Lady Deathstrike gave up her humanity to strike at those she 

thought were enemies, including her own fathe1~ Lord Dark 

Wind. As a result, she has Lost her sense of balance, and often 

allies herself with enemies she believes are friends. Each 

subsequent betrayal only renders her more a caricature of 

anger and vengeance. 



ACTIONS 
Close Combat: 4 
(Strength Bonus or 
Weapon Modifier) 
- Water Combat 
- Hand-to-Hand 
- X-Man Multi-Style 

Ranged Combat: 2 
(Weapon Modifier] 
- Handguns 

Swimming: 7 
- Surfing 
- Lifeguard 
- First Aid 

MODIFIERS 
Prescience: May change 
stone allocation after enemy 
attack revealed. 

EQUIPMENT 
Communicator 

DESCRIPTION 

Heather Cameron 
Height: 5 '1 O" 

Weight: 156 lbs. 
Eye Color: Blue 

Hair Color: Blonde 
Species: Mutant/ Shi'ar 

ABILITIES 
Intelligence: 2 

Strength: 6 
Agility: 2 
Speed: 2 

Durability: 5 

®e 
Lifesaving: 6 
Lifesaving lets Lifeguard 
spontaneously manifest whatever 
is needed in a given situation to 
save a life. May only be used 
specifically to save lives. May not 
be improved by lines. 
(Cost Level - Action # + 1 3] 

Hunting/Tracking: 6 

Vehicles: 2 
-Cars 

Social Skills: 2 
- Australian Culture 
- Surfer Culture 

Team Affiliation: X-Men 

Wealth: (0) 

Heather Cameron ·was a llieguard long before she knew 

she was a mutant .. .Jong before she discovered that her father was 

a nurrderous super v illain named Viceroy who took Lives rather 

than saved them. Viceroy was ultimately killed by the O,inese 

Triad and his death triggered more confusion for Heather. 

Shortly thereafter, the Triad attempted to .kilJ Heather and her 

brother Davis (Slipstream). They were rescued by the X-Men and 

went off with the team. When the inter-dimensional conqueror 

known as Khan invaded Earth, Lifeguard attempted to rescue 

Storm and learned that her own mother may have been Shi'ar 

in origin. In the process of this rescue, Heather herself g rew 

more alien in appearance. She was invited to join the X-Men, and 

while adventuring with the team she saved Sage from Lady 

Mastermind. In return, Sage catalyzed Slipstream's powers, 

giving him the ability to teleport. Unfortunately, this also led to 

his running away out of fear of becoming alien in appearance 

like his sister. As a result, Lifeguard has left to-search for him. 

Lifeguard can instinctively, spontaneously manifest any 

power or ability necessary to save lives in a given situation. 

Protective metal coatings, wings, hydrokinesis, super strength, 

additional limbs-there seems to be no limit. 

lf Heather Cameron decides to join the X-Men, it wouldn't be 

an unusual decision. Her background a s a lifeguard and her first 

aid skills in cardio-puJmonary resuscitation offer an insight into 

her character. And she seems to have a need to atone for the acts 

of her father. The question remains though, as to whether 

she's ready to trade saving the world one swimmer at a time 

for a front-line role in the war to save all of humanity and 

mutantkind. 

Longshot 
Height: 6 '2" 

Weight: 80 lbs. 
Eye Color: Blue 

Hair Color: Blond 
Species: Alien Synthetic 

ABILITIES 
Intelligence: 2 

Strength: 3 
Agility: 6 
Speed: 2 

Durability: 3 

@ E) 
ACTIONS 
Close Combat: 5 
(Agility Bonus or 
Weapon Modifier) 
- Blades 
- Hand-to-Hand 
- Martial Arts 
- X-Man Multi-Style 

Ranged Combat: 5 
(Weapon Modifier] 
- Throwing Blades 

Psychometry: 6 
- Can read thoughts before 

object is handled 

Hear spirits/the dead: 6 

MODIFIERS 
Alien, Near-human appearance. 
H ollow bones. 3 fingers and a 
thumb on each hand, left eye 
glows with a bright white light 
whenever he uses his powers. 

Reflexive Dodge: ( +3) 

Targeting: (+2) 

EQUIPMENT 
Custom Blade: (+3) 

DESCRIPTION 

LONGSHOT 

Showmanship: 6 
- Dangerous Stunts 
- Stage Performance 
- Stage and Movie Work 

Acrobatics: 6 
(Agility Bonus] 

Read Memories: 6 
- By touch 

Vehicles: 5 
- Jet Packs 
- Aircraft 

Social Skills: 4 
- Stuntman Culture 
- Mojoverse Culture 

Good Luck: (4) 
- Balance: Bad luck 1s created 
somewhere else (possibly 
on himself] 
- If motive other then "selfless 
luck turns bad 

Team Affiliation: X-Men 

Wealth: (•1) 

Body Armor: Defense ( + 1) 
Communicator 

Longshot was an artificial humanoid slave, created to entertair 

the television-crazed masses of interdirnensional Mojoworld 

But the stuntman rebelled against Mojo and fled to Earth, when­

he became an ally of the X-Men and fell in love with Dazzler 

Together they faced Mojo and all he could throw at them 

including childUke versions of the X-Men and transformed 

friends like Ricochet Rita (Spiral). UnJike many enemies tht:: 

X-Men faced, Mojo's attacks were motivated not b y hate or feai: 

or even a desire for power-he wanted better ratings . In the end 

Longshot killed Mojo and married Dazzler. 

Longshot's genetic engineering affects probability fields b 

give him "good luck." However, his luck depe nds on hi­

motives: if used only for himself, it backfires, causing him bac. 

luck. It also creates "bad luck" someplace else. It operates ever 

when Longshot does not consciously use it; his left eye glow• 

whenever the power is working. Longshot also has metahumar 

agility and reflexes. He can telepathicaJly read a person's m ac 

recent memories, and hear the voices of spirits and the dead. 

Longshot has had his mind wiped clean a number of time,; 

Although he believes he has regained the knowledge of wh, 

he is, there is always an element of doubt. As a result of nO' 

being able to trust in his memories, he has learned to trust ir 

his "luck," allowing it to guide him in his relationship­

and friendships. 



4 
""'9th Bonus or 
"IOn Modifier] 

,-,and-to-Hand 
f-Oefense 

:...,rnbat in Other Dimensions 

Panged Combat: 2 
.apon Modifier] 
"odguns 

E-ergy Weapons 

DIFIERS 

/?",otographic Memory 

ghness: [+ 7) 

EQUIPMENT 

Monet St. Croix 
Height: 5'7" 

Weight: 125 lbs. 
Eye Color: Brown 
Hair Color: Black 
Species: Mutant 

ABILITIES 
Intelligence: 5 

Strength: 7 
Agility: 2 
Speed: 3 

Durability: 5 

@ Gi, 
Telepathy: 2 
- Project Thoughts/ 

Control Others 
- Telepathic Communications 

General Knowledge: 4 
(Intelligence Bonus) 
- Liberal Ar ts education 
- Linguist 

Social Skills: 3 
- French/Algerian Culture 
- Private School Circles 
- European High Society 

Enhanced Vision: (2), see in 
darkness 

Team Affiliation: X-Corps 

Wealth: (6) 

Communicato_r ___ ~---~-~---------

~t St. Croix has been many things to many people. (In fact, 

h as actually been more than one Monet St. Croix!) 

aristocrat and daughter of an ambassador from Monaco, 

was called Penance when she joined Generation X. 

- brother, Emplate, u sed dark and ancient magic to 

,form her into a red-skinned, d iamond-bodied creature. 

net's younger sisters, believing she was dead, took their 

'dlge by condemning their brother to an alternate dimension, 

ch M onet visited in hopes of forcing her brother to reverse 

JanSformation. And while the twin sisters merged into the 
-=r, of Monet so that their father would not be broken-hearted, 

t herself was able to strike at her brother in this s pirit realm 

retur n to Earth, w here she w as returned to her true form. M 

ow stationed in the Palis branch of the X-Corporation, 

..ng to h elp those mutants who are facing adversity as a 

t o f their gene tic heritage. ....____ 
I has a smorgasbord of superhuman abilities, including 

.:need s trength, flight, v irtual invulnerability, low-level 

pathy and acute n ight vision. She is extraordinarily 

igent, and there is a possibility that her abilities are psionic 

~ture. She also h as a tendency to be egocentric, aristocratic 

arrogant. 
Ion.e t has experienced the best and worst that a family has 

er. She may have been betrayed and cursed by her broth er, 

-,he also saw her sisters make extraordinary saclifices for her 

r and herself. As a result, her loyalties tend to be fierce and 
'tkable once won. These days, those loyalties are to her 

ds and teamm a tes, the X-Men, X-Corporation and to 

e;sor Charles Xavier' s dream of p eaceful coexistence 

een mutants and humans. 

lllyana Rasputin 
Height: 5'5" 

W eight: 120 lbs. 
Eye Color: Blue 

Hair Color: Blonde 
Species : Mutant 

ABILITIES 
Intelligence: 4 

Strength: 2 
Agility: 2 
Speed: 2 

Durability: 3 

@ E) 

Close Combat: 5 
[Strength Bonus or 
W eapon Modifier] 
- Swordsmanship 

Ranged Combat: 4 
[Weapon Modifier] 

General Knowledge: 6 
[Intelligence Bonus) 
- Mystic Lore 

Sorcery: 6 

MODIFIERS 
Mutant, also Enchanted by 
a Sorceress. Has demonic 
· oarkchilde" form. 

Enhanced Vision: (5), 
see Auras 

EQUIPMENT 
Soulsword: (+5), This sword 
1s summoned when needed, t hen 
it disappears until n ext needed. 
2 x Damage on all supernatural, 
demonic or magical creatures. 
Rem oves mystical effects from 

DESCRIPTION 

Mastery of Magic: 3 

Astral Projection: 6 

Teleport Disks: 6 
(Through Limbo) 
- Can see t hrough portal 

before entering 
- Open portals for others 
- Time Travel 

Social Skills: 3 
- Russian Language/Culture 
- X-M en Culture 
- Limbo Realms 

Mental Defense: (+5) 

Team Affiliation: New 
Mutants 

Wealth: (1) 

beings it strikes, or breaks any 
spell a being is under. No physical 
effect on normal beings. The 
w ielder may also summ on fo r th 
Body Armor: Defense [+4) 

Communicator 

illyana Nikolievna Rasputin was once a sweet young girl, the 

younger sister of Colossus. But in a battle with the Sorcerer of 

Limbo, Belasco, Illyana was separated magically from 

her brother and the rest of the X-Men for just a moment. 

When she reappeared, she was years older and a sorceress 

trained in the black arts . In the moment she had been separated 

from h er b rother, she h ad s pent seven years in a tim eless 

otherworld called Limbo. There she watched as a lternate 

versions of the X-Men killed each other and were killed in turn. 

There she was train ed as a disciple to Belasco, and her s ou l was 

b lackened. There she learned that s he would end up a sacrifice 

to Belasco's own Dark Lords. And when at last she did esca pe 

from there, she was tainted, cu rsed by her time in Limbo . 

Magik is both a superhumanly powerful mutant and a 

highly trained sorceress. She can teleport herself and o ther s 

through time an d space by creating "stepping discs." She is 

the supreme Sorceress of Limbo, and can cast any spell th a t 
Belasco could. On Earth, her p ower is limit ed, linked to her 

Soulsword, the embodiment o f her mystical migh t. In her 

Darkchilde form, she is a scaly, red-skinned homed de m on with 

fangs, fork ed tongue, ferocious v isage and gleaming 

yellow eyes. 
Illyana has h ad to face the fact that part of h er now en joys 

w ickedness; sh e is in fact drawn to it. And this temptation, 

which she m u st deal with every d ay, has le d her teammates 
to sometim.es mistrust her actions and h er motives. 



MARROW 

ACTIONS 
Close Combat: 4 
(Agility Bonus or 
Weapon Modifier] 
- Bone Weapons 
- Hand-to-Hand 

Ranged Combat: 6 
(Weapon Modifier) 
- Bone M issiles 
- Darts 

MODIFIERS 
Mutant, can appear human 

Bone Weapons: (+2), 
2x Damage, painful to use, 
control problem 

Toughness: (+2) 

EQUIPMENT 
Communicator 

DESCRIPTION 

Sarah 
Height: 6'0" 

Weight: 160 lbs. 
Eye Color: Blue 

Hair Color: Purple 
Species: Mutant 

ABILITIES 
Intelligence: 2 

Strength: 3 
Agility: 2 
Speed: 2 

Dur ability: 3 

@ 0 
Black Ops: 3 
- Weapon X Training 
- Infiltration 
- Assassination 

Leadership: 3 

Social Skills: 3 
- Morlock Culture 
- Gene Nation 
- Mutant Culture 

Healing Factor: Heal 1 
white stone per hour, Regenerate 
3 red stones per 2 white stones 
per Panel 

Team Affiliation: Weapon X 

Wealth: 12) 

Whatever liie Sarah had before she joined the w,derground 

mutant community of Morlocks is long forgotten. 

Marrow narrowly escaped the Massacre and, along with other 

Morlock survivors, was taken through an interdimensional rift 

to grow into adulthood. In tin1e, Marrow came to lead a 

splinter group of Morlocks know11 as Gene Nation, bent on 

gaining revenge for the massacre. Callisto convinced Marrow 

to change her ways, and Marrow ended up joining the X-Men. 

But even as an X~Man, Marrow still hated humanity, and she left 

the team. Marrow eventually joined Weapon X in the hopes that 

they could help her control her mutation and even, possibly, give 

her a normal life. After undergoing extremely painful medical 

procedures, Marrow emerged with her powers under control 

and a beautiful face and body. Howeve1~ in return Weapon X 

demanded that she assassinate her old friend and Gene Nation 

teammate, D'Gard. All she could do was make it quick and as 

painless as possible. 

Marrow has a hyper-accelerated metabolism. As a result, 

many of her bones grow to abnormal sizes, breaking her skin. 

These bones are often blade-shaped and can be pulled from her 

body and used as weapons. She is quite deft at using these 

blades in hand-to-hand combat. Her entire 

is extremely tough, and new bones grow very quickly 

to replace those that have been extracted. 

Marrow herself is full of rage. Her anger wasn't diminished 

by her time with the X-Men, or her relationship with Callisto. 

Weapon X gave her a beautiful body, but the price she paid 

to get it has guaranteed she'll never have a normal liie again. 
And a normal liie, of course, is the only thing she's ever 

really wanted. 

Tabitha Smith 
Height: 5'5" 

Weight: 120 lbs. 
Eye Color: Blue 

Hair Color: Blonde 
Species: Mutant 

ABILITIES 
Intelligence: 2 

Strength: 2 
Agility: 2 
Speed: 2 

Durability: 3 

@ 0 
ACTIONS 
Close Combat: 4 
[Agility Bonus or 
Weapon Modifier} 
- Avoidance/Breaking Contact 
- Hand-to-Hand 
- Trained by Cable 

Fireworks: 6 (Concussive 
Force} 

MODIFIERS 
Team Affiliation: X-Force 

EQUIPMENT 
Bolt Launchers: 1+2) to 
Fireworks, 1f only one target 

DESCRIPTION 

0 
Black Ops: 3 
- Infiltration 
- Distraction 
- Sneaking 

Social Skills: 4 
- V ideo Game Culture 
- Streetwise 
- Ranching Culture 
- Pranks 

Wealth: 12) 

Communicator 

When Tabitha Smith's mutant powers emerged a t 13 

her family was revolted. After her father beat her severely fo 
setting a tiny "tin1e bomb" in his lasagna, she left home~ Sho: 

boarded a train headed towards New York and Xavier's School 

for Gifted Youngsters and she's been running ever since. She' 

had m_any names- Boomer, Mutate # 35, Boom-Boom, Tin1c­

Bomb, Meltdown- and belonged to just as many teams. She 

was first a member of the Vanisher's team, the Fallen Angels. 

then the X-Terminators, X -Factor, the New Mutants ana 

X-Force. She finally seemed to find a home with X-Force, falling 

in love with Cannonball and wholeheartedly joining first Cable 

and later Pete Wisdom, in their respective crusades. When 

X-Force seemed to be destroyed in an explosion, Meltdown ana 

the rest of the team just disappeared. They later resurfaced, ana 

Meltdown joined Nathan Summers in an armed revolutior 

agains t the Weapon X program and the Neverland mutan 
concentration can1p. 

Meltdown has the mutant ability to psionically create ball< 

of concussive energy. These "time bombs" can do everythinc 

fron1- startle and shock to destroy tree trunks and punctun:­

metal. She can also control, within lli:nits, the length of time i 

takes for her tin1e bombs to detonate, and often intersperses hei 
verbal countdov.rns -with jokes and clever remarks. She can ever 

muffle the sound of the explosion or reabsorb the energy of th,. 
time bomb, rendering it inconsequential. 

Meltdm,vn loves to play practical jokes, but the truth i­

that she does this in an attempt to create a false intimacy witl 
her teammates. Her own family resented h er, and ever since sht. 

left them she's been searching for acceptance. Thankfulh 
as she's gotten older and learned to control her power· 

she's also learned to be a little more at home with her owr 

place in the world ... whlch is wherever she happens to b.. 

at the time. 



'!a!ngth Bonus or 
apon Modifier) 
-Man Multi-Style 

4 

~anged Combat: 2 
eapon Modifier) 
-.andguns 

MODIFIERS 
? s usually copying the best 
-es nearby 

-eam Affiliation: X-Men 

EQUIPMENT 
Communicator 

DESCRIPTION 

Height: 6'2" 
Weight: 225 lbs. 

Eye Color: Blue 
Hair Color: Blond 

Species: Mutagenic 

ABILITIES* 
Intelligence: 2 

Strength: 2 
Agility: 2 
Speed: 2 

Durability: 2 

® 0 
General Knowledge: 2 
(Intelligence Bonus] 
- Chemistry 

Black Ops: 3 
- Conspiracy 
- Covert Operations 

Social Skills: 2 
- Criminal Society 
- Mutant Culture 

Copy Ability/ 
Action/Modifier 
Wealth: (1) 

in Montgomery Rankin became the Mimic when his 

.chemist father's experiments into mutated genes accidentalJy 

- up in Calvin's face. Rankin discovered that his newfound 

ities to "copy" someone else went far beyond just their 

etic ability or knowledge, but also included their super 

-ers for heroes like the X-Men. He could sprout wings like the 

~el. shoot concussive blasts out of his eyes like Cyclops, turn 

bio-organic steel like Colossus. and more. After meeting the 

en, Rankin mimicked them one after the other, and then 

.ckmailed his way into Xavier's school. This made Mitnic the 

, non-mutant to ever become an X-Man. And while he honed 

~ ability by copying his fellow students, he also grew 

~trated. For in a school where everyone had their °'",n super 

·ers, he didn't fee l very s pecial. In spite of Xavier's belief that 

:nic's powers could be useful, Rankin's attitude problems led 

'US expulsion from Xavier's school. Outcast, his life turned 

m bad to worse. His alliances included the Mutant 

derground and Onslaught, before he joined the ranks of the 

therhood of Evil Mutants, the very villains the X-Men were 

---ned to face. 
At first, Mimic's ability to copy others lasted for a short time. 

Rankin's father artificially enhanced the Mimic's ability to 

'O" any skill or physical ability, allowing Mimic to "keep" 

form or ability he had copied. His power makes Mimic 

entially the equal of the strongest X-Man or the weakest, 

.-.ending on w hom he is copying. 
Calvin's greatest weakness is his arrogance and belief that 

s special and deserves special treatment. The fact that his 

er isn't very original haunts him. And because he has 

--:etimes found himself actually taking on the personalities 

.he people he copies, the greatest danger Mimic faces is 

?()SSible loss of Calvin Rankin himself. 

Nathaniel Essex 
Height: 6'3" 

Weight: 255 lbs. 
Eye Color: Red 

Hair Color: Black 
Species: Mutant 

ABILITIES 
Intelligence: 7 

Strength: 6 
Agility: 6 
Speed: 3 

Durability: 6 

@ E) 

Close Combat: 3 
(Strength Bonus or 
Weapon Modifier] 

Ranged Combat: 3 
[Weapon Modifier] 

Force Blast: 3 
- Concussive Energy 

Telepathy: 7 
- Project Thoughts/ 

Control Others 
- Repair/Damage Minds 
- Edit/Add Thoughts, Memories 
- Mental Block 
- Astral Travel 

Telekinesis: 2 

MODIFIERS 
Appearance: Mutant, 
metallic silver skin, black 
diamond on forehead 

Mental Defense: (+7) 

Healing Factor: Heal 1 
white stone per hour, Regenerate 
3 red stones per 2 white stones 
per Panel 

EQUIPMENT 
Body Armor: Defense ( +2) 

DESCRIPTION 

Genetic Engineering: 7 
(Intelligence Bonus) 
- Medicine 
- Engineering 
- Human Experimentation 
- Biochemistry 
- Cloning 

Social Skills: 6 
- Flattery 
- Intimidation 
- Coercion 
- Arrogance 
- Deception 
- Persuasion 

Immortality 

Reconstitute Self, instantly 

Toughness: (+3) 

Limited Prescience: May 
reallocate stones to Shape 
Shifting/Phase Shift after enemy 
attack revealed 

Team Affiliation: Marauders 

Wealth: (SJ 

Communicator 

Nathaniel Essex was a brilliant geneticist living in Victorian 

England whose radical theories and unorthodox experiments were 

rejected by his peers . But then Apocalypse offered him immortality 

and power in return for his service. Essex agreed, and Mr. Sinist er 

was born. Sinister began to manipulate the gene pool in order 

to create the ultimate mutant. He created the Marauders, a group 

of genetically modified killers. It was Sinister who ordered the 

Marauders to massacre the Morlocks, whom he considered 

genetically useless. It was Sinister who manipulated the lives of 

Scott and Alex Summers, and who created Jean Grey's clone, 

Madelyne Pryor. But Sinister has also opposed Apocalypse when it 

suited his own convoluted, mysterious plans. 

Mr. Sinister can control the molecules of his body, allov.ring 

energy blasts and bullets to pass through him and changing his 
appearance at will. With a healing factor and the abilities to 

reconstitute himself and instantaneously phase shift or shape 

change to avoid damage, Mr. Sinister is virtually indestructible. 

Why does Mr. Sinister do what he does? What are his 

objectives? Beyond his overall goal of producing the ultimately 

powerful mutant, his motivations are as mysterious as he is . 

One thing is certain, however: If Mr. Sinister is involved, 

nothing is ever what it seems. 



MOONSTAR 

ACTIONS 
Close Combat: 4 
(Strength Bonus or 
Weapon Modifier] 
- Quarterstaffs 
- Hand-to-Hand 
- X--Man Multi-Style 

Ranged Combat: 3 
(Weapon Modifier) 
- Bows 
- Handguns 

Psi-Weapon: 4 
- Arrows: [+4) to Ranged Combat 

MODIFIERS 
Mutant, Human appearance 

Targeting: (+2) 

Team Affiliation: New 
Mutants 

EQUIPMENT 
Darkwind: Asgardian f lying 
horse. Top speed of 5 . 

Communicator 

Dani Moonstar 
Height: 5'6" 

Weight: 124 lbs. 
Eye Color: Brown 
Hair Color: Black 
Species: Mutant 

ABILITIES 
Intelligence: 2 

Strength: 2 
Agility: 2 
Speed: 2 

Durability: 3 

@ E) 
Telepathy: 6 
- Empathy 
- Create Illusions 

Hunting/Tracking: 6 
- Riding 
-Swimming 
- Forest Lore 
- Survival 

Social Skills: 4 
- Cheyenne Language/Culture 
- Mutant Culture 
- Asgardian/Valkyrie 

Deathglow: At GM 
discretion, she can perceive 
a "Deathglow· surrounding 
a person in serious danger 
of dying. 

Wealth: (2) 

Ghost Staff: (+5), 
2x Damage vs. magical 
creatures/gods. Armor 
Penetration, penetrates 
(ignores] magical shields. ---~ ----

DESCRIPTION 
When Danielle "Dani" Moonstar was ten, she had a dream that 

her Cheyenne Indian parents were killed b y a d e mon bear. 

When she awoke, her parents were gone. Fearing for her 

own life, she sought refuge as one of the New Mutants 

at Charles Xavier's School for Gifted Youngsters. But the Demon 

Bear followed Moonstar to the Institute and attacked her. 

Her teammates saved h er, and Magik broke the spell which 

had transformed Moon.star's parents into the Demon Bear 

in the first place. Later, Dani rescued a winged horse of Asgard 

with whom she felt a psychic rapport, and was invited into 

the ranks of the Valkyries. Moonstar went on to join the X-Men 

and X-Force. 

Moonstar can create three-dimensional images from visual 

concepts within her mind and the minds of other people 

or animals. At first, she could only use their fears, but her 

powers have broadened. Her illusions are so real they can even 
fool her. She can also make them tangible, like the "neural 

arrows" she shoots at her enemies. At one time, Moonstar had 

the Valkyrie ability to see a "Deathglow" around those who are 

about to die. 

When she was younger, Moon.star was tormented by 

nightmares. As she got older, she learned to deal with the guilt 

that came from her actions, including reconciling herself with the 
memory of her attempt to kill her own parents (or rather, the 

Demon Bear they'd been transformed into!). She mastered 

the ability to make thoughts into realities. Now all she has 

to do is figure out what to make out of her life. 

Jamie Madrox 
Height: 5 '11" 

Weight: 155 lbs. 
Eye Color: Blue 

Hair Color: Brown 
Species: Mutant 

ABILITIES 
Intelligence: 2 

Strength: 2 
Agility: 2 
Speed: 2 

Durability: 3 

@ E) 
ACTIONS 
Close Combat: 4 
(Strength Bonus or 
Weapon Modifier) 

Ranged Combat: 3 
(Weapon Modifier) 

Black Ops: 3 
- Government Agencies 
- Army Operations 

MODIFIERS 
Duplicate Self 

EQUIPMENT 
Communicator 

DESCRIPTION 

Vehicles: 4 
- Light Vehicles 
- Heavy Vehicles 
- Army Equipment 

Social Skills: 3 
- Mutant Culture 
- Government Ops 
- Underworld 

Team Affiliation: 
X-Corporation 

Wealth: (2) 

James Arthur "Jamie" Madrox is Multiple Man. James Arthur 

"Jamie" Madrox is Multiple Man. James Arthur "Jamie~ 

Madrox is Multiple Man. James Arthur "Jamie" Madrox is 

Multiple Man. James Arthur "Ja.m..ie" Madrox is Multiple Man. 

The moment he was slapped into life when he was born, he 

formed a duplicate of himself, marking the firs t time in histol} 

the doctor cried before the baby. On the advice of Professor X 

Madrox was given a special suit that neutralized his ability, and 

raised in isolation on a farm in Kansas. After a clash with the 

Fantastic Four, Madrox was invited to join the X-Men. But he 

declined, becoming a lab assistant to Dr. Moira MacTaggert 

instead, at her genetic research station on Muir Is land 

Eventually, Multiple Man joined the government-sponsored 

mutant team, X-Factor, as a founding member. Later, Banshee 

recruited Multiple Man for the X-Corps. Most recently, Madrm 

joined the Paris branch of X-Corporation where he's 

literally become a one-man rescue force. 

James Arthur "Jamie" Madrox is capable of creating exact 

living duplicates of himself upon a s trong enough physica. 

impact. Each duplicate is capable of independent thought and 

tends to manifest himself as one particular aspect of Madrox's 

personality-be it caution, bravery, anger, etc. He is linked to 

these duplicates both telepathically and empathically. If one 

feels pain, so does Madrox. As an act of will, he can absorb a 
duplicate back into himself. 

It may seem like Multiple Man could become his O°l'\T 

unstoppable army, but in reality h e may have too much of a 

good thing. If one of his duplicates is killed, the resulting 
trauma could be fatal to Madrox himself. He's survived the 

death of his duplicates before, including one who died from the 

Legacy Virus (although just barely). As a result, he tends to be a 

little more careful and a little less courageous these days than he 
used to be. 
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ng 
Jn Multi-Style 
hensile Tail as Weapon 

-obatics: 6 
Bonus) 

-.eportation: 6 
Qe Limit: 3 miles 
'ld 1 red stone extra 

guest" 

0DIFIERS 
appear ance: Mutant, covered 

g blue fur, three fingers/ 
JO toes/foot, fangs. 

Fioexible Spine (Contortionist) 

EQUIPMENT 
laage Inducer: allows him to 

, s a normal human 

llapier: (+2) 

D ESCRIPTION 

Kurt Wagner 
Height: 5 '9 " 

Weight: 161 lbs. 
Eye Color: Yellow 
Hair Color: Black 
Species: Mutant 

ABILITIES 
Intelligence: 3 

Strength: 2 
Agility: 5 
Speed: 2 

Durability: 3 

@ 0 
Wall Crawling: 5 
[Agility Bonus] 

Technology: 5 
[Intelligence Bonus) 

Healing: 2 

Vehicles: 5 
- Aircraft 

Social Skills: 5 
- German Language/Culture 
- Religious Culture 
- Gypsy Culture 
- Circus Culture 
- Freak Culture 

Prehensile Tail: [+3), 
as weapon, 3.5 feet long 

Reflexive Dodge: [+3) 

Team Affiliation: X-Men 

Wealth: (2) 

Costume of Unst able 
M olecule s : Defense (+1), 
insulated against temperature 
extremes 

Communica tor 

umanity, Kurt Wagner looks like their worst nightmare: 

ii himself, complete with barbed tail, pointed ears, 

fingered hands, two-toed feet and fangs. But to his friends 

eammates on the X-Men, Nightcrawler is a brave warrior, 

al teammate and an understanding friend. He's the son of 

rutant terrorist Mystique, who threw him over a waterfall 

~ e her own life. And thus began Nightcrawler's life of 

~ tion and rejection. The abandoned infant vvas raised by 

,es in a traveUng circus, where Kurt became an 

:nplished acrobat and aerialist. Later, fleeing from yet 

er mob in Germany, Kurt was rescued by Professor X, and 

t is X-Men history. 
,ghtcrawler can teleport from one place to another in the 

of an eye, accompanied by a puff of brimstone smoke. 

.,, he disappears, the air he displaces makes a distinct 

• sound. In his early days with the X-Men he used an 

.. inducer to cloak his appearance. 
nile many see Kurt as a blue-furred demon, Kurt fancies 

-.::lf a swashbuckling rogue. He even added a sword to his 
_me when he was with Excalibur. But the rogue just may be 

er of the disguises Kurt has been known to hide behind. 

een his deeply held religious beliefs and his philosophical 

ngs, Nightcrawler is one of the more introspective X-Men. 

,. even taken steps towards becoming a priest. But w ho 

d willingly take confession from a priest who looks like he 

- be the devil ? 

Jean-Paul Beaubier 
Height: 5'11" 

Weight: 175 lbs. 
Eye Color: Blue 

Hair Color: Black 
Species: Mutant 

ABILITIES 
Intelligence: 2 

Strength: 2 
Agility: 4 
Speed: 7 * 

Durability: 4 

@ e 
Close Combat: 4 
[Speed Bonus or 
Weapon Modifier) 
- Hand-to-Hand 
- Trained by Puck 
- X-Man Multi-Style 

Ranged Combat: 2 
[Weapon Modifier) 

Flight: 9 
- Maximum speed of 2 when 

carrying others 

MODIFIERS 
Mutant, pointed ears 

Reflexive Dodge: (+4) 

EQUIPMENT 
Costume of Unsta ble 
Molecules: Defense (+ 2 ), 
helps protect from friction 

DESCRIPTION 

NORTHSTAR 

Skiing: 7 

Business/ Economics: 5 
[Intelligence Bonus) 

Social Skills: 4 
- French-Canadian 

Language/Customs 
- Skiing Subculture 
- Alpha Flight Protocol 

"'Speed instead of Agility to 
determine order of Actions. 
Run up walls or across water 
at Speed 7 . 

Toughness: (+2) when flying 
only 

Team Affiliation: X-Men 

Wealth: (3) 

Communicator 

Jean-Paul Beaubier was a wealthy Olympic gold-medallist skier 

before becoming one of the original members of the Canadian 

s uper group called Alpha Flight. It wasn't the des ire to be a hero 

that convinced Jean-Paul to join the team, but the fact that Jean­

Paul's long-los t sister, Aurora, was also a recruit. After growing 

up in a foster home, and then losing his foster parents, his sister 

was all he had. But her personality was terribly splintered and 

her fragile psyche was further frustrated by the possibility that 

their mother was Asgardian. After years with the team, 

Northstar announced to the public that he was gay, and soon 

after that left Alpha Flight to write an autobiography. 

Jean Grey met him at a book signing and recruited him for 

the X-Men. Northstar now teaches economics and business a t 

the Xavier Institute. 
Northstar can fly and move at superhuman speeds. It is 

theoretically possible for him to reach speeds just short of light 

speed, but when he carries other people he flies much more 

slowly for their safety. He can also use his speed with great 
precision and control, moving just a single body part at 

incredible speed. So, for example, he can repeatedly punch an 

opponent with his fist in a fraction of a second while the rest 

of his body remains motionless. His body is highly resistant to 

temperature; ice and snow hardly affect him at all. 

Northstar has experienced more loneliness than most of 

the X-Men, since pretty much anyone who had ever been family 

to him has died. Aurora's fractured personality is a fitting 

metaphor for Northstar's experience of love. It remains to 
be seen whether Xavier's School and teams can become the 

fa:mily Northstar never had. 



ACTIONS 
Close Combat: 6 
[Strength Bonus or 
Weapon Modifier] 
- Hand-to-Hand 

Tentacle Whip: 5 
(Strength Bonus] 

Drain Energy: 8 
- Use at Range of 2 
- Improved Drain 
- Death Factor 

MODIRERS 
Appearance: Mutant, chalk 
white skin, carbonadium coils 
implanted in arms 

EQUIPMENT 
Body Armor: Defense (+2) 

DESCRIPTION 

Arkady Rossovich 
Height: 6'11" 

Weight: 425 lbs. 
Eye Color: Red 

Hair Color: Blond 
Species: Mutant 

ABILITIES 
Intelligence: 2 

Strength: 7 
Agility: 4 
Speed: 2 

Durability: 5 

® ~ 
Pheromones: 5 
- Lethal scents 

Black Ops: 4 
- KGB Training 
- Hand Training 
- Assassination 
- Counterinsurgency 

Social Skills: 3 
- Russian Language/Culture 
- KGB Protocol 
- Criminal Culture 

Team Affiliation : Red Mafia 

Wealth: (4) 

Carbonadium Tentacles: 
from wrist, enable Tentacle Whip. 
can tangle rnstead of wound, 
Difficulty of 7 to break, 
Range = 2 0 feet. 

When the KGB got hold of serial killer, Arkady Rossovich, 

they had bigger plans for him than mere retribution. Rather than 

kill Rossovich, the KGB decided to put his deadly energy to good 

use. They took him to their secret labs as part of the Soviet Super 

Soldier project. Their goal: to transform him into a Russian v er­

sion of Captain Anl.erica. But the operation went wrong­

certain necessary components had been lost-and Omega Red 

proved unable to control himself or his deadly new abilities. 

He was placed in suspended animation. Years later he was 

revived by the group of mystic ninja assassins known as the 

Hand, and found himself in a war against Wolverine and the rest 

of the X-Men. Finally, after escaping the manipulations of the 

Hand, Omega Red was back on his own, free to do what he 

loved best: kill people. Lots of people. Recently, he joined 

Sabretooth's vendetta against Wolverine's family and friends, 

paralyzing the X-Man's dose friend Yukio. 

Literally dripping with death, Omega Red secretes 

pheromones from his body that will kill people in his immediate 

vicinity. He has no choice: If he doesn't drain the life energy of 

others, he will die. Im.planted in his arms are long carbonadium 

tentacles which he uses both as weapons to strike or ensnare his 

enemies and as a delivery system to secrete his deadly 

pheromones up to 20 feet away. 

Like Captain Anl.erica, Omega Red is a man out of time. 
Nationalistic passions, combined with the mind of a serial killer 

and the finest lethal technology the KGB could devise, 

make Omega Red a walking agent of death. But Omega Red has 

also been manipulated time and again-by the Hand, 
Sabretooth, Lady Deathstrike and even his 

None 
Height: 10' 

Weight: 900 lbs. 
Eye Color: Red 

Hair Color: None 
Species: Psionic Entity 

ABILITIES 
Intelligence: 7 
Strength: 10 

Agility: 5 
Speed: 7 

Durability: 8 

® ~ 
ACTIONS 
Close Combat: 2 
(Intelligence Bonus or 
Weapon Modifier) 
- X-Man Multi-Style 
- Brotherhood Training 

Telepathy: 10 
(Same as Prof. X) 
- May Possess others 

Mastery of Magnetism: 9 
[Same as Magneto. see Game 
Guide, P. 27) 

Flight: 8 

MODIFIERS 
Psionic Entity, inhuman 
appearance with no true 
physical form. made from 
coherent psionic energy 

Mental Defense: (+10) 
Sense Mutants: (3) 

EQUIPMENT 
Psi-Armor: Defense (+9), 
agains t a ll forms of attack. 
If defense is overcome. 
the armor is destroyed. 

DESCRIPTION 

Growth: 1 

Leadership: 5 
Genetic Engineering: 7 
[Intelligence Bonus) 

Astral Projection: 6 
- Psionic body travels with hirr 
- Can take others 

Technology/ Robotics: 7 
[Intelligence Bonus) 
- All Models of Sentinels 
- Control of Sentinels 
- Robotics Production 

Energy Defense: ( +3) 

Physical Invulnerability 
Invulnerable to physical 
attack when armor removed 

Self-Contained Life Farm 

Wealth: (10+) at need 

Onslaught uses this armor tr 
impris on he lpless victims witr 
his own body. Arm or allows 
limited Stea l Superpower of 
absorbed victims, but wit h no 
permanent m em ory transfer 

During a psionic duel between Professor Xavier and Magnet. 

part of Magneto's anger became lodged and unknowing; 
nurtured within Xavier's s ubconscious nund. Born of tr 
combined psyches of Xavier and Magneto, Onslaught is thei 
spirirual love child, so to speak, except that there's no love h er 

There's only hate: a deep-rooted hatred for mutants and n 
humanity, for life itself. Onslaught was nurtured by anti-mutar 

h ysteria and Xavier's own doubts about his dream. that man ar 
mutant could live together in peace. In the end, Onslaugi 

threatened not just the X-Men but all life on Earth. Onslaugl 

was defeated only through the combined might of Thor, ti 

Fantastic Four, the X-Men and more. 

Onslaught has all the powers of both Xavier and Magnet 
making him one of the most power psionic entities ever create, 

Onslaught can also absorb an unknown number of unconsci0t. 

physical beings, displacing their bodies within his psi-armc 

While they are absorbed, Onslaught can use their super powe, 
as if they were his m,vn. His psi-armor was very effective, b­

had a fatal flaw: when pierced, it was destroyed. 

It would be easy to say Onslaught was a combination of u­
"good" Xavier and the "evil" Magneto, but the truth is mo-­
complex. Magneto is not pure evil and Xavier is not pure goo 

And Onslaught is a cautionary tale of w hat anger, hatred ar 

seli-doubt can create, even in the best of men. 



ORPHAN 

5 
:gence Bonus or 

,apon Modifier) 
artial Arts 

:ianged Combat: 3 
:apon Modifier) 

-.,rowing Weapons 
Sows 

1.inting/ Tracking: 6 

ODIFIERS 
Appearance: Mutant, purple 

and fleshy antennae. Super­
s.-..ve skin that even air can 
.ate. 

Animal Senses: (7), touch, 
.e smell, sight, hearing 

EQUIPMENT 
Special Suit to protect 
sain : Defense ( + 1 J, Orphan 

, wear a special suit to 

OESCRIPTION 

Guy Smit h 
Height: 6 '1" 

Weight: 185 lbs. 
Eye Color: Purple 
Hair Color: White 
Species : Mutant 

ABILITIES 
Intelligence: 4 

Strength: 2 
Agility: 2 
Speed: 2 

Durability: 3 

@ E) 
Concentration: 4 
(Intelligence Bonus) 
- Sense emotional vulnerability 
- Sense physical vulnerability 

Acrobatics: 4 
(Agility Bonus) 

Leadership: 2 

Social Skills: 1 
- Mutant Culture 

Radar Senses: (7), 
requires protective suit to control 
power 

Reflexive Dodge: [+3) 

Team Affiliation: X-Statix 

Wealth: (3) 

protect self, always has blisters 
on exposed skin due to great 
sensitivity. 

Communicator 

Smith was born with his mutations, and was the victim 

hate and fear before he even had a sense of memory. 

- senses, though, were hyper-attuned to his surroundings, 

~ich made every sensory experience a source of amazing 

,:iy. His parents didn't just abandon him; they tried to 

him and were sent to jail for it. Guy grew up a n orphan until 

came to the attention of Professor Charles Xavier. Professor X 

,-igned a special suit of armor to help control Guy's abilities, 

d protect his hyper-kinetically enhanced skin. Guy was 

ed Mr. Sensitive before becoming the Orphan and the leader 

X-Statix. But those w h o live by TV ratings, sometimes die by 

em. Unbeknownst to Orphan, the team's p ublic relations 

.ecialist, Coach, plotted to increase the team's TV ratings by 

mg some of the less popular members, starting with Orphan. 

cl<ily, the plot was foiled by U -Go Girl and Doop. 

The Orphan has superhumanly enhanced senses of touch, 

~te, smell, sight and hearing. His skin is so sensitive that even 

·ann breeze can cause third-degree burns. His fleshy anteru1ae 

'l.aDCe his extreme sensitivity to other beings, and Orphan 

therefore able to sense changes in heartbeat, respiration, 

.dy heat and other functions. Years of m.artial arts training have 

"" made him a formidable combatant. 
Guy's suit may protect him from outside stimuli, but it can't 

tect him from his own personal demons. There have been 

-,es in the Orphan's life when he ended every day by playing 

,sian roulette. Sometimes his teammates are like a new 

-nily, the one he never had. But there are other times ... 

-:-,es w hen the Orphan just wants people to leave him alone. 

Lorna Dane 
Height: 5'7" 

Weight: 138 lbs. 
Eye Color : Green 
Hair Color: Green 
Species: Mutant 

ABILITIES 
Intelligence: 3 

Strength: 3 
Agility: 2 
Speed: 2 

Durability: 3 

@ 0 
Close Combat: 4 
(Strength Bonus or 
Weapon M odifier) 
- X-Factor Training 
- X-Man Multi-Style 

Ranged Combat: 3 
(Weapon Modifier] 
- Handguns 
- Energy Weapons 

Geophysics: 6 
- Magnetic Fields 
- Electrical Fields 
- Earth Science 

MODIFIERS 
Mutant, Human appearance. 
except for green hair 

EQUIPMENT 
Body Armor: Defense [ + 1) 

DESCRIPTION 

Mastery of Magnetism: 6 
- Immune to effects 

of Magnetism 
- Can Manipulate Magnetic 

Forces and objects as if 
using Telekinesis 

- A ccumulate energies over time 

Social Skills: 3 
- M utant Culture 
- Savage Land Culture 
- Alien Cultures 

Mental Defense: (+2) 

Team Affiliation: X-Men 

Wealth: [3J 

Communicator 

In keeping with her m utant control of magnetism, Lo rna Dane 

has attracted more than her share of trouble. ever knowing her 

real paren ts, she was convinced by Magneto that she was 

his daughter and tricked into joining his crusade. When 

"Magneto" was revealed to be an android, Polaris left and 

joined the X-Men. Later, after leaving the X-Men to get a masters 

in geophysics, she was possessed by the evil psychic entity, 

Malice. As a Marauder, Malice helped slaughter the Morlocks, 

fighting the X-Men in the process. But Lorna Dane's m agnetic 

personality also a tb:acted the love of her life: Alex Summers. 

Together, they fou ght side-by-s ide as both X-Men and o n a 

government-funded mutant strike force. And while they have 

faced one enemy after another, as well as the likelihood that the 

other was dead, she and Alex have returned to each other time 

and time again. Most recently, her powers again brought her to 

Magneto, this tim e in her attempt to intercede in his tyrannical 

rule of Genosha. 

When it comes to manipulating magnetic forces, Polaris has 

the potential to reach Magneto's power and ability. Unlike 

Magneto she can perceive the world around her according to its 

patterns of magnetic and electrical energy if she concentrates 

hard enough. But Polaris h as been reluctant to use her powers 

and therefore is not nearly at Magneto's level. 
Polaris survived the destruction of Genosha, but now 

carries millions of m agnetic patterns w itl1.in herself- including 

the last moments of the city and the last words of Magneto 

himself. The concentrated pain and suffering to which she 

was the last w itness has left her heartsick and m.indsick, 

barely able to maintain her hold on sanity. 



ACTIONS 
Close Combat: 2 
(Intelligence Bonus or 
Weapon Modifier] 
- X-Man Multi-Style 

Mutant Science: 8 
(Intelligence Bonus] 
- Genetics 
- Mutation 
- Life Sciences 
- Psionic Powers 

Invention/ Technology: 7 
(Intelligence Bonus] 
- Psionic/mutant-oriented 

inventions 

Leadership: 7 

MODIFIERS 
Mutant, Human appearance, 
legs are paralyzed 

Mental Defense: (+10) 

EQUIPMENT 
Hover chair: speed. 5 
(running) 

Cerebra: (+9) to Locate 
Mutants (Appendix C, P. 94] 

DESCRIPTION 

Charles Xavier 
Height: 6 '0 " 

Weight: 173 lbs. 
Eye Color: Blue 

Hair Color: None 
Species: Mutant 

ABILITIES 
Intelligence: 7 

Strength: 1 
Agility: 2 
Speed: 2 

Durability: 2 

® eciJ 
Business: 6 
(Intelligence Bonus) 

Telepathy: 10 
- Intelligence Bonus 
- Pro1ect Thoughts/ 

Control Others 
- Illusions 
- Create links with others 
- Telepathic Communications 
- Mental Bolts 
- Edit Memories 
- Repair Minds 
- Mental Block 
- Astral Pro1ection 

Social Skills: 6 
- Persuasion 

Sense Mutants: (3) 
Team Affiliation: X-Men 

Wealth: (6) 

C erebra: (+1 0) "Focus" is 
better (Appendix C. P 94) 

Numerous laboratories, 
resources, contacts 

Communicator 

Charles Xavier dreams that mutants and humans can live in 

peace. And as the most powerful telepath alive, he may 

be capable of making that dream come true. Realizing there were 

mutants who would use their powers to dominate the world, 

and also to protect mutants from the fear and hatred of 

humanity, Professor X created the X-Men. He founded the 

Xavier Institute to teach mutants to control their powers and 

use them for good. His quest for peace has taken him to other 

times, other galaxies (and love with the Shi'ar Empress Lilandra) 

and even to other dimens ions. 
As a telepath, Professor Xavier can do just about anything 

he sets his mind to, although his morality keeps him from 

abusing his powers. He is even capable of astral projection, 

alth.ough via mental rather than magical or mystical energy. 

He's a natural genius who has invented many devices to make 

mutant lives easier. For most of his adult life, he's been confined 

to a wheelchair, although there have been times when the use 

of his legs has been restored. 
Xavier is a man of many sorrows who can be plagued by 

doubt. He has buried many of his students in his fight for 

equality and peace. His s tepbrother hates him and his twin s ister 

has tried to destroy him. His best friend, Magneto, became his 
greatest enemy. In the end, Charles Xavier fears that his 
dream is greater than his ability to fulfill it. But that hasn't 

ever stopped him from dreaming it. 

Betsy Braddock 
Height: 5'11 " 

Weight: 165 lbs. 
Eye Color: Blue 

Hair Color: Black 
Species: Mutant 

ABILITIES 
Intelligence: 2 

Strength: 3 
Agility: 3 
Speed: 3 

Durability: 3 

@ 0 
ACTIONS 
Ninja: 7 
(Agility Bonus and Weapon 
Modifier or 2 Weapon Modifiers) 
- Martial Arts 
- Hand Training 
- Swordsmanship 
- Oriental Weapons 

Psychic Knife: 7 
(Psf-Weapon] 

Black Ops: 5 
- Reid Operations 
- Concealment 
- Security Systems 

Telepathy: 7 

MODIFIERS 
Mutant, Human appearance 

Reflexive Dodge: (+4) 

EQUIPMENT 
La ptop Computer 

DESCRIPTION 

PSVLOCKE 

- Project Thoughts/ 
Control Others 

- Illusions 
- Create links with others 
- Telepathic Communications 
- Mental Bolts 

Acrobatics: 5 
(Agility Bonus) 

Leadership: 4 

S ocial Skills: 4 
- Modeling Culture 
- Mutant Culture 
- Otherworld Culture 
- Mojoverse Culture 

Team Affiliation: X-Men 

Wealth: (2) 

Communicator 

The sister of Captain Britain and daug hter of the ruler 

of Otherworld, Elizabeth Braddock has always been more thar 

she appeared. As a teenager, she was a leading fashion model b, 

day, while at night she was a member of STRIKE, the British PS 

division of S.H.I.E.L.D. She eventually left to replace her brother 

as Captain Britain, but gave up the role after being blinded in 

battle. Then s he was given new eyes by Mojo, ruJer o 

Mojoworld, in return for her service. Rescued by the Ne,, 

Mutants, Betsy joined the X-Men and took the codename, 

Psylocke. And that's when things get strange. Psylocke wa, 

captured and her mind and body were swapped with a female 

ninja assassin named Kwannon. But Kwannon died of thtc 
Legacy Virus, and Psylocke found h erself trapped ir 

Kwannon's body. 
Psylocke possesses a wide range of telepathic abilitie~ 

enabling her to read minds, communicate mentaJly and creah,• 

illusions in the minds of others. She can stun people wit}, 

"mental bolts" and often fights u s ing a "psychic knife. 
She's been highly trained in combat techniques by Wolverin~ 

and the assassin cult known as the Hand. Note: Psylocke usec. 

her telepathic powers to imprison the evil Shadow King on th1: 
Astral Plane, and now she risks releasing hin1 whenever she use-­

those powers. 
Psylocke has loved and lost many times. She has watched 

terrible things happen to all those around her, and becauSt: 

she is s uch a keen telepath, feels their pain to a great extent 

She is therefore more guarded than other X-Men, and hidt,-­

bchind a veil of seeming coldness and cruelty. 



2 
g-..h Bonus or 
'l Modifier) 

..-.d-ro-Hand 
::tterhood Training 

"'ged Combat: 2 
'Xln Modifier] 
:ary Training 

m ar: 5 
c Romances 

ODIFIERS 
tant, Human appearance 

alth: (1) 

EQUIPMENT 
Q,stom Flamethrower: 

.41), Range = 2. designed to 
·eel with his Mastery 

3ESCRIPTION 

St. John Allerdyce 
Height: 5'10" 

Weight: 150 lbs. 
Eye Color: Blue 

Hair Color: Blond 
Species: Mutant 

ABILITIES 
Intelligence: 2 

Strength: 2 
Agility: 2 
Speed: 2 

Durability: 3 

@ E> 
Mastery of Fire: 8 
- Max. Range = 3 
- Can't become or create fire 
- Immune only to fire he controls 
- Manipulation of fire into 

shapes/forms that can safely 
transport self, others 

Social Skills: 3 
- Gothic Romance Fans 

and Culture 
- Southeast Asian Culture 
- Mutant Subcultures 

Team Affiliation: 
Brotherhood of Evil Mutants 

Insulated Costume: 
Defense (+1 ), (+3) vs . 
fire/heat 

Communicator 

young man, St. John Allerdyce covered Vietnan-i and 

nesia as a journalist for an AustraJian news service, 

ang the mysterious and exotic lands of Southeast Asia. 

d,•entures fired his imagination, and he became a writer of 

J gothic romance novels. But then he met Mystique, who 

.uted the fiery mutant into the new Brotherhood of Evil 

..nts. His first assignment was the attempted assassination of 

tor Robert Kelly. While that mission failed, the new 

nerhood went on to face enenues like the X-Men and the 

-gers. Ironically, Pyro soon found himself and the rest 

he Brotherhood being employed by the United States 

crnment as part of Freedom. Force. He and his teammates 

now justified in their attacks on other mutants, doing so 

~ut consequence until Freedom Force was disbanded by 

~ovenunent. 

?yro has the mutant ability to cause any fire, no matter how 

.! to grow in size and intensity. His flames can take on any 

- he desires, from beautiful to terrifying, including that of a 

.mg bird wluch can carry himself and others in fjjght. He 

-,ot generate fire himself and uses a flainethrower whose 

~ he then manipulates. He is invulnerable to any fire he 

JOls, but can be badly burned if surprised by a fire he does 

..:ontrol. Pyro therefore wears a specially 1nade insulated suit 

~tect himself. 

\'hile h e seems like a hardened mercenary, Pyro can 

-noved by the same sentin1entality that made his books 

--ellers around the world. He is a romantic at heart, and has 

en himself to be a real friend to other members of the 

'lerhood. H e's even s hown that he's capable of doing what's 

• on rare occasions. 

Height: 5'7" 
Weight: 135 lbs. 

Eye Color: Blue 
H air Color: Black 
Species: Mutant 

ABILITIES 
Intelligence: 5 

Strength: 2 
Agility: 2 
Speed: 2 

Durability: 3 

@ eciJ 
4 

(Intelligence Bonus or 
Weapon Modifier) 
- X-Man Multi-Style 

Ranged Combat: 4 
[Weapon Modifier) 
- Handguns 

Telepathy: 6 
- Intelligence Bonus 
- Illusions 
- Project Thoughts/ 

Control Others 
- Telepathic Communications 
- Mental Bolts 
- Reflect mental attacks 
- Astral Travel 

MODIFIERS 
Mutant, Human appearance 

Psycho-Centric Power 
Template: (+2) 

EQUIPMENT 
Special Sunglasses: Allows 
free telepathic links with team 
members who w ear them 

DESCRIPTION 

SAGE 

Manipulate Mutagenic 
Fields: 6 

Computers: 7 
(Intelligence Bonus) 

Biocomputing: 5 
[Intelligence Bonus) 
- Interface with Computers 

Technology: 2 
(Intelligence Bonus) 

Black Ops: 7 
- Infiltration 

Social Skills: 4 
- Mutant Culture 
- Secretarial Skills 
- Jet-Set Culture 
- Hellfire Club Contacts 

Mental Defense: (+6) 

Sense Mutants: (2) 

Team Affiliation: X-Men 

Wealth: (3) 

Costume of Unstable 
Molecules: D efense (+1 ) 

Communicator 

With her computer-like brain, Tessa was Charles Xavier's spy 

¾rithin the Hellfire Oub for years, dating back to hls formation 

of the X-Men. She was a perfect spy: Sebastian Shaw foun d her 

abilities invaluable, and she was privy to the darkest secrets 

of the Hellfire Oub until she left to join the X-Men. She was 

instrumental in saving Beast's life and joined the hunt for the 

lost writings of Destiny, a mutant who chronicled the future of 

man ruid mutant for the next thousand years. 

Tessa mind works like a computer. H er psycho-centric 

power template enables her to store vast amounts of 

information and analyze data aJrnost instantaneously. She's also 

a telepath who can read and manipulate other minds and 

project herself astrally. Perhaps most unsettling is her ability to 

catalyze the latent abilities of other mutants and manipulate 

mutagenic fields, allowing her to alter n-iutants' abilities and 

powers with unforeseen results. This power has saved lives, but 

also wrecked them, as with Slipstream. Sage has outfi tted the 

team with special sunglasses connected to her nund, allowin g 

her to see what her teammates see and to provide them with an y 

important information at a moment's notice. 

Perhaps because she had to lude her tn1e identity for 

all those years she was a spy, Sage is uncomfortable letting 

people get to know her. She remains enign-iatic and aloof, 

distancing herself from her tean"lffiates, about whom she 

seem s to know everything . 



SAURON 

ACTIONS 
Close Combat: 2 
[Strength Bonus or 
Weapon Modifier) 

Ranged Combat: 2 
[Weapon Modifier) 
- Hand Weapons 
- Energy Weapons 
- Aerial Combat 

Drain Energy: 6 
- Use at Range of 2 
- Improved Drain 
- Can redirect absorbed stones 

as a Force B last* 

Flight: 0 / 3 

MODIFIERS 
Mutagenic, can appear 
human 
Talons/Horn: (+2) to Close 
Com bat 

Targeting: (+1)* 

EQUIPMENT 
Communicator 

Wrist,.Mounted Missiles: 
(+4), 2x Damage, Armor 
P enetration* 

DESCRIPTIO N 

Dr. Karl Lykos 
Height: 5'7"/ 7 ' 

Weight: 160 lbs./200 lbs. 
Eye Color: Brown/ None 
Hair Color : Brown/ Red 

Species: Mutate 

ABILITIES 
Intelligence: 3 

Strength: 1 / 6 
Agility: 1 / 4 

Speed: 2 
Durability: 2 / 5 

® 0 ® 
Mesmerism: 5 
- Can't read minds, but 

can hypnotize 
- Requires eye contact 
- IIJusions involving ter rain/ 

surroundings 

Healing: 5 

Technology: 7 
[Intelligence Bonus) 

Invention: 1 
[Intelligence Bonus) 

Social Skills: 2 
- Scientific Community 
- Medical Community 

Self-Transformation into 
"Sauron" form 
- Must drain at least 3 red 

stones per day, or revert to 
human form 

Team Affiliation: Weapon X 

Wealth: (3) 

Armor: r.efense 1+2)* 
Shoulder-Mounted 
Laser: (+5) * 

* Note: Weapon X 
Enhancements/Equipment 

On an expedition with his father to an island near the Savage Land, 

young Karl Lykos was bitten b y pterodactyls. The bites transferred 

a genetic virus to Karl, who found that to stay s trong, he needed 

to drain the life essences of others. Lykos tried to cure himself of his 

hunger, and even turned to Professor Xavierfor help, but no solution 

was found. Later, he found that if he fed on mutants, he would 

actually transform into the evil pterodactyl-like creature, Sauron. 

This, of course, brought him into conflict with the X-Men, whose life 

essences could keep Sauron very strong. He has been a member of the 

Brotherhood of Evil Mutants and has attempted to take over the 

Savage Land. He was recently recruited by Weapon X, who enhanced 

some of his powers at the cost of a reduced intelligence . 

Sauron must drain the life force from living beings every day 

to sustain his life. The effects of this drain are temporary, for both 

Lykos and his victims. In pterodactyl form, he has a 12-foot 

wingspan, razor-sharp talons and superhuman strength. Lykos is a 

trained hypnotherapist with the ability to hypnotize his victims or 

cause them to hallucinate. 

Karl Lykos did not want to become the monster Sauron. He did 

everything he could, including a self-imposed exile in the Savage 

Land, to keep from doing harm. It didn't help, and now it 1T1.ay be 

too la te: what little h1.1manity Sauron has left is drained from 

him every time he feeds. 

None 
Height: 20' 

Weight: Variable 
Eye Color: None 
Hair Color: None 
Species: Robot 

ABILITIES 
A. I. : 3 

Str ength: 9 
Agility: 1 
Speed: 6 

Durability: 5 

® ~ 
ACTIONS 
Close Combat: 4 
[Strength Bonus Only] 
- Fighting smaller opponents 

Ranged Combat: 4 
[Weapon Modifier) 
- Beam Weapons 

Rocket Launcher: 6 
Range= 5 
- 2 Launchers, 4 rounds each 

Capture Nets: 4 
[Attack vs. Agil ity or caught, 
Toughness : B , Range = 1 J 

Detecting/ Pursuit: 4 
- Tracking Mutants 

Flight: 6 
- Boot Jets 

MODIFIERS 
Appearance: Robots 

Team: Gover nment 

Targeting: (+2) 

Toughness: (+SJ 

EQUIPMENT 
None 

DESCRIPTION 

SENTINEL 

Chest Mounted 
Multi-Beam: 6 
Range = 5 
- Electrical Blast 
- Plasma Beam 
- Heat Ray 
- Force Beam 
- Stun Ray 
- Sonic B last 
- High Pressure Water Jet 
- Searchlight 

Hand Emitters: 6 
Range = 2 
- Disintegrate (Inorganic 

material only) 
- Knock Out Gas [Area Effect) 
- Freeze gas 

Force Field: 4 

Sense Mutants: (5) 

Self-Repair: 1 white st one 
per hour. Reg enerate 3 red 
stones per 2 white stones 
per Panel 

Stealth Technology 

When Bolivar Trask designed the first Mark I Sentinel• 

he programmed them to protect humanity b y hunting and kill.ir­

all mutants. When the Sentinels decided the best way to prota. 

humanity was to rule it, Trask sacrificed his life to destroy tt,. 

Sentinels and their Master Mold. Unfortunately, his son, Larr 

(himself a mutant), resurrected the program. These new Mark 

Sentinels turned on Larry and each other, destroying themselves 

But not before covert Sentinel bases were established all over th­
world, operated by mutant-hunting humans, the U.S. governmeJ"' 

Sebastian Shaw and even by Sentinels themselves. 

The Sentinel s tatistics above are based on a Mark II Sentinel. 

although there were different configurations even within the sam 

series. Later developments included Bastion's Prime Sentinels, who.:­

he created by converting living people into cyborgs. The ne\\'e,; 

models can even assimilate raw materials to build themselves int. 

various shapes and sizes, including microscopic Nano-Sentineb 

These new "wild " Sentinels can become anything they choOSt:. 

making them not only harder to destroy but also much more difficu. 

to recognize. 

Sentinels have no morality and no mercy. There is no such thin.., 

as an innocent bystander to a Sentinel. Wild Sentinels set 1~ 

by Cassandra Nova killed over 16 million mu tants in Genosha. 5ol1'.'" 

say it's only a matter of time before they, not mutant:; 

become the dominant life-form on EartJ,. 



lilut;ant, Human appearance 

~ d Prescience: May 
ocate stones to Phase Shift 

- enemy attack revealed. 

EQUIPMENT 
Lackheed: A small flying 

Yl-like creature from a race 
as the "Flock.• He can fly 

s;peed unknown), Int: 5. Str: 1, 
3 Spd: 3, Dur: 3. Breathe 
at; 5. Area Attack, Mental 

Kitty Pryde 
Height: 5'6" 

Weight: 132 lbs. 
Eye Color : Hazel 

Hair C o lor : Brown 
Species: Mutant 

ABILITIES 
Intelligence: 4 

Strength: 2 
Agility: 3 
Speed: 2 

Durability: 3 

@ E) 
Phase Shifting: 7 

Computers: 5 
(Intell igence Bonus] 
- Hardware Design 
- Software Design 
- Elect ronic Systems 
- Video Games 

Social Skills: 5 
- Bartending 
- Academic Culture 
- Dancing 
- X-Men Culture 

Nearsighted, wears contacts 

Reflexive Dodge: (+2J 
Team Affiliation: X-Men 

Wealth: (2) 

Defense (+10), Close Combat 1, 
Toughness of (+6), can speak 
English but tends not to, enjoys 
feasting on Brood Eggs. 

Costume of Unstable 
Molecules: Defense (+1J 
Communicator 

-:,en Katherine " Kitty" Pryde was 13 years old she discovered 

could "phase" through solid objects, like walJs and floors. 

~ inteJJigent mutant from the affluent suburbs of Chicago 

C'°"'Xted the attention of both Charles Xavier and Emma Frost, 

:±t of w h om wanted Kitty to attend their schools for mutants. 

en Kitty chose Xavier, Frost kidnapped the X-Men. Kitty h elp ed 

--n escape, and soon she was an X-Man herself. It was hard 

-ogh accepting that s he was a mutant, but now she found 

If in the company of demons and freaks. Before long, 

:-,ogh, they became her friends, especially Wolverine, Magik 

- Colossus, who was Kitty's first love. Kitty left the X-Men to 

:;, fou nd Excalibur. She later returned to the X-Men, but after 

ossu s died she left again to continue her education at the 

,iversi ty of Chicago. 

Shadowcat is art expert with computers, which is ironic since 

'\aSing d isrupts any electrical equipment she passes through. 

was trained in combat by Wolverine. She's got a pet dragon , 

dcheed, W'hom. s he befriended on a mission in outer space. 

Since becoming an X-Man, Kitty has been called Sprite, Ariel 

J Shadowca t. Like h e r name, Kitty has changed quite a b it as 

s grown older. She's seen friends and lovers d ie in the cause of 

-ce, and she's no longer the narve li ttle girl who first cam e to 

ier's mansion. While s he still fervently believes in the dream 

;,eaceful coexistence, the mature Katherine Pryde kn.ows 

must find her own path to tl,at goal. 

Height: 6'1" 
Weight: 170 lbs. 

Eye Color: Blue 
Hair C o lo r: Blond 
Species: Mutant 

ABILITIES 
Intelligence: 3 

Strength: 2 
Agility: 2 
Speed: 2 

Durability: 3 

® 0 
(Strength Bonus or 
Weapon Modifier] 

Surfing: 7 
- Swimming 

2 

MODIFIERS 
Mutant, Human appearance 

EQUIPMENT 
Communicator 
Costume of Unstable 

DESCRIPTION 

Teleportation: 7 
- Does not have to travel , 

himself, to send others. 

Social Skills: 2 
- Surf Culture 

Team Affiliation: X-Men 

Wealth: (2) 

Molecules: Defense (+1) 
Short:ened metal 
surfboard: (+1) to 
Teleportat ion 

Davis Carn.eron and his sister, Heath er (Lifeguard), are n1.u tants. 

They're also the children of Viceroy, a murderous super villain 

who was kil led by an organization known as the 

Chin ese Triad. Both Davis and Cameron became the Triad's 

next targets. But instead of being killed, tl,eir lives were 

forever changed. They were rescued by the X-Men, and began 

traveling with the team. Since then, Davis and Heather have 

discovered things about who th ey a re that they would 

probably rather not have known, including the possibility that 

their mother n1.ay have been an alien of the Shi'a r race. 

L ifegu ard began changing, growing more ali en in appearance, 

and Davis b egan to fear that it could h app en to h im as well. 

After Sage catalyzed Davis' latent mutant power, turning him 

into Sl ipstream, his fears got the best of him and D avis 

transported himsel£ away from his s ister and tl1.e X-Men. 

Slipstream can instan taneously transport hirnself and oth ers 

to another location via a tachyon stream he calls the "warp 

wave." This transport happens at speeds greater th an light. 

Slipstream does not have to transport himself in order to 

transport others, but each transport ·weakens him a little. 

Not long ago, Davis was just another happy-go-lucky 

Aussie surfer riding the big waves " Down Under." Now he feels 

like he's being sucked under and smashed against rocks 

he didn't even know were there. All he has left in the world 

is the memory of hi s big sister, but even that may not b e enough 

to help him keep h is balance in a world gone mad. 

Note: S/fpstream is a good exmnple of a player who has "saved 

stones for later." He used only 14 white Character Creation stones (a t 

most) to create his character and gets about 6 back because of his 

Challenges (he's a mutant and has a disastrous family background). 

Since he is a "newbie," the GM decided to let him save all his remain­

ing s tones (even though that's more than normally allowed). So 

Slipstream /,as 32 white s tones "saved". (See the example in the 

n, iddle of p. 46 for how he spends some of these saved stones.) 



ACTIONS 
Close Combat: 1 
[Agility Bonus or 
Weapon Modifier) 
- Streetfighting 

Social Skills: 4 
- Streetwise 
- Brothel Culture 
- Mutant Culture 

MODIFIERS 
Appearance: Mutant, 
snake-like skin 

EQUIPMENT 
Communicator 

DESCRIPTION 

Unrevealed 
Height: 5 '11" 

Weight: 1 60 lbs. 
Eye Color: Green 
Hair Color: Black 
Species: Mutant 

ABILITIES 
Intelligence: 2 

Strength: 2 
Agility: 2 
Speed: 2 

Durability: 3 

® 0 
Pheromones: 7 
- Attack vs. Durability to stun or 

seduce , duration= Damage, 
see Duration row on D&R 

- Can stimulate emotions to the 
point of total distraction 
(as stun) 

- Distract: Target must subtract 
stones of distraction from 
Actions 

Team Affiliation: X-Men 

Wealth: 1-1) 

With no job skills, a volatile personality and mutant pheromones 

that allow her to easily seduce anyone she wanted, it almost 

seems inevitable that Stacy X would become a prostitute. 

Which makes it all the more extraordinary that she's in the 

process of becoming a hero. She first began to find herself 

at the X-Ranch, a mutant brothel in Nevada where being a 

mutant was a good thing and she finally had a family, of sorts. 

But then th e self-proclaimed Church Of Humanity attacked the 

brothel, killing everyone except Stacy X. Stacy was rescued by 

the X-Men, the mutant heroes she'd always idolized, and she 

accepted their invitation to return to the Mansion. And while 

she isn't your typical X-Man, she's proving to be a valuable 

member of the team. She saved Beast's life. She was critical in 

helping the X-Men defeat the Vanisher, the head of a drug cartel 

that peddled a drug granting short-term mutant powers . 

She used her powers to distract Vanisher for severaJ days, 

giving Archangel the time he needed to shut dov.rn the cartel 

financially. And she was key in stopping Black Tom Cassid y 

from killing her teanunates. Recently, she's aJso developed an 

attraction to her teammate Archangel. 

Stacy's snake-like skin secretes special pheromones that 

allow her to stimulate another person's emotions or physical 

reactions to seduce, distract or stun. She can treat her "victims" 

to a short dose, allowing her to accomplish simple things, or she 

can string out the process, keeping them under control for days. 

Stacy X's home life was tragic and filled with many forrns 

of abuse. Her life on the streets was even worse. As a result, 

the X-Men have become h er new family, although there are some 

team members who seem unable to forget her past. Even so, 

she has experienced more love and acceptance from them tha11 

she's ever known, and would do anything for their well-being. 

She s till tends to be oversensitive and quick tempered, but 
she's definitely, finally, on the road to redemption. 

"Cable" 
Height: 6'8" 

Weight: 350 lbs. 
Eye Color : Blue 

H a ir Color: White 
Species: Mutant 

ABILITIES 
Intelligence: 4 

Strength: 5 
Agility: 2 
Speed: 2 

Durability: 5 

® ~ 
ACTIONS 
Close Combat: 7 
(Strength Bonus or 
Weapon Modifier) 
- Extensive Military Training 
- Psimitar 

Ranged Combat: 7 
(Weapon Modifier) 
- Any weapon 

Telepathy: 7 
- Project Thoughts/ 

Control Others 
- Create links with others 
- Mental Bolts 

Telekinesis: 8 

MODIFIERS 
Mutant, Human appearance 

Bionic Eye: 4 , as Enhanced 
Vision, Infrared 

Techno-Organic Virus: 
Must continually have 2 red 
stones in TK box. 2 of his white 
stones are in fected. 

Reflexive Dodge: (+2) 

EQUIPMENT 
Communicator 
Body Armor: D efense (+1) 

DESCRIPTION 

Leadership: 6 
Vehicles: 5 
-Any 

Black Ops: 7 
- Covert Operations 
- Surveillance 
- Intimidation 
- Spot/Set Ambush 
- Insurgency 
- Counterinsurgency 
- Infiltration 

Social Skills: 5 
- Future Culture 
- Military Culture 
- Authority 

Team Affiliation: X-Men 

Targeting: 1+1) 

Toughness: 1+2) 

Team Affiliation: X-Men 

Accelerated Healing 
Factor: Heal 1 white stone per 
2 Panels, Regenerate 3 red ston~ 
per 2 white stones per Panel 

Wealth: 13) 

Psimitar: staff/blade: 
(+3); (+2) Modifier to channe. 
Telepathy and Telekinesis 

Nathan Charles Dayspring Summers, a.k.a. Cable, is the son o 

Cyclops and Madelyne Pryo1~ the clone of Jean Grey. Shortly after ht 
was born, ApocaJypse infected him with the techno-organk virus. 

To save his life, Cyclops sent him 2,000 years into the future where 

he might be cured. He was raised by Rachel Summers and the O ar 

Askani to become the sworn enemy of Apocalypse. He has sina, 

returned to the present to stop Apocalypse and prevent that terrible 

future . Cable's first allies in our time were the Six Pack and hb 

friend Domino. Later, he transformed the New Mutants into z 

mutant conunando team, X-Force. He then fought alongside 

the X-Men before parting ways with Xavier and setting out alone 

as Soldier X. The virus continues to transform him, although i 

seems to be in remission. 

Summers has extraordinary te lepathic and telekinetic abilities. 

He's a consummate battle lead er, and is usually heavily armed wit½­

futuristic weapons. But even without a weapon, Cable is a 

deadly advers ary. 

Nathan Summers lives a life of tenuous balance. It's onl 

by concentrating his telekinetic abilities that he's been able figh 

the techno-organic virus and retain his humanity. This is only slight!\ 

easier than trying to balance Xavier's dream of peace with his owr 
belief that sometimes violence is the only road to peace. 



Close Combat: 5 
~ tcy Bonus or Weapon 
l:xlrfier) 

- ---iand-to-Hand 
- X-Man Multi-Style 

Ranged Combat: 5 
1eapon Modifier) 

- Energy Weapons 

Phoenix Force: 7 

~rce Field: 4 

Right: 9 

Telekinesis: 6 

ODIFIERS 
utant, Human appear ance, 

has tattoos that mark her 
a "hound" in her native reality 
.e uses her powers to 

..'e this) 

Sense Mutants: (3) 

EQUIPMENT 
Costume of Unstable 
Molecules: Defense ( + 1) 

DESCRIPTION 

Rachel Summer s 
Height: 5 '7" 

Weight: 125 lbs. 
Eye Color: G r een 
Hair Color: Red 

Species: Mut ant 

ABILITIES 
Intelligence: 2 

S trength: 2 
Agility: 3 
Speed: 3 

Durability: 4 

@ El 
Telepathy: 6 
(Intelligence Bonus) 
- Illusions 
- Create links with others 
- Te lepathic Communications 
- Mental Bolts 
- Edit Memories 

Hunting/Tracking: 6 
- Following Mutants 
- Spot/Set Ambush 
- Spot/Set Traps 
- Interrogation 

Social Skills: 6 
- Youth Culture 
- Academic Culture 
- Clan Askani 

Mental Defense: (+6) 

Phoenix Force Energy: 14 
free stones of energy per Panel 
to use as she likes 

Team Affiliation: X-Men 

Wealth: (2) 

Communicator 

- an alternate reality, Rachel Summers was the daughter of 

""'-Ott Summers and Jean Grey. She was captured by authorities 

~ brainwashed into serving as a mutant-hunting "hound." 

e saw the X-Men all but wiped out by Sentinels. 

::nally, Rachel escaped to our reality, where she found that the 
-~ Ien weren't dead and Scott and Jean weren't her parents. 

:--'le also found she could access a small part of the same 

"x>enix Force that her mother could. Taking the nan1e Phoenix, 

,e joined the X-Men, and later, Excalibur. In order to save 

.:.aptain Bri tain, her teammate who was trapped in the 

mestream, Rachel traded places with him and ended up 2,000 

ears in the future. There, she founded the Clan Askani to 

"Opose Apocalypse, and as Mother Askani, she raised I athan 

':-ummers to become his archen emy. 
Rachel Swnrners is a powerful mutant with numerous 

i,-i.onic abilities. Thanks to the Phoenix Force, she can exist in 

~ · environment '-vtthout harm, project force bolts, force fields 

"'\d fly. She possesses the power of telepathy like her mother and 

.3n cast illusions. 
Rachel has fought in many eras and watched the X-Men die 

er and over again. She has hunted mutants and caused their 

,eaths. As a result, Rachel feels she has mud1 to make up for. 

::,,ile is far older and wiser than she appears, and has risen above 

-.e h atred and mistakes that n1a.rked her youth . 

Shiro Yoshida 
Height: 5'1 O" 

Weight: 1 75 lbs. 
Eye Color : Dark Brown 

Hair Color: Black 
Species: Mutant 

ABILITIES 
Intelligence: 2 

Strength: 3 
Agility: 3 
Speed: 2 

Durability: 4 

5 
[Agility Bonus or 
Weapon Modifier) 
- Karate 
- Kendo (swords) 
- Samurai Skills 
- X-Man Multi-Style 

Ranged Combat: 5 
[Weapon Modifier) 
- Energy Weapons 

Flight: 6 

Black Ops: 5 
- Japanese Military Intel. 

[Yakiba) Training 

MODIFIERS 
Mutant, Human appearance 

Psionic Energy Field: (4), 
acts like a Force Field of 4 vs . 
physical, 8 vs. energy attacks 

Energy Defense: (+2) 

Reflexive Dodge: ( +2) 

EQUIPMENT 
Body Armor: Defense (+1) 

DESCRIPTION 

SUNFIRE 
Mastery of Plasma: 7 
- Immune to plasma 
- May combine Close/Ranged 

Combat stones with Mastery 
- Force Blast, x2 Damage 
- Absorb 3 per Panel from solar/ 

electromagnetic energy source . 
- Regenerate + 1 /Panel 

in sunlight 
- Absorb solar/plasma attacks 
- Free Force Field 
- Dverstrain, but effects last 

for hours. not weeks 

Social Skills: 4 
- Japanese Language/Culture 
- Far-Eastern Cultures 

Targeting: (+1) 

Enhanced Vision: (7), 
infrared 

Team Affiliation: 
X-Corporation 

Wealth: (3) 

Communicator 

Shiro Yoshida's mother was exposed to the radiation en1itted 

by the bombing of Hiroshima. Years later, she died giving birth 

to Shiro. While Shiro's father worked to improve relation s 

between Japan and America, Shiro's uncle raised Shiro to 

hate anything American. When Shiro's n1utant powers 

emerged, his hatred burned even brighter. As Sunfire, 

he attempted to destroy the U.S. Capitol, and found himself 

in battle with the original team of X-Men. Ironically, years later 

Professor X would recruit Sun.fire to rescue those same X-Men . 
Sunfire stayed "'rith the X-Men for just a single mission, 

after which he returned to his home to serve as a 

special agent for the Japanese government. Recently, Sunfire 

joined the Mumbai, India branch of X-Corporation, 

the mutant search-and-rescu e operation. 
Sunfire gets his power from the solar and electromagnetic 

energy of the sun. He can ionize matter and convert i t 

into plasma, creating a firey aura around his body and 

unleashing it in concussive force blasts from his hands. 

He can detect people according to their heat patterns. Sunfire is 

also an expert in hand-to-hand combat. 
Where once Sunfire was consumed with hatred, he has 

since lea rned to love, forgive and trust. And Sunfire believes 
that if he who ,vas born out of hate can learn to trust, 

then so too can humanity learn to overcome its hate 

and fear of mutants. 



, . ~ .. UNSPOT 
' \ 

ACTIONS 
Close Combat: 4 
[Strength Bonus or 
Weapon Modifier) 
- Trained by Cable 

Ranged Combat: 2 
(Weapon Modifier) 
- Handguns 
- Force Bolts 

Flight: 6 
- Can't maneuver 

Vehicles: 4 
- Bikes 
- Cars 
- Aircra~ of all kinds 

MODIFIERS 
Mutant, can appear human 
When using his power, his body 
and clothing turn black. 

EQUIPMENT 
Communicator 

DESCRIPTION 

Roberto Dacosta 
Height: 5'8" 

Weight: 170 lbs. 
Eye Color: Brown 
Hair Color: Black 
Species: Mutant 

ABILITIES 
Intelligence: 2 

Strength: 2 (6 *) 
Agility: 2 
Speed: 2 

Durability: 4 @e 
Mastery of 
Solar Energy: 6 
- * Increase Strength to 6 
- ( + 1 I Situational Modifier if in 

full Sunlight, (-1 I if in Darkness 
- Immune to Energy Attacks 
- Absorb heat/light attacks 
- Regenerate +1 /Panel in 

sunlight 
- Energy Blast from hands 

Soccer: 5 
[Agility Bonus] 

Social Skills: 4 
- Brazilian Culture 
- Hellfire Club 
- Mutant Culture 
- Sports Culture 

Team Affiliation: 
X.Corporation 

Wealth: (6) 

Wealth and power couldn't isola te Roberto DaCosta from the 

impact o f being a mutant. His power first emerged during 

a soccer gam e, panicking the crowd . When he came to 

the attention of Donald Pierce, the renegade White Bishop of 

the Hellfire C lub, Pierce ordered Roberto kidnapped. 

The mercenaries failed, but killed h is girlfriend Julianna. 

Roberto vowed revenge and then joined the ew Mutants 

as Sunspot. Later, he was mysteriously kidnapped and 

s ubjected to experiments which increased his powers. 

Eventually, Sunspot was blackmailed by Selene into taking his 

murdered father's place as the Black Rook of the Inner Circle of 

the Hellfire Club. He accepted, hoping to destroy the C lub from 

within. But he recently h ad to put his quest for revenge on hold 

in o rder to take charge of the Los Angeles branch of the 

X-Corporation. 
Sunspot absorbs solar energy, which he can u se to increase 

his physical strength, fly or s hoot energy b lasts from his hands. 
When he uses his abilities, stran ge black dots appear all 

around h is body. W h en not in direct sunlight, though, h e loses 

his power quickly. 
Like Archangel, Sunspot comes from money and appreciates 

the finer things in life. As a result, these days his fight for mutant 

rights takes a less d irect path. He will o ften wage his battles 

using politicians and through social circles like the H e llfire C lub 

rather than in the s treets. He is an essen tial part of Xavier's 
plan to tran sform a c ulh.u-e that hates and fears into one 

characterized by peace and trust. 

Neil Sharra 
Height: 5'9" 

Weight: 165 lbs. 
Eye Color: Brown 
Hair Color: Black 
Species: Mutant 

ABILITIES 
Intelligence: 2 

Strength: 2 
Agility: 2 
Speed: 2 

Durability: 3 

® 0 
ACTIONS 
Close Combat: 3 
(Strength Bonus or 
Weapon Modifier) 
- Hand-to-Hand 
- Self-Defense 
- Indian Police Procedures 

Ranged Combat: 2 
(Weapon Modifier] 
- Handguns 

Flight: 6 
- Olten leaves a trail of fire 

MODIFIERS 
Mutant, can appear human 

EQUIPMENT 
Communicator 

DESCRIPTION 

Black Ops: 3 
- Missing Persons 
- Indian Police Procedures 
- Sentinel Operations 

Mastery of Plasma: 8 
- Immune to plasma attacks 
- Free Force Field 
- Force Blast, 2x Damage 
- Accumulate Energy 

Social Skills: 3 
- Bangladeshi Culture 
- Many Indian Subcontinent 

Languages 
- Police Procedures 

Team Affiliation: X-Men 

Wealth: (2) 

Cost:ume of Unstable 
Molecules: Defense [+1) 

N eal Sh arra fi rst became a ware of the mutant cause after 

his brother Sanjit disappeared. Neal tracked him to 

mutant-hating organization called Operation Zero ToleranO!. 

where he discovered that his brother had b een transformed b, 

Bastion into one of his cyborg Prime Sentinels. Neal wa., 

captured, and Bastion tried to con vert him into a Sentine l as wel 

but the stress o f the process triggered Neal's own latent mutan 

abilities and brother was set against brothe r. Neal destroya. 

Bastion 's base, while Sanjit was able to overcome his Sen tine, 

programming at the las t minute and died disabling the other 

mutant-hunting Sentinels. Neal escaped and, now a mutam 

went home to his parents. They su ggested h e see the u­

old friend, Dr. Moira MacTaggert, and through her eal m e 

Professor X and was asked to join the X-Men. He went with therr 

on their mission to try and locate the missing notebooks a 
D estiny, the mutant seer who had chronicled the next thousanc 

years of mutant and human history. He has recently left ilio.. 
X-Men in order to h e lp Lifeguard in the search for h er missin~ 

brother, Slipstream. 
Thunderbird can convert ambient heat energy into plasma ir 

much the sam e way as Sun£ire. He unleash es concussive bla st!­

from his hands and a fiery aura forms around him w h en he use 

his power. His body is p rotected from the heat h e gen erat~ 

He can also fly. 
eal has lost his brother and two lovers to the battle betweer 

human s and mutant<;. Rather than destroy him , though, it ha. 
only stren gthened his resolve to fight for the day whe­

humans and mutants can live together in peaceful coexistenct 

And ever since he joined the X-Men, he doesn ' t have to wag, 

that fig ht alone. 



1 

Height: 5'6" * 
Weight: 114 lbs. * 
Eye Color: Yellow * 
Hair Color: Black * 
Species: Mutant 
* In containment suit. 

ABILITIES 
Intelligence: 2 

Strength: 2 
Agility: 2 
Speed: 2 

Durability: 3 

@ E) 
Telepartatian: 9 
Force Blast: 9 

Social Skills: 1 
- Mutant Culture 

Self-Contained Life Form 

Reconstitute Self 

Team Affiliation: X-Statix 

Cleansing Chamber that 
decontaminates her sentient 
energy 

Communicator 

Milo never wanted to be a mutant. She never wanted to 

"'OJTle a being of pure energy. And she never wanted to live 

.h w hat this power would cost her. When she was 11, 

r family was killed in an explosion caused when she first 

"bformed into pure energy. Luckily, Professor X found her 

_ built a containment suit that allowed her some level of 

-nan.ity. Eventually, s he was asked to join X-Statix as the 

.;ace ment for the deceased U -Go Girl. Even joining X-Statix 

~ b rought its own problems. Fans accuse her of being an 

"lOrtunist t rying to cash in on U -Go Girl's death, and contract 

... bles with the made-for-TV 0-Force alrnost prevented her 

:m being allowed to join the team. But Spike Freeman, 

;:.;mcier of the X-Statix, bought out her contract for millions of 

..ars, allowing Venus to leave 0 -Force and joi.n the team. 

"'US Dee Milo continues to work with Professor X, learning 

to control her powers and use them to travel into the 

:ernate dimensions with w h ich her power seems to be 

-nehow connected. 

She is a mutant whose body was converted into pure energy 

.di i ts first manifestation. She is forced to wear a containment 

• developed by Professor X to keep her form from 

.corpora.ting. Venus is able to utilize her e n ergy to teleport 

-c;,elf and others over great di.stances, traveling through 

erent dimensions as she does so. She can project blasts of 

-.:ussive force and heal th e moderate injuries suffered by 

'ierS. For the most part, h owever, the extent of her super 

-ers is unknown. 
Dee Milo suffers from. tremendous guilt over causing the 

ths o f her family. She has tried to kill herself four times, 

.., in therapy for eight years and is often sedated to stave off 

!lightmares she has about her parents' deaths. But X-Statix is 

,;,erfect team for super heroes with problems, and may turn 

~ be exactly what Dee needs in order to learn h ow to live 

., herself. 

Height: 7'2" 
Weight: 350 lbs. 
Eye Color: Brown 
Hair Color: Black 
Species: Mutant 

ABILITIES 
Intelligence: 2 

Strength: S 
Agility: 4 
Speed: 7 

Durability: 4 

@ e 
Close Combat: 5 
[Strength Bonus or 
Weapon Modifier] 
- Apache Weaponry 
- Trained by Cable 
- X-Man Multi-Style 

Ranged Combat: 4 
[Weapon Modifier) 
-Bows 
- Thrown Weapons 

MODIFIERS 
Mutant, Human appearance, 
Thunderbird tattoo on back 

Animal Senses: (4) 
Reflexive Dodge: (+2) 

EQUIPMENT 
Body Armor: Defense ( + 1 J 

DESCRIPTION 

Hunting/Tracking: 
- Wilderness Survival 
- Traditional Apache Skills 

Flight: 5 

Vehicles: 4 
- Motorcycles 
- Ground Vehicles 
- Jet Aircraft 
- Special flying devices 

Social Skills: 2 
- Apache Language/Culture 
- Mutant Culture 

Toughness: (+2) 

Team Affiliation: 
X--Corporation 

Wealth: (1) 

Communicator 

James Proudstar is an Apache and the brother of the first X-Man 

to ever die in battle, the original Thunderbird. Because he 

blamed P rofessor Xavier for h is brother's death, James joined 

Emma Frost's mutant team, the Hellions. There he gave vent 

to his hatred and rage, but it turned out not to be w h o he was. 

He learned over time that Xavier was n o t to blame for his 

brother's death and decided to devote his power to making the 

world a better place. He joined the mutant strike team, X-Force, 

and helped Cable wage war against Apocalypse and Stryfe . 

He left X-Force for a while to adventure on his own, 

but returned to the team after an encounter with Stryfe. 

He stayed vvith the team when Pete Wisdom became its leader, 

disappearing when X-Force was seeming ly killed in an 

explosion. Recently, Warpath resurfaced and joined the 

X-Corporation branch in Mumbai, India, devoting his life to 

saving the lives of persecuted mutants everywhere. 

Warpath possesses superhuman strength, speed, agility 

and durability. He possesses a great degree of resistance 

to physical injury and can go toe-to-toe with the strongest 

of opponents--even Juggernaut. He has recently learned how 

to fly. He is extrem ely skilled in hand-to-hand combat. 

The traditional wilderness skills of his people and the training 

he received fron""l Cable while he was a member of X-Force have 

also made Warpath a formidable hunter and tracker. 

Warpath's original anger and resentment has tw·ned to 

the resolve that he can best honor his brother's spirit by making 

certain that other mutants need not die the same way. 

As a result, James Proudstar is fast becoming one of the 

most idealistic of the X-Men . 



WOLFSBANE 
Rahne Sincla ir 

H uman/Transitional/Wolf 
Height: 5 '2 .. / S'/ 12' long 

Weight: 110 lbs./ 
410 lbs. / 1,050 lbs. 
Eye Color: Blue-Green 

H air Color: Red/Reddish-
Brown/Reddish-Brown 

Species: Mut:ant 

ABILITIES 
Intelligence: 2 / 2/2 

Strength: 2 /3/4 
Agility: 3 /3/2 
Speed: 2/3/4 

Durability: 3 /4/4 
,_ ____________ _, @ e @ e @ 
ACTIONS 
Close Combat: 3/4/5 
[Agility Bonus or Weapon 
Modifier, Strength Bonus 
in Wolf form) 

Hunting/Tracking: 0 /2/4 

MODIFIERS 
Mutant, can appear human. 
As a wolf she cannot speak; 
only limited use of paws as 
hands in transitional form . 

Psychic Link to Moonstar 
Transform Self, 2 forms, 
Intermediate form and Wolf form 

Reflexive Dodge: 
(+1)/ (+2)/ [+2 ) 

EQUIPMENT 
Communicator 

DESCRIPTION 

Ranged Combat: 3 /0/0 
[Weapon Modifier) 

Social Skills: 3/1 / 0 
- Scotland History/Culture 
- Religious Culture 
- Mutant Culture 

Animal Senses: [0J/(2 ) / (4 ) 

Claws: (0J/ (+1 attack)/ 
(+1 attack) 

Fangs: (0)/ (+1) / (+2 ) 

Enhanced Vision: 
(0)/(+2) / (+4 ), ultraviolet, 
infrared 

Team Affiliation: New Mutants 

Wealth: (2) 

Costume that 
becomes collar when she 
changes to wolf form 

Rahne Sinclair is a werewolf, but there's nothing supernatural 

about her. She is a mutant. She was abandoned at birth and 

raised by a Scottish fire-and-brimstone minister. When her 

mutant abilities manifested at 14, not only did he cast her out, 

he also led a lynch mob to hunt her down. She was rescued by 

Dr. Moira MacTaggart, the mutant gen eticist who had helped 

deliver her at birth, and sent to join Professor X's New Mutants. 

Rahne gained a new confidence in herself and lost her 

superstitious, religious bel ief that she must be evil because of 

·what she was. She later joined X-Factor. Wolfsbane then joined 

up with the X-Men for a time before striking out on her own. She 

was at Muir Island when the Brotherhood of Evil Nlutants 

attacked. With h er power neutralized by a weapon, Wolfsbane 

could only watch helplessly as the Brotherhood proceeded to 

murder Dr. MacTaggart, one of the only people who ever truly 
cared about her. 

In lupine form, her strength, speed, agility and senses are 

similar to those of a wolf. In her transitional form she has access 

to both her humanity and the c h aracteristics of a wolf. 

Due to subsequent genetic e n gineering, she can reach 8 feet in 

height and is consumed by a greater fury than before. 

Rahne's fears have gotten the better of her more often than 

she would like. She was raised in an environn1ent of fear and 

p rejudice, and it almost destroyed her. Her father scarred her so 

deeply that she has found it nearly impossible to form romantic 

relationships. But h er experiences w ith the X-Men and th e love 

she rece ived from D r. Moira MacTaggert have helped her learn 

to accept herself, arid not to base her own self-image on the 

judgments of others. 

Unrevealed 
Height: 6'2" 

Weight: 240 lbs. 
Eye Color: Inapplicable 
Hair Color: Inapplicable 

Species: Mutant 

ABILITIES 
Intelligence: 3 

Strength: 2 (7 * ) 
Agility: 2 
Speed: 2 

Durability: 3 

@ ~ 
ACTIONS 
Close Combat: 3 
[Strength Bonus or 
Weapon Modifier) 

Social Skills: 4 
- Chinese Languages/Culture 
- Tibetan Monastery Training 
- Zen-Buddhist Culture 
- Teaching 

MODIFIERS 
Mutant, has a microscopic 
star in h is brain. His power is 
potentially out of control [see 
Equipment). 

EQUIPMENT 
Iron Mask: Must be worn or 
all nearby subjected to intense 
radiation assault of (10) 

DESCRIPTION 

XORN 

Healing: 8 
(Intelligence Bonus) 

Mastery of Gravity: 7 
- Intelligence Bonus 
- * Increase Strength to 7 
- Immune to the effects of gravo-
- Force B last, 3x Damage 
- Manipulation of gravitational 

wavelengths 

Enhanced Hearing: 5 

Team Affiliation: X-Men 

Wealth: (Unrevealed) 

Body Armor: Defense (+1) 
Communicator 

Xorn has no head. It was incinerated by a microscopic sta: 

that exploded in his brain two days after reaching pubem 

Interestingly, instead of killing Xorn, it gave him tremendo~ 

power. Fearing the destruction he could cause, Chines.. 

authorities built a prison around him and force d him to wea: 

an iron mask to contain his powers. H e stayed in this prisor 

for decades until C yclops came to rescue him. C y clops talkec 

Xorn out of his plan to commit su icide by creating a black ho 

that would destroy the world. Xorn helped the X-Men d efea: 

Cassandra Nova, Xavier's evil twin. He helped eradicate th. 
nano-Sentinel infection that was threa tening the team 

And he even d id w hat medicaJ science could not: He heaJec 

Professor Xavier's legs, allowing him to walk again. Now Xorr 

is a member of the staff at the Xavier Institute . He has taker 

a particular interest in the group of students known as th. 
"special class," that is, those mutants with serious debilitation. 

or physical deformities that make them outcasts even wit:hir 

a society of o u tcasts. 

The iron mask Xorn wears is a safeguard to those aroun ... 

him-they could be incinerated by the star that still remain, 

in his mind. Xorn's mutant power aJlows him to manipulatt 

gravitational fields, and he can even cause his star to collaJ'S' 

by making a black hole. He has amazing healing abilitie,. 

the limits of which have not been fully measured, but whid 

already seem highly advanced. 

Xon1 is a devout Zen Buddhist who is constantly search.in; 

for ways to spread beauty and peace. As a teacher at the Xavie 

Institute, he can concentrate on helping himself- and the worl... 

at large-find peace and beauty, both among themselves allL. 

among those whom they hate and fear. 



GROUP PROFILES 
t all characters nee d their m ,vn character profiles. 

~ this reason, w e've prepared the following group profiles. 

,ey won't tell you everything there is to know about these 

ups, but they'lJ tell you enough to use these groups in your 

.. h-entures when you need them. Many of these characters are 

d uded in "Creating Your Own Teams of NPCs" on P. 55-70, 

are so noted. 

THE NEW CLASS AT THE XAVIER 
NSTITUTE FOR HIGHER LEARNING 

':it? Xavier School for Gifted Youngsters has done more to train 

ung mutants how to use their powers than anywhere else on 

E..a.rth. Behind its protective walls, i l has prepared them to fight 

" their own freedom and to exist as mutants in a world that 

.ires and fears them. 

But now the School has become the Institute. And the 

elation that its students are all mutants means that the 

-otective walls are no longer quite so secure. The current class 

different from any other class in the history of Xavier's. 

- ,ese students do not fight. Where o n ce the s tudents of 

..1,;er's school went on field missions, this current class goes 

- field trips. 

Professor Xavier no longer teaches students directly. 

w many of the teachers are themselves former students: 

Sea.st, Cyclops, Jean Grey, Wolverine and Chamber. They have 

~ joined by Northstar (Alpha Flight), Xom and the former 

adm.istress of the Massachusetts Academy and leader of 

cneration X, Emma Frost. 

There are more students than ever before, perhaps as 

-esult of "going public." Current students include the new 

-,gel (flight, deafening ultrasonic wing v ibrations, 

d projectile vomit), Basilisk (a strobe pulser), Beak (flight), 

.mt.my (gaseous form), Ernst (superhuman strength), Glob 

ll!TITlan (transparent, flammable paraffin body), Kid Omega 

"llega-level super intellect, telepath), No-Girl ( unknown, 

-;;sibly invisible), Radian (blinding ultraviolet flashes), 

cdneck (intense heat-generating hands), Slick (illusory 

.i-image, enhanced charisma), Squid Boy (ability to breathe 

-d talk underwater), the Stepford Cuckoos (a group telepath 

iade up of 5 girls), Tattoo (physical intangibility, chameleon 

.m) and the mutant bra.in known as Martha Johansson 

,,pression of other mutant powers, telepathy). 

ACOLYTES 
(Also see team and individual entries on P. 55-70.) 

the run from U.S. soldiers, Fabian Cortez Jed th.e Acolytes 

.-\s teroid M, where Magneto granted them refuge. 

became convinced that Magneto would be the savior of 

:antkind and swore their loyalty to him over than Cortez. 

• inspired the retired Magneto to strike back a t humanity 

:r again, calling humans "flat-scans" because of their 

tic inferiority. They were religious fanatics w h o saw 

£";neto less as a man or mutant, and more like a god. 

en the X-Men's Co\.ossus became a member of. Magneto's 
">lytes after the death of his sister, Tllyana, and brother, 

..hail. But the fanaticism of the group was too much for 

,ssus to accept, and he left to join the X-Men again. 

C nfortunately, the Acolytes had certain expectations of 

how Magneto should behave, and they were militant in their 

devotion. They had no room for him to s how mercy or love. 

In many ways, actually meeting and serving the object of their 

devotion was a terrible disappointment. It wasn't long before 

seeds of betrayal were growing within those who claimed 

to be Magneto's servants. After Magneto's disappearance, 

Exodus, Magneto's herald, took over the leadership of the 

team. This led to an almost fatal confrontation between Exodus 

and Fabian Cortez and the destruction of Asteroid M. 

Magneto rebuilt his asteroid base as Avalon, which became 

the headquarters of the Acolytes until Exodus fought 

Holocaust, a mutant enemy from an alternate reality who 

opposed both Magneto and the X-Mcn alike. Avalon was 

destroyed in the ensuing battle. 

When Magneto was given control over the island-state 

of Genosha, the Acolytes followed and, in their own 

dysfunctional way, continued to try to serve their master. 

That is, some of them. Others left to join the Zealot, a Genoshan 

who led the Carrion Cove rebellion and was responsible for 

the civil war that had been tearing Genosha apart. 

MORLOCKS AND GENE NATION 
(Also see team and individual entries on P. 55-70.) 

The Morlocks are mutants too grotesque, too freakish to be able 

to hide their genetic nature from the surface world. 

The Morlock community was founded by the mutant Callisto. 

She named them. the Morlocks after the subterranean 

antagonists from H.G. Wells' The Time Machine. But where 

Wells' creations fed upon the world above, these Morlocks are 

the outcasts of that world. 

Together with a being sensitive to the presence and pain 

of other mutants called Caliban, Ca llisto forged a community 

of these outcasts. Many of them were not merely mutants, but 

the rejected genetic experim ents of the Dark Beast, an alternate 

version of Hank McCoy from a reality where Apocalypse 

ruled. They took up residence below the streets of New York 

City in the "Alley," an enonnous, long-abandoned tunnel. 

Running the length of Manhattan, the Alley was originally a 

nuclear fallout shelter for the Tri-State area. 

One day, years later, Callisto took notice of the X-Man, 

Angel. She was s o moved by his beauty that she kidnapped 

him, swearing that the only way for him to free himself would 

be to pledge his affections to Callisto. The X-Men tracked him 

to the Alley, where Storm battled Callisto for Angel's freedom. 

Storm won. and became the leader of the Morlocks. 

The Morlocks were not only rejected b y humanity, but a lso 

by their fellow mutants. Apocalypse saw them as unfit for 

the age to come. Mr. Sinister, Apocalypse's agent, hired 

Gan1bit to recruit a team of Marauders. To Gantbit's horror, 

the Marauders then proceeded to massacre the Morlocks. 

W hile many escaped the attack, many more were killed. 

Angel was injured, and his wings had to be amputated as a 

result. Magne to later put Gambit and the t>,1arauders on trial 

tor the'.1: criro.es against mutantklnd. 
Mikhail Rasputin, the olde r brother of Colossus and Magik, 

saved som e of the Morlocks by transporting them to another 

dimension he referred to as "the Hill." In this other dimension, 

Mikhail raised and trained them to avenge all their falle n 



brethren. When he saved them, they were children. 

He waited in this other dimension until they grew and their 

abilities manifested themselves, and then he forced them to 

fight each other. This, he believed would turn them into 

warriors ready to avenge the deaths of the mutant 1nassao-e. 

He turned them into the Gene Nation, a new terrorist group 

dedicated to avenging the blood of slain mutants. This group 

was led by Marrow before she joined the X-Men. 

Currently, the Morlocks are a fragn1ented society. While 

Callisto is still the closest thing to a queen they have, they are 

more a loose collection of clans than a unified nation. Also, 

they' re not confined to New York. Separate groups of outcasts 

live below the streets of most major American cities. Hiding 

from mutant-hunting Sentinels and the world above, they 

struggle to survive in a world that has utterly rejected them. 

SENTINELS, MASTERMOLD, 
NIMROD, BASTION, BOLIVAR 

& LARRY TRASK 
The irony is that Dr. Bolivar Trask created the Sentinels for 

his children. So fearful was Trask of a world filled with mutants 

that he created the robot sentinel program to hunt down, 

incarcerate and even potentially assassinate mutants. Little did 

he know that his children, Larry and Tanya, would grow up to 

become mutants themselves. When Trask realized that his 

creation was not only a threat to his children, but also to all 

of humanity, he s acrificed his life to stop the Sentinels. 

His attempt failed and the Sentinels were rebuilt by Trask's 

son, Larry, ,.,vho was not even aware of his o,,vn genetic 

mutations. As a result, the Sentinels killed him. The X-Men 

have fought the Sentinels many times, and have watched in 

horror as these creatures have mutated then1selves. And if it is 

true, as some believe, that all of humanity will one day evolve 

into homo superior, then everyone will ultimately become 

a target of these soulless techno-assassins. 

MASTER MOLD The Master Mold Sentinel was the 

first Sentinel, the prototype for all those to come. Trask thought 

he'd destroyed the Master Mold in the explosion that took 

his own life. But years later, Cyclops faced the remains of the 

prototype, , ,vhich was now attempting to rebuild itself. 

NIMROD This is the most sophistica ted form of Sentinel 

created. It comes from an alternate future where most of the 

X-lVlen have either been captured and imprisoned or killed. 

Nimrod followed Rachel Summers into the present for the 
purpose of hunting her down, only to discover a world more in 

need of its primary objective than the future it left. 

When N imrod found a remnant of the Master .l'V[old prototype, 

its own programming was overwhelmed by the prototype and 

the hvo Sentinels were rebuilt as one being, Bastion. 

BASTION One of the reasons humanity never embraced 

tl"le Sentinel program was that these robots appeared more fear­

some than the mutants they were supposed to hunt. But not 

any more. Unli.ke the Sentinels of the past, Bastion looks like a 

hwnan being. Bastion almost succeeded in ridding the world 

of mutants u s ing his Prime Sentinels: humans unknowing ly 

implanted with nano-technology that transformed them into 
Sentinels. Even Senator Robert Kelly and Henry Gyrich, 

not exactly fri ends of mutants, recognized the danger Bastion 

and his Operation: Zei·o Tolerance represented, and convince, 

the President and S.H.l.E.LD. to shut the program down. 

DEMONS 
(For Demon specifications, see MURPG Game Guide, P. 113. 

While the X-JVIen have faced many demons, their supernatura 

adventures have frequently involved the other-dimen siona. 

realm known as Limbo. The Lord of Limbo was a 13th-centui,­

sorcerer known as Belasco. who made a deal w i th the eldei, 

gods. Since Demons are untrustworthy, he kidnapped Illyan. 
Rasputin from the X-Men to become his disciple. Under lu 

tutelage, Illyana became a dark and terrible sorceress. While ir 

Belasco's care, lilyana met S'ym, Belasco's principal Demar: 
enforce1~ and N'astirh, a Demon who coveted her position ai. 

Belasco's disciple. 

Eventually, Illya.na overthrew Belasco and took the nam1 

Magik. But she didn't want to rule Limbo, so she left S'yrr 

to rule in her place and returned to Earth. S'yrn, now moI'I" 

powerful than ever, summoned t 'astirh and con1mandec. 

him to steal 13 children to be sacrificed to establish a portal tJ: 

Earth to conquer humanity. Magik foi led the plan, but w a 

transformed into the demonic Darkchylde. 

N'astirh had stolen Belasco's primary book of magic an.. 

become a formidable sorcerer himself. He defeated S'ym an.. 

tried to create another portal to Earth, this time by corruptin 

the clone of Jean Grey, Madelyne Pryor. Pryor's m,vn n"luta.r 

abilities and her darker nahire were released and she becam:. 

the Goblin Queen. But due to the combined might of the X-Mer 
and X-Factor, N'astirh was completely desh·oyed. 

BELASCO Demonic appearance, short red horns er 

forehead, long pointed tail, fangs and pointed ears. He • 

missing his right arm. (Height: 6'4", \iVeight: 250 lbs 

Hair: Brm-vn, Eyes: Black). ABILITIES: lnt: 6, Str: 2, Agi: :: 

Spd: 2, Dur: 6; ACTIONS: Mastery of Magic: 7 (Int. Bonu.-. 

Accw1"1ulate Energies, Increase Action Modifier), Sorcery: 

(Int. Bonus, Transforn"l people into animals or Demons, Ra is 

the dead), Summoning: 8, (Int. Bonus, Demons of Limbo 

Teleport: 8 (also travel to /from Limbo), Close Combat: 1 (In 

Bonus, Sv,,ords), Leadership: 5, Social Skills: 8, Genera 

Knowledge: 8 (Black Magic); MODIFIERS: Toughness: ( +6 
Magical Defense: (+8), Mental Defense: (+7), Energy Defense 

(+7), Immortality, Elder Gods Bonus : (+2) to all Magic i:' 

Limbo, Reconstitute Self (reappear in Limbo), Healing Facto­

Transform Others/ Objects by Touch (into demon forms under 

his control, lasts till Belasco is defeated), Wealth: l L 

EQUIPMENT: Belasco's Book of Spells, Belasco's sword (-N 

2x Damage, Armor Penetration, Damage done to Belasco w it 

this sword can't be cured. 

N'ASTIRH D emonic appearance, green skin, fang!i 

claws, pointed ears. ABILITIES: lnt: 4, Str: 6, Agi: 5, Spd: 5 

Dur: 5; ACTIONS: Close Combat: 4 (Str Bonus), Flight: 5, Blad 
Ops: 6 (Black Magic, Misinformation), Social Skills: 2, Telepor, 

8 (also travel to /from Limbo), Master of Magic: 3 (Int. Bonl.b 

Accumulate Energ)~ Increase Action Modifier), Sorce1·y: 

Summoning: 6, Social Skills: 6 (Lying, Tricks); MODIFIERS 
Toughness: (+4), .l'Vlental Defense: (+4), Imn10rtalir 

Reconstih1te Self (reappear in Lin"lbo), I-leahng Factor, Claw­
( +2), Fangs: (+1), Energy Defense: (+4), Magi.c Defense: (-.; 

Transform Self (Unlimited, can appear as any I0~stone physic. 



-,g or object), Transfom, Others / Objects by Touch (into 

-,on forrns m1der his control, lasts until N'astirh defeated), 

- Sensitivity: Iron / steel weapons (incl. bio-organ.ic steel) 

•x Darnage and touch causes pain; FACTORS: Control 

:or: Must obey the Ruler of Limbo, otherwise, 6 red stones 

Panel, Binding Factor: 27. 

~ Demonic appearance, reddish skin, fangs, claws and 

...-ted ears, massive physique. ABILITIES: Int: 2, Sh·: 10, Agi: 

,pd: 5, Dur: 4; ACTIONS: Close Combat: 4 (Str. Bonus), 

~t: S, Black Ops: 6, Teleport: 8 (also h·avel to / from Limbo), 

;.aJ Skills: 2, Master of Magic: 2, Summoning: 4 (From 

.asco's Limbo); MODIFIERS: Toughness: (+4), Mental 

ense: (+4), Immortality, Reconstin1te Self (reappear in 

--.bo), Healing Factor, Claws: (+2), Fangs: (+1), Energy 

'ense: (+4), Magic Defense: (+4), Transform Self (Unlimited, 

- appear as any IO-stone phys ical being or object), 

- Sensitivity: Iron / steel weapons (incl. bio-organic steel) do 

Damage and touch causes pain; FACTORS: Control Factor: 

-.t obey the Ruler of Limbo, otherwise, 4 red stones per 

I. Binding Factor: 33. 

ISCELLANEOUS HUMANS 
"T the years, the X-Men have come into contact with their 

-~ of homo snpiens, both friendly and antagonistic. 

-ne have met the team through official bus iness, like Valerie 

per, the government liaison to X-Factor, and Charlotte 

lt!:S, a NYC police officer. Some have worked with the X-Men, 

• nurse Annie Ghaz ikhanian and dance instructor and 

, ical therapist Stevie Hunter. But by far the most important 

-nans in the lives of the X-Men have been either their 

.mchest allies or th.eir worst enemies. Here are just a few: 

RAYDON CREED This anti-mutant demagogue 

1ded the "Friends Of Humanity" political party, 

o rganization which literally terrorized mutants. 

~·s hatred for mutants increased exponentially when 

;earned that his parents were the mutants, Sabretooth 

- ~ystique. 

ENRY GYRICH Federal Agent Henry Gyrich has, 

~ ps more than any other government figure, attempted 

control super-powered individuals. While attached to the 

engers, he attempted to control and determine the team's 

111: ons and membership. He worked behind the scenes "vith a 

_tant named Forge to create a weapon that had the ability to 

!ify n,utant powers. He was involved in two covert anti­

:ant government operations, Project Wideawake and 

~ation: Zero Tolerance. Unlike those humans that are 

-O\'ated by fear and distrust, Gyrich is motivated by power. 

s not to be trusted, even by his fellow humans. 

CAMERON HODGE Cameron Hodge was an old 
,olrnate and friend of Warren Worthington, the X-Man 

.,,, as Angel. Unknown to Warren, Hodge hated mutants. 

·as jealous of Warren's wealth, inherent beauty and power. 

odge helped Worthington establish the first X-Factor team, 

e nding to be on the mutants' side while in reality u sing 

~actor to s pread anti -mutant hysteria. Hodge was fired from 

-xtor and later headed to Genosha, where he began plotting 

d es truction of the X-Men. Along the way, he killed 

Worthington's fiancee, Candy Southern. As a result, Archangel 

beheaded him in a blind rage. But Hodge had struck a d eal 

with the demon N'astirh, and he survived. With his head now 

attached to a spider-like body, Hodge was now more machine 

than human, and an even greater threat to the safety of mutants 

and the X-Men alike. 

KA-ZAR Lord Plunder, the famous English explorer, 

discovered the Savage Land many years ago. The explorer 

rerurned later with his son, Kevin, only to be killed by the 

primitive Man-Apes. Kevin was rescued, and later raised, by a 

ferocious sabertooth tiger whom he named Zabu. 

Kevin adopted the name Ka-Zar (meaning "Son of the 

Tiger" ) and grew to become Lord of the Savage Land. 

When the X-Men found themselves trapped in the Savage 

Land, Ka-Zar helped them survive the dangers and defeat their 

enemies. Ka-Zar has fought alongside the X-Men against 

Magneto, the pterodactyl-like Sauron, Zaladane's mutates and 

other foes. Ka-Zar married American anthropologist Shanna 

O'Hara, who bore him a son, Matthew. 

SENATOR KELLY Perhaps no huma11 opposed 

Xavier's drean, more than Senator Robert Kelly. Kelly spear­

headed a "Mutant Registration Act" whose purpose v,,as to 

locate and monitor the actions of mutants in the United States. 

After his wife was killed by collateral dan,age from a fight 

involving the X-Men, his hatred rose to new heights. 

He supported the Sentinel program and Operation: Zero 

Tolerance (for a time). For all this, the X-Men saved his life on 

at least two separate occasions. After the mutant Pyro saved 

Ke lly from assassination by other members of the Brotherhood 

of Evil Mutants, Kelly abandoned his anti-mutant stance. 

DR. MOIRA MACTAGGERT Moira 

MacTaggert's work in the field of genetics won her the 

Nobel Prize. In graduate school, she met and fell in love with 

Charles Xavier. Unfortunately, she was already married to the 

abusive Joseph MacTaggert, who refused to give her a divorce. 

Their only son, Kevin, turned out to be one of 

the 1nost dangerous mutants ever born: Proteus, who had the 

ability to alter reality by willpower alone. After Proteus killed 

Joseph and beat the X-Men, Moira was forced to kill him for 

the good of of humanity. She established a Mutant Research 

Center on Muir Island, and becaine a leader in working with 

mutants. She took an orphaned Wolfsbane as her ward, 

becoming the only truly stable adult in the shapechanger's life. 

Over time, s he fell in love with Banshee. When the mutant­

killing Legacy virus appeared, Moira dedicated herself to 

finding its cu.re. 

REVEREND STRYKER U.S. Army Ranger 

William Stryker's life chan ged forever when a car accident 

caused his pregnant w ife to go into labor prematurely. 

The baby was an abomination, and Stryker killed it, 

and then his wife, before attempting to kill himself by blowing 

them all up in their car. Stryker survived, and evenn1ally 

discovered that his child was actually a mutant. At tha t 

mon1ent, Stryker turned to religion ai,d began the Stryker 

Crusade. Now Reverend Stryker, he is the leader of a religious 

cult devoted to the destruction of mutants, complete vvith their 

own paramilitary wing called the Purifiers. 



NEW ACTIONS 

The Marvel Game Gujde has all the 

information you need to make up any 

Actions or Modifiers you could want. 

Of course, why work any harder than you 

have to, right? So here is a second helping 

of new Actions and Modifie1r plus new 

Options for exjsting Actions anti Modifiers, 

that we've developed to go along wjth the 

new characters in trus X-Men Supplement. 

BIOCOMPUTING 
Cost Level= Action Number+ 3 Levels 

DESCRIPTION 
This power lets your brrun work like a 

computer, allowing you to record, store, 

analyze, recall all data learned and to 

interface directly wjth computers. You can 

combine stones wjth any other Action 

where brainpower might be applicable. 

Power does not combine with combat 

Actions except where computers are 

directly involved. 

COMMENTS 
One of the most generally useful Actions 

available. It is expensive, but a wise player 

can buy it at low level and bring it up by 

adding Lines. An added boost to almost 

any other non-combat Action your 

character can perform. 

Rules for Action Box: 

• Combine stones with other Actions 

EXAMPLE 
Sage wants to put as much energy into her 

Telepathy as possible. She only knows Telepathy 
to 6, but can add in all 10 of her stones by 

putting 6 stones into Telepathy combined 
with 4 stones in Biocomputing. 

BLASTING 
Cost Level = Action Number + 2 Levels 

DESCRIPTION 
Similar to "Unstoppable," but you're 

rocketing through the air (Action Number = 
Max. flight speed) as opposed to traveling 

along the ground. You and anyone you carry 

are immune to the effects. You burst through 

anything of lesser Hardness (see the D&R), 

doing 2x Damage. Blasting generates a Force 
Field which can't be used offensively but 

protects you and passengers at 2x Defense, 

just like a normal Force Field, and lasts for 

one Panel after you've stopped Blasting. 

Carry others at 1 extra red stone per person. 

Leaves a rocket-like trail of smoke and fire. 

COMMENTS 
If you want to get where you're going fast, 

not stop for anythmg along the way 

and pack a big punch when you get there, 

trus is the Action for you. Blasting doesn't 

come with the free Ability Bonus that 

Unstoppable does, but who cares when the 

sky's the limH? Useful in underground 

adventures (read Cannonball's bio to find 

out why). 

Rules for Action Box: 

• Action # = Max. flight speed 

• Can burst through walls, etc. 

• 2x Damage 
• Split stones for multiple targets 

• Free Force Field protects self/passengers 

EXAMPLE 
Cannonball grabs a teammate, puts 8 stones in 

Blasting and hurtles through the air. He strikes 

his target with 7 stones of effect, 2x Damage. 
He needs his 1 remaining stone to bring a 

teammate. Cannonball and the hero he is taking 

with him are protected by a Force Field of 7, 

which is doubled for free to (+14) Defense, 

as per a normal Force Field, while theiJ are in 
flight, and for one Panel after. 

COMPUTERS 
Cost Level = Action Number 

DESCRIPTION 
Expertise in computers, a specialized 

subset of Technology. Works much like 

Technology, except it applies only to 

computer-related problems and does not 

include other technological devices. 

You may add Specialties (normally not 

allowed under Technology) to denote 

specific expertise. 

To figure out the approximate 

Difficulty and Resistance of a computer 

problem, consult the Opening Locks row of 
the D&R chart. For cracking 5.H.l.E.L.D. 

level computers, look up S.H .I.E.L.D. 

level security: the Difficulty is 6, 

the Resistance is 3,000, so you can figure 
that's probably about what you're up 

against. For reprogramming the X-Men's 

computers, look up the X-Men Mansion 

security. To download the data from a 
Shl'ar Battle Cnriser's computers, look up 

Advanced Alien. In other words, find 

the appropriate eqcivalent level, and u se 

the numbers provided. (You may also lool 

at other rows, such as Technology, to helr 

give you a sense of Difficulty.) 

Specialties include 
(feel free to make up your own): 

Codmg • Video Garnes • Hardware • 

Troubleshooting • Computer Languages • 

Alien Configurations 

OPTIONS 
• +2 to Cost Level to interface directly with 

computers (cuts Resistance m half). 

COMMENTS 
This skill is cheaper than Technology, btr. 

doesn't cover as much. However, the m ere­

fact that computers are so common car 

make fujs a worthwhile skill to take m liei.. 

of Technology. Later on, you may wan t to. 

combine it with Technology or anothei: 

Action for wjder scope. Be sure to takt­

advantage of your Specialties. 

Rules for Action Box: 

• Intelligence Bonus 

• Expertise in computers 
• (Insert Specialties) 

EXAMPLE 
Cypher has located an alien supercomputer an,. 

wants to recover data from it. Unfortunate/_ 

the computer is badly damaged, adding 5 to th 
normal Difficulty level of 7, for a Difficulty 

12. But Cypher is up to the task. He ha: 
Computer Skills at 5 + 5 Intelligence Bonus + _ 

Situational Modifier for his Specialty i 

Troubleshooting. So he can overcome fh. 
Difficulty of the problem and can start t 

work on it. Looking at the D&R chart fe 
Opening Locks, Cypher figures the Resistana 
is probably about 7,000+. So, with Ii• 

Regeneration rate of 5 stones/Panel, he figu~ 
it should take him around 1,400 Panels er 

around 11 hours to get the data. 

FEAR 
Cost Level= Action Number+ 1 Level 

DESCRIPTION 
Create fear 

overcoming 

Actions to 

Intelligence, 

in another person lr 

his reason and causing h.. 
falter. Spend stones , -

and s ubtract damage fror 

enemy red stones currently in an Acti 

Box or from Energy Reserve. This 011-

-works against those who are capable 

emotion, so i t will prove qcite ineffecm 
against your standard Sentinel android 1.. 

non-sentient monster. Range = 2. 



OPTIONS 
.osorb Fear ( +3 to Cost Level): Place 

th the stones you spent and any stones 

111.1 removed from your victim into your 

-,ergy Reserve. Excess stones above 

ur normal capacity drain off at 1 

-ne/ Panel . ., 
COMMENTS 

'-Jy effective against "weak-minded" 

'llents. You decide where the 

---iage" comes from (that's good). But it 

t effective against cyborgs and other 

s:s that are (literally) incapable of Fear. 

d give D aredevil a Situational Modifier 

:ist this-he is the Man Without Fear, 

• all. Not unlike "Drain Energy," but not 

~ as wide-ranged. 

Rules fo r action box: 
nes vs. Intelligence 

lI\ge = 2. 
-ue enemy "Damage" directly from 
dion Box of your choice 

· .. it stones for multiple targets 

EXAMPLE 
· ,, sends a 6-stone wave of fear over 

1,unter, who is preparing to take a. shot 

=i:lo-<.Vcat. Sca.lphunter's Intelligence is 2, so 

us get through, and Caliban takes 4 stones 

Scalphunter's Ranged Combat Box, 

"lg his shot. Caliban also has the Absorb 

,ption, so Caliban puts the stones he took 

Scalphunter and the stones he just spent in 

ltack into his available EnergtJ Reserve. 

GENETIC 
ENGINEERING 

:Ost Level = Action Number + 6 Levels 

DESCRIPTION 
may permanently increase your 

,ect's Abilities, as well as increase o r 

her new Actions and/ or Modifiers, up 

,e Level of your Genetic Engineering 

--:n Number, but no high er (i.e., your 

rigence Bonus doesn't apply). 

only be done under specialized 

..-atory conditions. 

-o figure out how many stones you 

to spend to increase your subject's 

-bers, you first need to look at 

end result of the modification, 

'lumber. Then you would add in 

ior wh at the "extra" cost above 

·on N umber was. (Look at the 

cost of the Abilities/ Action / 

~- If it says Cost = Action Number + 

3 Levels, then you would have to add 3 

more stones. To raise Intelligence and 

Durability, which actually have cost 

multipliers as opposed to extra cost levels, 

ju st add 2 stones and 3 stones, respectively.) 

So, for example, to increase your 

subject's Toughness (Cost = Modrner 

Number +3) from 4 to 6, you would need to 

spend a total of 9 stones (6 for the base 

increase, and 3 for the extra cost). To raise 

their Intelligence from 3 to 4, you would 

need to spend a total of 6 stones ( 4 for the 

base increase, and 2 for the extra cost). 

If an Action/Modifier cost is in white 

stones (such as Self-Contained Life Form), 

treat each white stone as if it were an 

Action Number. So to make your subject a 

Self-Contained Life Form, you would 

spend 3 stones. 

The maximum number of stones you 

can S"\)end on any single experiment. is 
equal to your Genetic Engineering Action 

N umber plus .Intelligence Bonus. If y ou 

wish to spend more stones than that, y ou 

will have to do additional experiments. 

All this takes time. At normal speed, 

you m u s t spend 1 day for each stone of 

improvement to your subject. Special 

Equipment, such as the evolution chambers 

on Apocalypse's Celestial Ship, can make it 

quicker and "safer" at GM's discretion. 

You m ay also sp eed up the process by 

adding an extra red s tone of haste for 

each day you shorten the process­

see next paragraph. 

• There are serio us risks to Genet ic 

Engineering. Each time you genetically 

enhance a subject (but only once per 

"experiment," no matter how many 

days it would take), you must put into a 

hat a number of white stones equal to 

the subject's Durability and one red 

stone for each point you increased each 

of their Abilities, Actions or Modifiers, 

and any additional red stones for has te. 

(So if you increased a s ubject's Strength 

from 3 to 4, and they had a Durability 

of 4, you would put 1 red stone and 

4 w hite stones into the hat.) Then draw 

a s tone . If a red s tone comes up, 

something horrible occurs in addition 

to the desired effect. The GM is 

encouraged to be creative in this regard, 

depending on what the experiment was 

supposed to achieve. (In Marvel Comics, 

irony in s uch matters is highly regarded 

and is a much more desirable outcom.e 

than m ere death.) You can m.ake as 

many attempts as you like, but on each 

attempt, you mus t pick out of a hat for 

su ccess or failure. 

OPTIONS 
• -2 to Cost Level if you can only enhance 

each subject once. 

• +5 to Cost Level if no laboratory 

necessary. 

COMMENTS 
U you want to let out the mad scientist in you, 

this is a good one . Make friends. Influence 

people. Remember: "If at first you don't 

succeed, try, try again." And above all, keep 

in mind that the end justifies the means . .. 

Rules for action box: 
• Intelligence Bonus 
• Raise Abilities/Actions/Modifiers of others 
• Subject's Durability vs. amount of 

increase for risk 
• Split stones for multiple 

Abilities/Actions/Modifiers 

EXAMPLE 
Look at what GE can do: Mr. Sinister had 

normal human Abilities (ex cept for the 7 in 

Intelligence), but after undergoing an extended 

series of "treatments" courtesy of Apocalypse, 

he emerges from the evolution chambers w ith 

his Abilities as we see him in his profile- plus 

inhuman appearance and altered personality for 

the red stones he drew whi/.e under 

experimentation. Here's how that happened: 

Apocalypse decides to raise Sinister's 

Durability to 6. He has a total of 15 stones to 

spend per experiment (Genetic Engineering at 9 

plus his Intelligence Bonus of 6) and can raise 

an Ability/Action/Modifier up to 9 minus its 

"cost level plus," if any. 

Sinister has a Durability of 3, and 

Apocalypse wants to raise it as high as he can. 

So he spends 9 stones of effort to raise Sinister's 

Durabilihj- Since Durability costs triple to buy 

(treated like an Action at "Cost Level +3"), 

Apocalypse must subtract 3 stones, leaving 6: 

So it costs 9 stones to raise Sinister's Durability 

to 6. Apocalypse still has 6 more stones he can 

spend, so he raises Sinister's Strength to 6, 

costing him his 6 remaining stones of effort. 

Sin ister~ in his original form, has a 

Durabilihj of 2 and a Strength of 2. He is 

getting a total of 8 points added to his Abilities 

when thetJ go up to 6. So the GM puts 8 red 

stones in the bag and 2 white stones (Sinister 's 

Durability at the time). Apocalypse draws a 

red stone, and the GM decides that Sinister 

gets the increase but takes on an inhuman 

appearance. 

After additional expeninentations, Sinister 

eventually winds up with increased Agility and 

Speed, as well as Telepathy, Healing Factor 

and other powers - at the cost of his mental 

s tability for another red s tone being drawn 

during the process. 



MANIPULATE 
MUTAGENIC FIELDS 

Cost Level = Action Number + 7 Levels 

I 
DESCRIPTION 

Similar to Adding New Super Powers on 

P. 72 of the Game Guide, except you' re 

d oing it to someone whether they like it 

or not. You can add white "character­

building" stones up to your Action 

Number to catalyze (add/improve) the 

Actions/ Abilities/ Modifiers of another 

mutant or potential mutant. You decide 

how many stones to use, but your" 

"victim" decides what he want changed, 

and the GM assigns an appropriate 

Challenge(s) commensurate to the number 

of stones gained (i.e., if you add just 

1 stone, the Challenge will be mild, but if 

you add, say, 5 stones, the Challenge 

would be relatively severe). Limits: Can be 

done only "once per customer." You can't 

use this power again for a period equal to 

one day per stone spent. (So if you spend 

6 stones, you can't do it again for 6 days.) 

Th e subject is healed of all normal damage 

·in the process. The GM may decide a 

character has been mutated to the maximum 

or has no mutant potential and is immune to 

this Action. 

COMMENTS 
This power can very valuable, but it is 

potentially dangerous. Normally, such 

opportunities to change a hero's powers 

rarely comes u p in play. Have fun 

spending stones, but beware the 

Challenges. If you try and overdo it, 

the GM might make it all backfire. 

Because the victim gets to decide the 

mutation and the GM the Challenges, 

this is a prime example of players and GM 

working together to write the story. 

Rules for action box: 
• Can improve Mutants, potential mutant s 
• Proceed as per P. 72 of the Main Guide 
• Stones of effort = Character Creation 

Stones 
• Victim chooses effect , GM adds 

Challenges 
• Must wait one day per stone spent 

before repeating 

EXAMPLE 
Sage wants to catalyze any potential mutation 
in Slipstream. She has an A ction number of 6, 

which is boosted by +2 for her Psycho­
Centric Pow er Template. In addition to this, 
she can combine stones w ith Biocomputing. 

This enables her to g ive Slipstream up to 12 

white stones. Slipstream gains 12 white stones 

and chooses to add Teleportation. He has many 

stones saved, so he throws in 8 of them and buys 

Teleportation at Level 7 with the option that he 

does not have to travel himself in order to send 

others. The total Cost Level is 11, or 20 white 

stones (with 12 of the stones coming from Sage 

and 8 coming from his own saved stones. Next, 
the GM considers Challenges. 12 added stones is 

a lot. On the other hand, Slipstream received 

some rather harsh Challenges recently ­

murdered crime lord father, marked for death by 

the Chinese Triad-but he never received the 

stones for it because he didn't need them at 

the time. So the GM credits him with 3 and 
4--stone Challenges, respectively. In addition (to 

make up the remaining 5 stones), he threatened 
to turn Slipstream into Shi'ar Jann like his sister, 

Lifeguard. At which point, Slipstream, to avoid 

the implications of this additional Challenge, 

runs away. 

METAMORPHOSIS 
Cost Level = Action Number+ 6 Levels 

DESCRIPTION 
Temporarily change one or more physica] 

Ability, Action or Modifier by 1 stone for 

each stone played. (Exception: It takes 3 

stones to increase your Durability by 1.) 

You may alter your form and weight, 

as per the D &R, spending 1 stone per shift 

up (or down). You can also change your 

physical appearance to match the changes, 

at the GM's discretion. Regardless of 

change (form, weight, etc.), your other s ta ts 

stay the same. 

It takes a Panel to change forms. You 

are healed of all conv entional damage 

whe~ u change forms. You can reduce 
your weight to O and become an insect (but 

without the benefits that come with the 

Shrink Action). Duration is either 1 red 

stone/ Panel or 1 hour (you m u st d1.oose 

which when purchasing the power). 

OPTIONS 
• Choose one of these durations: 1 hour 

total or 1 red stone/ Panel. 

• -2 to Cost Level if only one alternative 

form possible (specify). 

COMMENTS 
A v ery expensive but highly flexible power 

that can be adjuste d to adapt to almost 

any emergency. The only problen1. is the 
slight delay, but clever planning can take 

that into account. A nother example of an 

Action to buy at a low Action Number an 

build up by lines. 

Rules for action box: 
• Spend stones to improve physical 

Abilities/Actions/Modifiers 
• 1 Panel to Morph 
• Duration = 1 hour or 1 red stone/panel 

(choose one) 

EXAMPLE 
Husk wants to become an elephant. So s, 

"Husks" for one Panel and emerges with h, 

Strength improved from 2 to 6, adds 

Toughness of 2 and shifts from column 2 

column 4 on the Weight row of the D & 

(c. 2 tons). Instant Elephant. Let's say st 
wants increased Toughness instead. She simp 

puts all 8 points into Metam orphosis a 

emerges a Panel later with Toughness of ( +.: 

and a metallic appearance. 

PHEROMONES 
Cost Level= Action Number+ 5 Levels 

DESCRIPTION 
Release pheromones a s an attack agai:r 

Durability, distracting the victim (as 

stunned) if any damage is caused. It is 

Area Attack that affects everyone with­

Close Combat Range, but can combi:­

stones of effect with Tendril \Nhip (et 

to increase its "reach." Stones of "damag. 

determine duration of effect; see Durao. 

row on D&R chart. Does not a& 

non-corporeal beings or those w itho 

human or animal-type senses. You m 

also cause your choice of emotior 

reactions in y our victims, like r a. 

fear or sorrow. You may choose to ha­
deadly pheromones where excess stor 

cause damage instead of stun (spea 

when purchasing). 

COMMENTS 
A limited but effective way of getting p:. 
conventional and mental defense. It d 
not cause damage, but it can take an ener 

right out of a fight. The indiscri.TTl.U' 

nature of this power makes it extren-­

useful for a "lone wolf" adventurer, but 

make it a problem in a group situa!:t 

We recommend that you couple this po, 
with a high Agility, so y ou can act earl· 

the panel. 
Rules for action box: 

• Area Attack vs. Durability to distract 
(or damage ) 

• Duration = Stones of "damage" 
•Range= 1 



EXAMPLE 

ry X is surrounded by a menacing gang as 
passes an alleyway. She hits them all 

.1ltaneously with 6 stones of Pheromones. 

.a! the gang members are human and have 

rabilities of 2, they are totally distracted for a 

hours, and she escapes. 

PHOENIX FORCE~ 
FULL 
Cost: N/A 

DESCRIPTION 
..e the full Power Cosmic in nature . 

a can do jus t about anything. This power 

Tt' t be purchased and can only be 

:JU.ired at GM discretion. The GM also 

termines the capabilities and effects of 

Phoenix Force (and Power Cosmic, 

, but they are relatively unlimited: 

,troy solar systems, alter reality, 

mtited Teleport, Time Travel, etc. 

- power is inherently out of control 

,d can't be improved by Lines. 

"en manifesting the Phoenix Force, 

~ are, in effect, roleplaying a creature 

cosmic power who is not "taking over" 

.ur hero, but simply using his body for 

own ends. You must speak and think 
a chaotic force with the power to 

'"lSUffie a solar system, a passion to create 

d destroy, many deadly appetites and 

real concern for lesser life forms. And if 
...i don't, the GM should (with regrets) 

41 in and do it for you. 

COMMENTS 
--;e Phoenix Force and other s imilar 

,-proportionate powers are always an 

-,bodiment of the fact that absolute 

w er, when available, is highly risky and 

'mires great responsibility. Handle with 

re. That applies to both the players and 

GM. This is the power that once 

-=.sessed Jean Grey. Maybe your hero vvi.11 

g ood, and maybe ill. But regardless, the 

f "',j]] always make y ou live with the 

..-.sequences. The Phoenix Force (either 

un) is not particularly practical for a 

:yer, owing to its Cost Level. But it is a 

rlectly acceptable tool for the GM to use 

:linst the players! Feel free to threaten the 

.. yers' very existences . After all, that's 

-.at it's there for. 

Rules for action box: 

.Umost absolute power to create and 

-1estroy 

Physical Invulnerability 

Can't be improved by lines 

EXAMPLE 
Jean Grey did not start out with the Phoenix 

Force, but was possessed by it "during play. '' 

The first thing that happened was that she 

uncontrollably destroyed an entire civilization 

of billions by consuming its sun. She did this 

merely by informing the GM. (The GM then 

applied various consequences . . . ) 

PHOENIX FORCE 
Cost Level = Action Number + 13 Levels 

DESCRIPTION 
The partial Phoenix Force (simply referred 

to as Phoenix Force) is more like a Mastery 

of Fire on steroids. Unlike Masteries, 

it offers twice your Action Number in 

free red stones each Panel when used, 

which makes it hugely powerful. 

You become an enormou s, burning 

phoenix, immune to fire, plasma, heat, and 

able to manipulate matter and en ergy. 

You also get an Energy Blast, 2x Damage, 

Armor Penetration. While in Phoenix form, 

you're a Self-Contained Life Form and can 

exist almost anywhere. At GM discretion, 

you are also allowed limited Teleport and 

Time Travel (to Action Number). To use, 

describe your what you're doing and put 

stones into the Phoenix Force Action Box. 

You may split stones for multiple effects. 

You also get Flight for free (it gets its own 

Action Box) at the same Action Number as 

you bought Phoenix Force (although you 

may improve it with lines). Just like with 

Masteries, you can use the Phoenix Force to 

do pretty much anything you can dream 

up. Be creative. 

COMMENTS 
If the GM does decide to give the Phoenix 

Force to a player, it should always be a 

double-edged s word. Jean Grey could not 
always control whether she n-tanifested the 

Phoenix Force, which allowed the GM to 

make trouble--bad trouble-for her. When 

the Phoenix Force caused the death of 

billions, she w ent to great lengths to rid 

herself of it, but w as always blamed b y the 

Shi'ar for the consequences. 

Rules for action box: 

• 2x Action Number free red stones/Panel 

• Become an enormous phoenix 

• Force Blast, 2x Damage, AP 

• Immune to energy 

• Manipulate t ime, matter, energy 

• Self-Contained Life Form 

• Limited Teleport, Time Travel at 

GM discretion 

EXAMPLE 
Rachel Summers has the partial Phoenix Force 

at 7. She wants to fly into space and destroy an 

incoming nuclear missile. She puts 9 of her free 

stones into flight, and 5 into her Phoenix Force 

Action Box. She adds 3 more stones of her own 

energtJ into the Phoenix Force, allowing her to 

hit the missile with an 8 stone, 2x Damage, 

Armor Penetrating force blast, demolishing the 

missile and setting off it's nuclear warhead. 

Of course, since she's immune to energtJ, the 

blast doesn't bother her at all. 

POWER BOOST 
Cost Level = Action Number + 4 Levels 

DESCRIPTION 
You may amplify anoth er character's 

power by touch by spending stones up to 

your Action Number. These stones are 

assigned after everyone else has assigned 

stones (,,v:ith the exception of any form of 

prescience). This power can be used to help 

another character, by giving him more 

stones to use up to his limit, or hurt him, 

by increasing their power above his limits 

(Action Number p lus any Bonuses, etc.) 

so the powers flare out of control, 

or even by burning his power out 

(forcing his power past double their limit). 

When powers flare out of control, GM 

determines effect. "Burn Out" is the same 

as Overstrain; see Overstrain Advantage 

on P. 57. 

COMMENTS 
This can be used to both help your 

friends and harm your foes. I t has a lot 

of potential for roleplaying situations and 

can produce some quite amusing (not to 

say grizzly) effects. 

Rules for Action Box: 

• Amplify another's powers by touch 

• " Flare out of control" over normal limit 

• "Burn out" if over 2x normal limit 

• Split stones for multiple targets 

EXAMPLE 
Fabian Cortez and the A colytes are fighting the 
X-Men. Cortez puts four stones into Banshee's 
8 stone Sonic Blast, causing his beam to arnplify 
to 12 stones (which exceeds Banshee's Action 
Number), and Banshee's carefully focussed 

Sonic Blast flares out of control, becoming an 
area attack with plenhJ of collateral damage . 
If Cortez could have added 8 stones, he would 
have burned out Banshee's power. Not that he'd 
ever dream of doing something so cruel... 



NEW MASTERIES 

MASTERY OF DEATH 
(NECROMANCY] 

"Manipulation" includes being able to 

animate limbs (e.g., make a dead hand 

"crawl" away) and the ability to tell how 

old a corpse is. Sometimes the dead will 

talk to you without being solicited. (And 

just try getting them to shut up!) 

OPTIONS 
• Communicate ( + 1 to Cost Level): speak 

with spirits and the dead, if they wish 

to talk, that is. 

• "Read" Corpses ( + 1 to Cost Level): 

Communicate with the cells, bacteria, 

and disintegrating tissues of a corpse, 

and thus be able to tell what happened 

to the deceased up to and including the 

point of death. 

• Call Un.dead (+2 to Cost Level): You can 

direct Zombies or Skeletons to do 

your will. ControJ is based on the 

number of "health stones" of your 

subject. You can command 1 stone of 

"hea]th" per Mastery Action Number, so 

if you have a 5-stone Mastery, you can 

command up to 5 stones of Zombies. 

To command more powerful Un.dead, 

use the same basic procedure as for 

Summoning (i.e., elder spirit, vampire, 

mummy, long-dead wizard, etc., can all 

have Control and Binding factors just 

like Demons). Weaker animated undead 

will normally serve unswervingly until 

dismissed. Stronger beings will be 

intelligent and self-interested, however. 

• Resurrect the Dead [Only Available at 

GM Discretion]: Action Number/ 

Duration Row of the D&R determines 

how far back the death can have 

occurred and still be able to be 

recoverable. (We recommend that the 

GM limits this option to NPCs.) 

Selected 
Masters of Elements 

Banshee: Mastery of Sonics 

Cost Level = Action Number+ 6 Levels 

• Inunune to own effects 

• Manipulate sound, amplify, create sonic 

barriers 

• Sonic Blast: Normal Damage, or Area 

Attack vs. Durability to stun 

• Overstrain 

• Collateral Damage can occur 

• Also bought Flight at a discount 

Pyro: Mastery of Fire 

Cost Level= Action Number + 1 Level 

• Max. Range = 3 

• Can't become or create fire 

• Immune only to fire he controls 

• Manipulation of fire into shapes/ 

forms that can safely transport self, 

others 

Avalanche: Mastery of Vibration 

Cost Level = Action Number + 2 Levels 

• Manipulate vibration to create 

earthquakes, building collapses, etc. 

May hit single targets. 

• Area Attack, 2x Damage. Blast affects 

only non-living substances, attacks on 

living beings backfire against him. 
• Also bought Flight at a discount 

Dead Girl: Mastery of Death 

Cost Level = Action Numbe r + 3 Levels 

• Manipulation of dead things 

• Communicate with the dead 

• Read Corpses 

Sunfire: Mastery of Plasma 

Cost Level = Action Number + 11 Levels 

May combine Close /Ranged Combat 

stones with Mastery (+3 to Cost Level) 

• Immune to plasma 

• Absorb 3 s tones per Panel from solar/ 

electromagnetic energy source 

• Force Blast, 2x Damage 

• Regenerate +1/Panel in sunlight 

• Absorb solar/plasma attacks 

• Free Force Field (+2 to Cost Level) 

• Overstrain, but effects last for hours 

instead of days 

• Also bought Flight at a discount 

Thunderbird: Mastery of Plasma 

Cost Level = Action Number + 7 Levels 

• Immune to plasma attacks 

• Free Force Field 

• Force Blast, 2x Damage 

• Accumulate Energy 

• Also bought Flight at a discount 

Sunspot: Mastery of Solar Energy 

Cost Level = Action Number + 7 Levels 

• (+l) Situational Modifier if in full 

Sunlight, (-1) if in Darkness 

• Immune to Energy Attacks 

• Absorb heat/light attacks 

• Regenerate +I/Panel in sunlight 

• Energy Blast from hands 

• *Special Option: Sunspot can also 

substitute his Mastery for his Strength. 

(This added + 1 to the Cost Level for a 

total of +2.) 

• Also bought Flight at a discount 

NEW ACTION OPTIONS 

The following are new Options that belo 

to existing Actions that appear in th­
Marvel Game Guide. 

ASTRAL PROJECTION 

NEW OPTIONS 
• +2 to Cost Level if psionic body travel 

with you. 

• + 1 to Cost Level if you can take other 

w ith you astrally. 

DRAIN ENERGY 

NEW OPTIONS 
• +1 to Cost Level if you can redira 

absorbed stones as a Force Blast. 

• -2 to Cost Level for a Death Factor; mU:­

drain at least 3 stones a day from othec 

or lose 1 white stone. 

ENERGY ABSORPTION/ 
REFLECTION 
NEW OPTIONS 

• (No Additional Cost) Sound/Ligr­

Transduction: Convert sonic energy int 

light or laser beams. Absorb ambien 

sounds as below: 

Sound Stones 
Per Panel 

L oud Music 
Subway, Explosions 
Rockets 
Banshee's Scream 

FLIGHT 

2 
4 
6 
9 

NEW OPTIONS 
• -1 to Cost Level if maximum speed D 

more than 5 (you may still use exu: 

stones to carry people). 

• -1 to Cost Level for limite 

maneuverability. 

• -1 to Cost Level if maximum speed is 

when carrying others. 

FORCE FIELD 

NEW OPTIONS 
• + 1 to Cost Level if effective again. 

mental attack. (Cont. on next page.) 



• -1 to Cost Level if effective against 

lagic. 

MASTERY OF 
ELEMENTS 

NEW OPTIONS 
• -2 to Cost Level for free Force Field 

;:it full Action Number while 

JSi.ng Mastery. 

• _ to Cost L evel to Absorb stones of 

ttack in same element as Mastery. 

• -1 to Cost Level to Regenerate one 

c~tra stone per Panel in Sunlight 

o r U n derwater, in Darkness, etc., 

.lS appropriate to your Mastery). 

• 2 to Cost Level if Mastery can combine 

~tones with Close or Ranged Combat. 

• +2 to Cost Level to open p ortals for 

others to return. 

• +6 to C ost Level for Tune Travel: Use 

Duration row of D&R, at GM discretion, 

not encouraged except for NPCs. 

NEW MODIFIERS 

BIONIC SELF-REPAIR 
Cost = l red stone per limb 

DESCRIPTION 
For people with b ionic limbs and other 

cybernetic enhancements. If your 

enhancement takes damage, the damage 

doesn't come out of your white stones of 

health. Normally, you'd have to take the 

COPY ABILITY/ 
ACTION/MODIFIER 

Cost: 30 white stones 

DESCRIPTION 
You may choose to get the highest Abilities, 

Action s and Modifiers (subject only to 

limitation of Action Boxes) of anyone 

within 10 feet of you, and retain them until 

you're 1 mile away (unless something 

better comes along). You must also take on 

any physical properties of the people you 

copy (grow wings if copying Archangel, 

get big and blob-like if copying Blob, etc.). 

However, you can't copy any equipment or 

safety devices needed to control or use the 

powers you have copied. 

COMMENTS 

I TELEPATHY 
limb someplace to be repaired or replaced. A classic "Great Leveler." You'll never be 

With this modifier, each limb you pay for is much on your own, but you will never be 

NEW OPTIONS 
repaired for free. It takes one Panel per red 

stone of damage to self-repair, but costs you 

-1 to Cost Level for Empathy. Read no stones to do so. So, if your bionic limb 

emoti ons, perceive images within 

,:ieople and animals. 

- 2 to Cost L evel to generate pain by 

>ouch. 

,. - 2 to Cost Level for "Psychometry": Can 

-ead the "psychic imprint" that people 

~ave on objects they h ave handled. For 

-1 Cost Level more, can also read these 

;houghts of people before they handled 

;he object (be careful, GMs!). 

-1 to Cost Level to read recent 

rnemories by tou ching subject. 

I to Cost Level to hear the voices of 

"}'irits and the dead. 

-2 to Cost Level to Swap Minds 

D uration at will). 

• -2 to Cost Level to possess others. 

· -1 to Cost Level for Mental Block; can 

prevent a being (post-hypnotically) 

'TOm u s ing powers until the block 

•s removed. 

• - 1 to Cost Level for A s tral Projection. 

• -2 to C ost Level to reflect Mental 

e\.ttacks back on the a ttacker (up to 

,.\_ction Number). 

• -1 to Cost Level if requires eye contact. 

• -1 to Cost Level if can't read minds. 

TELEPORTATION 

NEW OPTIONS 

took 1 white stone of damage, it would take 

3 Panels before the limb was fully repaired. 

BONE WEAPONS 
Cost = See Below 

DESCRIPTION 
The hero can grow razor-sharp bones 

(etc., specify) of any shape and size (or has 

them already). They emerge though the 

skin, and are thrown/ used as weapons. 

They add stones to both Close and Ranged 

Combat but, like Oaws, don't count as a 

Weapon Modifier for Close Combat. 

Maximum Modifier Number is 3 . 

OPTIONS 
• Costs 3 white s tones for (+1) bone 

weapons. 

• Costs 5 white stones for (+2) bone 

weapons. 

• Costs 7 white stones for (+3) bon e 

weapons. 

• +4 extra white stones for 2x Dan1age. 

COMMENTS 
Although this is usually a disfiguring 

power, this substitute for weapons can 

be very effective, especially for characters 

without high Durability. If nothing else, 

your character will be impossible 

-1 to Cost Level to see through portal to disarm. 

before entering it. Rules for Modifier Box: 
• -1 to Cost Level if you do not have to • Adds free stones to Close Combat 

rravel yourself to send others. • Weapon Modifier for Ranged Combat 

outdone by anyone you face. 

Rules for Modifier Box: 
• Use highest Abilities/Actions/Modifiers 

within 10' 
• Retain until a mile away from source 

CYBERMORPHICS 
Cost= 1 red stone each 

DESCRIPTION 
Looking for a cyborg body part that can 

telescope o r stretch up to 3 times its normal 

length? Have we got a deal for you! Ju st add 

1 extra red stone to the cost of your bionic 

limbs and other cybernetic enhancements 

when you're building them . That's right! 

Just 1 red stone for two telescoping arms, 
legs, eyeballs, a full head of telescoping hair, 

a telescoping tangle of tendrils or .. . (See P. 78 

of the main Game Guide for details on 

purchasing cybernetic enhancements.) 

DUPLICATE SELF 
Cost = 30 white stones 

DESCRIPTION 
Create autonon1ous duplicates of yourself 

upon impact. A handclap is enough. You 

can push a finger through a hole in a screen 

door and create a "du pe" on the other s ide. 

Each dupe tends to h ave one aspect of the 

creator's personality exaggerated, such as 

caution or aggressiveness. Each killed dupe 

reduces your w hite s tone s by one for 24 

hours, to a minimum of 1 white s tone. 

(In other words, losing dupes can m ess 

you up, but it w on't kill you.). You may 



reabso rb copies. There is no limit to the 

number of copies you may make, except 

maybe the number of extra CADs you' ll 

need to handle all your duplicates. 

COMMENTS 
Seemingly unlimited, this power is kept 

under control by the danger of many dupes 

dying at once, not to mention the fact that 

you don't want to wind up being blamed 

for the unwise behavior of one of your 

dupes. The GM will find many delightful 

ways to torture the player who abuses 

this power! 

Rules for Modifier Box: 

• Create unlimited number of duplicates 

• Reabsorb dupes by touch 
• Lose 1 whit e stone/day/dupe lost 

IMMUNITY TO 
REALITY DISTORTION 

Cost = 8 white stones 

DESCRIPTION 
At will, you are immune to the effects of 

lime-stopping, Gravity-Reversal, illusion, 

Hex Spheres, etc., whether caused by 

mutation, Magic, etc. 

OPTIONS 
• + 6 white stones if you can protect others. 

Affect all you touch (or all within Oose 

Combat range; choose one or the other). 

COMMENTS 
One of those Modifiers that is not always 

useful-but can save you in the right 

circumstances. 

Rule~ for Modifier Box: 

• Immune to Time-Stopping, Gravit y 

Reversal , Matter Manipulation, etc. 

INVULNERABILITY 
Cost = See Below 

DESCRIPTION 
Sometimes a substance (or hero) is s imply 

invulnerable to a certain type of attack. 

Tius is expensive, though, and as a result 

a hero will generally be left with an 

Achilles' heel. Do not allow a player to 

have too many Invulnerabilities (they are 

ruinously expensive, in any case). Players 

and NPCs should always have some sort of 

Achilles' heel. 
• Physical Invulnerability (Cost = 20 

white stones ): Can't be harmed b y 

physical blows, bullets, etc. Not 

protected from Energy, Magic, 

Telepathy, etc. Note that Toughness and 

Reflexive Dodge protect against most 

forms of energy and magical damage, 

but Physical Invulnerability doesn't. 

• Energy Invulnerability (Cost = 20 white 

stones): "Blast proof." Can't be harmed 

by any normal form of projected energy. 
Not protected from Magic, Telepathy, 

bullets, etc. 

• Magical Invulnerability (Cost = 20 white 

stones): Can't be harmed directly by 

purely magical energy or spells. Can't be 

harmed by any normal form of projected 

magical energy. Of cmuse, a Summoner 

could call up a Demon to rip you to 

shreds, but you could not be brought 

down by a stun blas t cast by that Demon. 

• Mental Invulnerability (Cost = 20 white 

stones): A Mental Defense that cannot 

be overcome except b y Universe­

wrenching plot twists (e.g., Magneto 

and Juggernaut both have helmets that 

give them Mental Invulnerability­

as long as they keep their helmets on). 

• Minor Invulnerabilities (Cost = 3 or 

more white stones each (highly 

variable): Thls covers a vas t array of 

minor variations of protections the 

player or the GM will make up. 

TI1.e GM can vary cost at his discretion 

to keep things under control. For bigger 

versions, such as Invulnerability to 

Demons, the GM should bump up the 

charge to around 10 whlte stones. 

Here a few examples: Invulnerability 

to Radiation, Invuh1.erability to being 

Sturu1.ed, Invulnerable to Good or 

Bad Luck 

COMMENTS 
Wl1ile the power is awesome, the expense 

is prohlbitive. So even if you buy one of 

the more expensive versions, you can't 

afford two. 
Rules for Modifier Box: 

• I nvulnerable to (name Invulnerability) 

PHOTOGRAPHIC MEMORY 
Cost = 2 red stones 

DESCRIPTION 
You can remember everything you see. 

Whatever you read, you can remember, 

down to the last detail. Not speed-reading, 

so whlle you can remember what you read, 

you still need enough time to read it. 

COMMENTS 
This is very cheap and can be very useful in 
a wide variety of circumstances, especially 

if used in combination with an appropriate 

skill such as Black Ops or Invisibility. 

Rules for Modifier Box: 

• Remember everything you see or read 

PRECOGNITIVE 
FLASHES 

Cost = 1 red stone 

DESCRIPTION 
Less than Prescience, more than deja vu. 
The GM can use this as a tool to warn a 

player of danger to those things or people 

he is committed to protect. For example, 

Captain Britain sees visions of England ir 

danger. Almost any player can have a 

Precognitive Flash, but some are so prone 

to it they h ave it listed as a Modifier. 

COMMENTS 
This sort of serves the role of a combination 

alarm clock and burglar alarm. On one 

hand, it can lead to inconven:ien. 

obligations and emergency situations­

"Drop whatever you're doing, England 

needs you!" On the other hand, if you w an! 

to keep an eye on certain concerns, ar 

occasional look ahead to ward off potentia. 

danger nev er hurts. In essence, you're 

spending a red stone now to tell the G~ 

what's important to y our character, and th.. 
GM should give you a heads-up every nm 

and then. 

Rules for Modifier Box: 

• Precognitive Flashes 

PSYCHO-CENTRIC 
POWER TEMPLATE 

(Cost = Modifier # + 5 Levels) 

DESCRIPTION 
Provides a boost to any computer or menta­

action. Thls power also allows direc 

interface with computer systems. 

COMMENTS 
This power can prove very useful for tho<, 
who like to mix Psion:ics and Computers. 

Rule for Modifier Box: 
• Modifier to Computer/Mental actions. 
• Interface with Computers. 

RECONSTITUTE SELF 
Cost = 8 white stones 

DESCRIPTION 
Up to one hour after being destroyL 

(GM discretion), you return to actio 



iact and whole. This works even if you're 

destroyed, but just horribly mangled, 

even just a little mangled. 

OPTIONS 
• -7 extra white stones to Reconstitute Self 

by next Panel 

COMMENTS 
-e reason most players don't go for this 

that it 's not cheap and the idea is 

keep from getting killed in the first place. 

ut for some (such as Mr. Sinister), it has 

TY much come in handy. If you are going 

"'kill" such a character, you would have 

put him in a continual-destruction 

v ironment or perhaps confine him. 

.nd even then, he may always escape or 

set loose. 

Rules for Modifier Box: 

• Return intact and whole after about 1 

bour (GM Discretion) 

• Return intact and whole by next Panel 

(option) 

SUPPRESS MUTANT 
POWERS 

Cost Level = Modifier Number+ 9 Levels 

DESCRIPTION 
""U completely suppress all mutant and 

..1tagenic powers of friend and foe alike 

.thin area of effect. Radius = Modifier 

.:mber on the Area row of the D&R. 

.e effect lasts until target is out of range 

•cou are knocked unconscious. It does 

a ffect Magic (except magical energy 

specificaUy mutant/ mutagenic origin). 

is active all the time and can't be 

ITT1ed off." 

OPTIONS 
• 3 to Cost Level ii friends not affected, 

c0u pick "friends." 

• -5 to Cost Level if effect is permanent 

.mtil cured). 

• l to Cost Level if able to restore powers 

ou suppressed. 

COMMENTS 
power can be the great leveler. 

tlll.leveler, depending on how you use it. 

..isto would som etimes require Leech to 

p resent to make sure nobody nearby 

d use mutant powers. Since the 

-rlock powers tended to be fairly weak 

they made up for it by their skills, 

could prove an advantage. The best 

to stop this power is to knock out the 

w ho is using it. 

Rules for Modifier Box: 

• Radius = Modifier # on Area/Leaping 

row on D&R 
• Suppress all mutant/mutagenic powers 

within radius 

SENSE MUTANTS 
Cost Level = Modifier Number+ 2 Levels 

DESCRIPTION 
Sense the approximate distai, ce and 

direction of all other mutants or those with 

mutagenic powers at a range equal to your 

Modifier Number. 

COMMENTS 
This is relatively expensive, and it might 

make more sense to try to pick up a p iece 

of equipment that will do what you need. 

But some will choose this power just for a 

sense of "situational awareness." 

Rules for Modifier Box: 

• Modifier Number= Range 

TRANSLATION 
Cost = See Below 

DESCRIPTION 
Conununication can be of paramount 

importance on a mission, especially in cases 

where Telepathy is considered an intrusion . 

Cypher exemplifies the value of this skill . 

• Normal Translation (Cost = 2 white 

stones): Can translate most known 

hun1an and alien languages into each 

other well enough to be u nderstood. 

(Note: Cost: 1 for Powered Armor) 

• Compu ter TraJ1Slation (Cost = 1 white 

stone): Can translate between all known 

com puter codes. 

• Universal Translation (Cost = 5 white 

stones): Translates v irtually anything 

into virtually anything else, regardless 

of form. 

COMMENTS 
We have gone way past the d ays o f, 

"Aren't we lucky the natives speak 

English." All too often, they don't. 

Therefore, it can be a good investment of a 

few loose stones to cover this potentially 

vital base (or find someone w h o can). 

For a mere two stones you can be a linguist. 

Some consider this a waste, but it only has 

to save your life once to be worth it. 

Rules for Modifier Box: 

• Translate (fill in specifics) 

NEW MODIFIER OPTIONS 

The following are new Options that belong 

to existing Modifiers that appear in the 

Marvel Game Guide. 

LUCK~ PERSONAL 
These can easily be adapted for Bad Luck 

as well 

NEW OPTIONS 
• Balance (-1 to Cost Level): Bad Luck is 

created somewh ere else (possibly on 

yourself). 

• Backfire (-1 to Cost Level): If your 

motives are anything other then 

"selfless," your luck turns against you. 

PRESCIENCE 

NEW OPTIONS 
• Costs 4 white stones for Limited 

Prescience: Can reallocate stones into 

one Action only. You must specify which 

Action at the time you buy this option. 

TRANSFORM SELF 
Note: To create extra-powerful NPCs, a GM 

can exceed the normal 40--stone " building 

limit'' for a character (as Apocalypse). 

NEW OPTIONS 
• +2 white stones extra per additional 

form a hero can take. Cost only +1 s tone 

if an intermediary form, as Wolfsbane. 

• + 10 w hite stones to becon1e as many 

different forms as you can make up, still 

limited by the rules of Transform Self. 

VISION~ ENHANCED 

NEW OPTIONS: 
See P. 71 of main Game Guide for cost 

details. 

• Blinding Light 

• Electrical Energy 

• Fog or Smoke 

• Invisible Gasses 

• Life Energy 

• Magnetic F ields 

• Pheromones 

• Psionic Waves 

• Radioactivity 

• Sonic Waves 

• Underwater 



SUPPLEMENTAL RULES 
AND CLARIFICATIONS 

Okay, we admit it. There are a couple of places in the original 

Marvel Game Guide that we could have been clearer. And on 

top of that, we have a whole bunch of new Advantages, 

Disadvantages, Challenges and Team Wealth Ratings. 

So, without further ado ... 

GENERAL NOTE ON 
VARIATIONS OF POWERS 

It is easy to vary powers that already exist. Force Blasts, 

for example, come in many varieties. Bishop Absorbs / Reflects 

Energy the standard way, but here's how Dazzler does 

basically the same trick somewhat differently: 

Example: Sound-Light Absorption/Reflection, such as Dazzler has, 

costs the same as the normal version of the power. Why? Because, 

on one hand, only sound may be absorbed. Ven; few attacks are 

sound-based (except a few such as Banshee's). But it's offset by the 

fact that sound is all around-and a player may carry devices capable 

of putting out around 8 stones of sound every Panel. Otherwise her 

power operates much as Bishop's. 

MAKING UP KNOWLEDGE­
BASED ACTIONS 

For Knowledge-based Actions you want to make up, 

such as Codebreaking, use the "Scientific Specialty" row of the 

D&R as a basis for effect. Use the "Opening Locks" row to 

determine Resistance. 

COMBINING TWO OR MORE 
ACTION BOXES INTO ONE 

ACTION BOX 
Logical comb.inations of Act.ions can result in already-existing 

Actions. 
Example: Beast had Genetic Research, BiologtJ and Chemistry, and 

when they were around Action Number 5 each, the GM (a t his 

discretion) allowed Beast to combine those three Actions into Medical 

Healing (which normally costs Action Number + 1 Level). Healing 

doesn't get specialties, so Beast refers to his specific Lines if he needs 

to indicate specific expertise. 

SPACE CONSIDERATIONS, 
SPECIALTIES & LINES 

Because o f space limitations in our character profiles (hey, we 

cram.med as much as we could on those pages), we didn't give 
all of the characters all ·of the specialties (or any of the Lines of 

Experience) that you can give your characters on your CPR and 

CAD. Of course, we didn't have to- the comic books do it for 

u s . Wolverine can pretty much drive any vehicle he finds. He's 

done it in the comic books-in essence earning Lines and 

adding Specialties without writing them down-so obviously 
anything he's done in the comics he can do in this game (and 

would have lines on his CPR-of course he'd need a couple of 

dozen CPRs). 

OPTIONS TAKEN AS ACTIONS 
If an Option looks like something you'd like to have, but you 

want it as a separate Action, and it's not already available, 

you can buy it separately at Cost Level= Action Number + the 

indicated number to Cost Level. Example: Longshot doesn't 

want to be a Telepath, but likes the Psychometry Option [ +2 to 

Cost Level). So he buys Psychometry separately at Cost Level= 

Action Number + 2 Levels. The GM can increase or decrease cost 

at her discretion, or disallow it if she feels it is inappropriate. 

VARIABLE ADVANTAGE COSTS 

Sometimes certain Advantages and Disadvantages have 

differing value based on context, and at those times, the GM 

should feel free to use discretion at modifying the cost. 

COST LEVELS 

If a power's cost is " -1 to Cost Level" (such as Oose Combat for 

Powered Armor), that does not mean you 0et it for free at an 

Action Number of 1. All powers cost at least 1 red s tone. (But 

you could get Computers at Action Number 2 for 1 red stone.) 

"STARTING STONES" IN 
DIFFERENT TYPES 

OF CAMPAIGNS 
• We normally recommend that a GM allow a player 40 s tones 

to build his hero. This allows a hero to buy a powerful Action 

or Modifier and still afford to cover many of the other bases. 

Only Godlike Powers are effectively out of read, (especially 

if they can't be improved by Lines). 

• However, if one wants to run a Morlock-only underground 

campaign, the GM might want to reduce that to 30 or even as 

low as 25. This means that a h e ro can't afford the big-ticket 

items (except by anomaly), and you start out small. But you 

can add enough lines to become as big a hero as any. 

• If, on the other hand, we are talking a fu11-£1edged Asgard­

only campaign, we're talking 80 to 100 stones to start out, 

which means a player can actually afford a piece of that 

Phoenix Force, Power Cosmic or god-like Powers. 

• You could even run a campaign purely on the Cosmic Level 

of irresistible forces vs. immovable objects, where the 

Beyonder is just another curious neophyte on the prowl and 

the Phoenix Force is just another planet-eater on the block 

(get in line) and a planet (galaxy, etc.) is an NPC! 

But in Marvel, even a lowly 25- stone hero can cope and 

prosper in a Cosmic-Level campaign, given smart play and 

a can-do attitude. That's not only an old comic book 

standard, but a m yth-and-folklore oldie, entrenched in the 

fantasy realm as well: Did n ot a lad named Jack get thrust 

into a situation beyond his control, keep a cool head, and 

emerge w ith great riches and the title of G iant Killer? 

As in comics, myths and lore, it's not just having a lot of stones. 

The secret is clever allocation, finesse, dealing with and doing 

the unexpected. 



TEAM Wealth Rating Modifier 

-Statix 4 

"""ie Four Horsemen 10+ at need 

iorlocks 

Excalibur 

:.colytes 

·.ew Mutants 

• -Corporation 

oeavers 

Veapon X 

• -Force 

'arauders 

:lie Brotherhood 

Alpha Flight 

Savage Land Mutates 

liellfire Club 

-1 

3 

3 

2 

3 

5 
2 
3 
2 
1 

2 
0 

8 

-.ome characters rel y on team wealth for their d ay-to-day 

,eeds. Team Weal th i s not exactly the same thing as Personal 

.ealth: It h as the usual freedom s and restrictions o f any 

-tipend or expense account. For example, using Team Wealth 

~ st the interests of the team will b e frowned on. 

A player with high Personal Wealth d oes have more 

..ititude when it comes to discretionary spending. As for the 

I-fell.fire Club, they normally don't consider anyone w i th a 

a-sonal Wealth Modifier lower than 6 for membership. 

NEW CHALLENGES 
(Apply to hero "as a whole," at start or during play) 

Description 

-rechno-Organic Virus: 
.ricurable virus turns living tissue into 
-anoids, consuming host if unchecked. 

,1ay be controlled by continuously 
~ nding 1 stone in Telek inesis (or other 
'!ppropriate power, at GM discretion) 
oer stone of health affected. If not, after 
10 minutes the virus will consume 
: w hite stone of health. If all white 
tones a1·e consumed, victim dies or 

:iecomes a cyborg under GM control 
e.g., 2 of Nathan Summers' 5 health 
tones are affected in this way, so he 

--ust keep 2 stones in Telekinesis to 
-revent further spread). 
,OTE: Nathan Summers' case of the 
rus has the fol lowing unique property: 

~or every new stone of health infected, 
e gets 10 additional Character 

Generation Stones. 

~egacy Virus: 
,' utations or mutagenic powers become 
·iarder to control, resulting in death 
GM decides when) . Cure now exists . 
, irus affects mutants and mutates; 
nknown if immortal or already dead are 

;ffected. This Challenge requires "Power 
~;.rt of control" Disadvantage for power 
. 'choice. 
,OTE: you only get stones 
-,d Disadvantage cost break for this 

:'lallenge if you choose it; if it happens 
~ you, you don't get the stones. 

Extra Stones 

10 stones 

10 stones 

The Hellfire Club: Selene, Donald P ierce, 
Harry Leland, Sebastian Shaw 

NEW ADVANTAGES 
(Apply to appropriate Action or Modifier) 

Description Cost Increase 

Power damages or stuns at will 

Attack against Abi l ity+ defensive stones 
to disable 

Overstrain 
Add up to Action Number of free 
stones to Action. 
May not use Action for 1 week/free 
stone used. 
GM may vary length of injury to 
suit Action. 
(i.e., Banshee's overstrained vocal 
chords take weeks to heal but 
Sun-fire's overstrain only takes hours 
to recharge). Overstraining should 
merit heroic Modifiers and 
extra Lines.) 

+l Level 

+3 Levels 

+l Level 

NEW DISADVANTAGES 
(Apply to appropriate Action or Modifier) 

Description Cost Decrease 

Action/Modifier does not help friends -2 Leve ls 
(e.g. F light, Force Field or Te leport if 
you can't carry/protect/transport others) 

Others not shielded from power when used 

May only be used in conjunction with 
different Action/Modifier (specify which) 

May only use to save lives 

Only works in Limbo (Astral Plane, etc. ) 

Directly affects only non-living substances 
(living beings reflect the power back) 

-1 Level 

-1 Level 

-1 Leve l 

-2 Levels 

-1 Leve l 



GAMESMASTER SECTION 
Welcome to the part of the book that we hope players will read, 

but they never do. If they did, they'd probably be better 

players, but then they'd know all our secrets, too. 

First, we're going to discuss two aspects of Marvel that have 

probably come up for you already: pricing Masteries and the 

effects on play of Actions that can combine stones. Then we've 

got a really great section called "Creating Your Own Teams 

of NPCs" that will give you a fast and easy way to come up 

with a never-ending supply of nasty, deadly teams of villains 

that you can use to beat up on your players. 

PRICING MASTERIES 
Masteries are different from other powers and pricing them 

for initial purchase (or later expansion) can vary. The method 

in the Game Guide says that a Force Blast taken as part of 

a Mastery adds + 1 to Cost Level. But as we know, sometimes 

there is an inherent Advantage or Disadvantage attached to 

a Force Blast (like Cyclops' "Power out of control" and his 

"2x Damage"), but we still only charge +l to the price if i t's 

part of a Mastery. Why? Partly because Masteries are intended 

to be much bigger than their strict definition, and partly 

because some Masteries have less effective manipulation 

(barriers, etc.) or other attributes than others. We want players 

with Masteries to be innovative and expressive in their use 

of powers. Since we don't spell out every single thing 

a Mastery can do, we decided to be general with the costs. 

But mainly, it's because Mastery can get pretty expensive 

pretty quickly. Consider that the cumulative price of a good 

"+5" Mastery makes "+l to Cost Level" bleed you for up to 

5 whjte stones a pop. A +2 comes to 10 stones. That's a lot 

of stones. 

On the other hand, the GM should not allow a player to 

take advantage of a Mastery by just taking Force Blast 

and then attempting to cheat on price breaks on Advantages. 

This is one of those spots we talked about in our Main Guide 

where the GM needs to foil potential exploi tations. 

And remember that the really powerful Masteries that affect 

a]] of existence, like Magnetism or Gravity, s hould cost more 

than the simpler ones like Fire or Sound. 

COMBINING EFFECTS-
A ROUGH GUIDELINE 

One of the main ways a hero manages to beat the odds 

through clever play is by combining the stones of two Actions 

into a single effort. There are a couple of examples in the 

Game Guide of how on e might combine stones. In most cases, 

two separate attacks worth 4 stones each are not worth 

anywhere near as much as a single attack of 8. Of course, this 

means that players will always be trying to find reasons 

to combine the effects of their Actions. That's okay; 

they're supposed to. But the GM has to know where to draw 

the line. After all, a guy who paid +3 to Cost Level for 

Biocomputing is going to feel unfairly used, and rightly so, 

if another player gets to combine a dirt- cheap action 

(such as Acrobatics) with all her actions all the time. 

The GM needs to keep this in balance so as not to get 

"steamrollered" by pushy players. But even inexpensive actions 

can combine effects-if the circumstances make it log ical, 

and the cleverer the player, the more often this is possible. 

P o in ts to remem ber: 

• In the end, the GM has two choices: 

1.) Make a judgment that one Action is truly being u sed 

support" of another Action and allow the stone­

to be combined. 

2.) Rule against the atte1npt, which still means the stones car 

be used separately, but may not be combined intc, 
a single effect. 

The GM should be careful to Limit (but not exclude) the 

circumstances where "cheap" Actions can combine effects. 

• As a rule, the more expensive Actions are, the easier it is for 

players to combine them. Biocomputi.ng and ConcentratioP 

cost Action Number + 3. Both powers are designed with 

combining ston es in mind. 

• It doesn't usually work both ways. You can combine 

Concentration and H unting/ Tracking to be better at 

Hunting/ Tracking, but not to be better at Concentration. 

• Combining stones is a prime component of any ambush. 

Players set up their attack so they can combine their Actions 

as much as possible, to provide a critical first "big p u nch" in 

the hopes of taking out the opposition before it can respond. 

• A warning to all GMs: You have to be careful that your 

rulings in favor of combining stones aren't going to "open up 

the floodgates." If you have opened them, you must quickly 

slam them shut . Beware the player who tries to combine any 

cheap Action (especially Acrobatics) with combat. If he's 

jumping off a building and landing on someone, that's fine; 

allow that every time. But a hero can't be jumping off 

buildings every Panel. While he may be able to work i t so he 

gets the advantage one or two Panels a mission if he plays 

very wen (or more often if special circumstances pertain), 

fine. But don't allow that to be done every Panel­

that's what Biocomputi.ng or Concentration is for. 

• Finally: If you want to allow two things to combine that normally 

can't, you can slap a couple of Cost Levels on the ch eaper of the 

two and then allow combining (if you can work it ou t with the 

player). If a player wanted always to be able to combine 

Close Combat and Acrobatic attacks all the time, regardless of 

circumstances, one might charge him +2 or +3 Cost Levels more 

for the Acrobatics (he could call it Combat Acrobatics o r make up 

another name) and al.low only one Ability Bonu s for the combo. 

All strictly at GM discretion, of course. 

NEED AN NPC? 
Just think of a real-world equivalent and change the name ... 

or not! If you need the king of a software com pany, you can 

make him like Bill Gates. If you need a strong, h eroic mayor, 

make him like Rudy Giuliani. If you need a real-estate 

magnate, think Donald Trump or Leona Helrnsley. Get it? 

(How do you think Marvel does this, anyway?) 

CHALLENGES IN OUR PROFILES 
Thanks to space restraints, -we have listed specific Challen ges 

-where appropriate, such as Orphan's extreme sensitivi ty 

and Nathan Summers' Techno-Organic virus. GMs and 

players should look to a hero's description to get an 

overview of her Challenges. Challenges and related 

information would normally be written on a character's CPR 

(on the back of your CAD). 



CREATING YOUR OWN 
TEAMS OF NPCs 

Throughout their history, the X-Men 

have encountered tearn after tearn of 

marauding mutants, aggressive aliens, 

hateful h u mans and anything else the 

\I/Titers and artists at Marvel could throw 

a t them. Of course, now you're the 

,rriter, and it's your job to challenge 

: our players with villainous teams of 

adversaries. And if you had to make up 

hall a dozen new villains every time 

your players needed a good whupping, 

you'd get worn out pretty quickly. 

The good news is that we've come 

up with a system to make it easy for you 

to create your own teams of NPCs, from 

Acolytes to Reavers to anything you can 

dream up on your own. (Due to space 

restrictions, the X-Men Supplement will 

only feature earthbound antagonists. 

The system still works for creating 

extra-terrestrial team threats, b u t for 

specific character profiles you'll have to 

wait for the Avengers and other future 

supplements. Sorry.) 

Here's how this section works. 

First, we'll describe the eight attributes 

you should consider for every team 

you field, whether it's an existing team 

like the Marauders, or one you make up 

on your own. Then we'll list over 90 

existing characters, grouped by the 

"positions" they play on their teams. 

This will make it easy for you to "draft" 

them into your teams. Then we'll give 

you profiles on eight existing team.s . 

Finally, we'll take you through th e 

process of constructing your own group, 

in this case a clan of Morlocks named 

the Wolves that you'll be using in 

the adventure we've provided in this 

Supplement, Unrest Underground. 

TEAM ATTRIBUTES 
It's easy make your own teams: 

Step 1: Go through each of the 8 

"menus" in order and decide what you 

want your team to be like. In many 

instances, you'll be choosing more than 

one of the choices on the menu . 

That's okay. Many groups in Marvel are 

multifaceted- that's what makes them so 

rich and continually useful as adversaries. 

(If you'd like to see how existing teams are 

broken down using this method, see P. 70-

72. And starting on P. 72, we take you 

through the process of creating an entirely 

new team, the Wolves.) 

Step 2: Determine which characters 

you want to make up the tearn you're 

creating. You can use th e ex isting 

characters we provide in 

this section (as well as 

d,aracters from this or any 

other Supplement or from 

the original Game Guide). 

You can change the 

individual examples we 

provide as the basis for 

any different, renamed 

characters or even n1ake up 

entirely new characters, if 

that's what you want. 

When creating your own 

teams, these are the 8 menus 

you should consider for 

each one: 

1. BACKGROUND 
2. BASIC MOTIVATIONS 

3. COMPOSITION 
4. SIZE 
5.POWER 
6. ATTITUDES TOWARDS 

THE PLAYERS 

7. FIGHTING STYLE 
8. IF THEY DEFEAT THE 

PLAYERS 

MENUS 
1 . BACKGROUND 
A basic description of the central themes 

of the team. Why are they together? 

Who controls them? What special 

characteristics do they have, if any? Do 

they have information for the players? 

You should look a t any or all that apply. 

a) Specific Directives/Orders (see the 

leader's or group's profile, or make 

one up, e.g., Magneto and his 

Brotherhood or his Acolytes). 

b) Mission-Oriented or Ad Hoc Team 

(e.g., hunters/ trackers, assassination 

squad, team of lawyers to get the 

villain out of jail, whatever). 

Formed for specific, one-time tasks. 

Can be just abou t anything, with each 

party member having a particular 

specific skill necessary to complete 

the objective and a specific role to 

play in the operation. The GM has to 

decide what the operation is and 

what specialists are necessary. 

Usually (but not always) carefully 

planned, well coordinated and 

well disciplined. 

c) Have information for the par ty. 

This theme is usually a tool for the 

GM to use to keep the players moving 

in a certain direction, depending on 

the Mission (e.g., Callisto and her 

clan of Morlocks, in the Unrest 

Underground Adventure included in 

this Supplement). 

d) Found usually (or exclusively) in 

particular environ_ments (e.g., 

Morlocks, Shi'ar). 

e) All-Alien, Demon, etc. Teams would 

still be created using normal means, 

but may share characteristics (e.g., 

a Skrull team would be able to 

Shape Shi ft, and a group of Demons 

will have Summoning and Control 

numbers). 

f) All Powered Armor, Cyborg, Hi-Tech, 

Fu turistic, etc. Can be from another 

time, planet, etc. (e.g., Reaver s, 

Genoshan Magistrates). 

g) All-Canadian, British, Savage Land 

Types, etc. (e.g., Alpha Flight, 

Weapon X, Savage Land Mutates). 

h) All had a common o rigin or cau se 

(oppressed mutants, involved in the 

same cosmic-ray accident, etc.). 



1---- - ------- ~------_/ 
This often leads to teams with 

random or even exotic powers (e.g., 

Morlocks, Fantastic Four). 

i) "Deadly Enemies" of a group (e.g., 

Sabretooth vs. Wolverine, Marauders 

vs. Morlocks, etc.) that might change 

the course of play. 

j) "Natural Allies" (e.g., X-Men and 

X-Force). 

k) Special relationsrup with the players 

(e.g., traitors, former members, 

mentors, allies/ enemies, kindred 

spirits, etc.; if Prof. X meets Magneto, 

their rustory and special relationship 

will be an important consideration). 

I) Comic relief, chaotic individuals or 

even teams will occur from time to 

time, at GM Discretion. 

m) Unknown, Unrevealed, etc. 

2. BASIC MOTIVATIO N S 
What are their goals? What do they 

really want? What is a "satisfactory 

outcome" for them? Will they be around 

for future issues? W h at will they do 

when encountered? May have one or 

many, GM discretion. Mix and Match. 

We divide these into four categories for 

your convenience. 

IDEOLOGICAL MOTIVATIONS 
a) Pro- or Anti-Mutant, Human, Alien, 

etc. (e.g., Senator Kelly is anti-mutant, 

the X-Men and Brotherhood are both 

pro-mutant, but the X-l'Vlen are 

pro-human and the Brotherhood 

anti-human). 

b) Justice, higher truths like peace 

and freedom (e.g., Prof. X and his 

groups). 

c) Zealots in a specific cause (e.g., 

Eugenics, such as Mr. Sinister and 

the Marauders or the Horsemen 

of Apocalypse). 

POW ER & WEALT H MOTIVATIONS 
d) Acquire wealth (e.g., Hellfire Club, 

Organized Crime). 

e) Acquire political power. May want to 

control the city, world, universe, 

corporation, crime syndicate, 

government agency, etc. (e.g., Hellfire 
Club, Brotherhood). 

f) Acquire "hands-on" or "combat" 

power. A team or its leader may be 

after a specific device, object or 

occurrence (e.g., powerful special 

equipment or increases in Abilities, 
Modifiers, Actions and the like). 

What most p layers and a lot of 

villains are after, in the long run. 

REACTIVE MOTIVATIONS 
g) Revenge (e.g., Magneto/The 

Brotherhood vs. Humankind, The 

Hand vs. Elektra). 

h) Government Operatives. This can 

be a tem-Porary or pern1anent 

arrangement (e.g., X-Factor, Alpha 

Flight and Freedom Force). 

i) Mercenaries (may be on assignment 

or available for hire), guards, other 

opportunists. As long as the players 

are not after what they're guarding 

it's (usually) not a problem (e.g., 

Weapon X, Reavers, Marauders). 

j) Outlaws/pirates / wanted by the 

authorities (e.g., Reavers, Marauders). 

k) Outcasts, fugitives (e.g., Morlocks, 

Acolytes). 

1) Rebels, terrorists (e.g., The 

Brotherhood of Evil Mutants). 

OTHER MOTIVATIONS 

m)Insanity, obvious madness. Often but 

not always in addition to other 

motivations (e.g., Onslaught and 

his adherents). 

n) Desire for fame / glory, superiority/ 

inferiority complex or other ego­

oriented motivations, not necessarily 

rational (e.g., Apocalypse). 

o) Hidden agenda (e.g., Cameron 

Hodge appeared anti-mutant while 

telling X-Factor he was really pro­

mutant; then it tun1.ed out he was 

actually anti-mutant all along). 

3. COMPOSITION 
Who actually makes up the n1.embersrup 

of the team? Are they organized for 

a particular purpose, or were they a 

random group of characters thrown 
together? What sort of powers will 

they have? 

a) Random Team (e.g., Morlocks, 

Exiles). Very often, a group does not 

get to pick and choose, but must 

make do with whatever is on hand. 

This is especially true of such groups 

as the Morlocks who are thrown 

together as refugees and must make 

do with what little they can get. Just 

pick an incongruous group on the fly, 

or actually do it randomly by 

marking stones and throwing them in 

a hat (or however). They may work 

well together, especially if they have 

been together a long tin1e. 

b) Comba t Teant (e.g. Reavers, Ninjas, 

Marauders). May be Close or Ranged 
Fighters, often have special weapons. 

May be a team of Super Heroes or a 

squad of soldiers but usually does no 

include Sorcerers, telepaths and the like. 
Sample 6-Man Combat Team 

l Support (Leadership) 
l Scout 
2 Ranged Fighters 
l Close Fighter 
1 Support (either with explosives, etc., to 

support the attack or Teleportation fot 
the escape}. If none available, substitute 
a Master or a flamethrower-armed 
Ranged Fighter. 

c) Multi-Talent Team (e.g., Acolytes, 

Brotherhood). Will usually have a 

couple of good fighters / marksmen 

and often either a Master, a telepath 

and / or some Support capabilities. 

Often have verucles to pick them up 

drop them off. Most teams that make 

a long-term success of it have at least 

a degree of balance. A balanced team 

is rarely the best at any given task,. 

but it can handle most things thrown 

at it. In combat, they may be an 

exceptionally coordinated team or a 

bunch of loners each fighting his 
own private war. But in either case 

they bring a wide variety of Actions 
and possibilities to the table. 

Sample 6 -Man Multi-Talent Team 
l Close Fighter 
l Master 
l Ranged Fighter 
l Telepath 
l Scout 
l Support (Healing, Defense, etc .) 
(Any one of the above should have also 
Leadership.} 

d) Exotic Teams (e.g., Hellfire Club) 

Mostly non-combat oriented powere; 

with a high percentage of Support 

and Masters. These teams are n ot 

very well balanced, but are 

overwhelming in certain areas 

such as Telepathy (Emma Frost) or 

Magic/ psi-vampire (Selene). The~ 

may include combat-oriented skills 

but even those a.re sometimes pre~ 

esoteric (e.g., Shinobi Shaw). The!) 

tend to be below par in Close and 

Ranged Combat Actions, but can 

often substitute for this lack wit}, 

Masteries, Leadership and esoteric 

ranged attacks such as ranged Enerm 

Drain. They may employ others to d <.. 

their direct fighting (e.g., the Hellfire 

Club's henchmen). These teams com 

up with unique solutions stenunin~ 



from imaginative use of their powers. 

They tend to be powerful and elitist, 

but they have inherent weaknesses 

and vulnerabilities. 

Sample 6-Man Exotic Team 
: Master of Magic 
: Telepath 
: Scout (Shape Shifter or Invisibility) 
l Master of E\ements {any) 
2 Support (could be anything) 

-l. SIZE 
I-low many individuals in the team? 

'Ve figure that most groups of players 

;J.l number from 4 to 6, on average, so 

:he examples given below are based on 

hat . We don't give fixed numbers 

fiecause w e suggest that the GM pro-rate 

he team to their players for the most fun 

and balanced adventures. 

.1) Sin gle entity ("lone wolf', e.g., 

Sabretooth, Omega Red). 

b) Half the number of the player s (e.g., 

Mys tique and a couple of 

confederates on a mission, a squad 

of Sentinels). 

r) Almost as many as the players. 

d) AroWld as many as the p layers (e.g., 

Marauders, Brotherhood of Evil 

M utants). 

e) Large group, but you usually only 

encounter only a few at a time (e.g., 

Acolytes, Morlocks). 

Larger group than the play ers (e.g., 

Genoshan Magistrates, Savage Land 

Mutates, seCUiity guards). 

.-:) Group about twice as large as the 

party (e.g ., a small crowd, a platoon 

of soldiers). 

Entire community, army, town, 

crowd, etc. (e.g., huge 1nob of anti­

mutant demonstrators or an entire 

town up in arms ). 

:;. POWER 
-low powerful is the team compared 

i th the players? This is not the same as 

teain's size. A team can be very 

- umerous, but still be very weak (e.g., an 

.marmed mob). And a lone guard could 

urn out to be Onslaught. The GM needs 

ry consider just how much overall power 

.e w ants the team h e is creating to have. 

ne power (and sometimes the number) 

• the team is very often predetermined 

" d written into a Mission. If you're 

e;igning your own Missions, you will 

TObably do this as well. 
Much weaker than the party (up to 

half as many attack / defense stones). 

Slightly weaker than party (almost as 

many attack / defense stones, e.g., 

many Morlock teams). 

c) Same power as the party (roughly 

equal attack / defense s tones, e.g. 

Marauders). 

d) Slightly more powerful than the party 

(slightly more attack / defense s tones, 

e.g., Reavers). 

e) Much more powerful (bu t sometimes 
with Achilles' heel, such as the 

Hellfire Club's Inner Circle's 

vulnerability to Physical Attack). 

6. ATTITUDES TOWARDS 
THE PLAYERS 
What will the team you are creating do 

w h en the players confront it? Will they 

attack the players? Help them? 

Evade them? Do they have ideological 

feelings like prejudice towards the 

players that would lead them to be more 

fanatical or zealous ? This, of course, will 

be heavily influenced by any good (or 

bad) blood between the h,vo g roups. 

If the X-Men run into a team from the 

Brotherhood or the Marauders, a fight 

(or flight) will doubtless occur. But if 

either the X-Men or the Brotherhood 

came across a typical Morlock band, 

aJmost any reaction would be possible. 

a) Will ignore or try to avoid the players 

(typical of most Morlock bands). 

b) Will seek out the players. 

c) Sycophantic, overweening, but may 

take any clear opportunity fo r 

treachery. 

d) Hostile, belligerent, will u s ually 

attack on sight. 

e) Fanatically brave, will never retreat. 

f) Nervous, cowardly, with vis ible, 

discernable fear. 

g) Polite, formal, safe, non-committal. 

h) Secretive, guarded, will avoid contact 

with the players il possible. 

i) Open, friendly, willin g to swap 

gossip or trade goods. May even h elp 

out. May send a guide or volunteer. 

j) Helpful, able / willing to help out 

the players or warn them of 

potential danger. 

k) Unhelpful, unable / unwilling to help 
out the players or warn them of 

potential danger. 

1) In distress, in need of h e lp. (The 

p layers aren't the only ones w ho get 

to ask for help!) 

7. FIGHTING STYLE 
How well coordinated are they? How 

well led? Do the y favor att ack or 

defense? If and when your team gets in a 

scrap w ith the players, you will want to 

have considered how well they fight as a 

team and any particular fighting styles 

characteristic of the team. 

a) Will spring traps or strike from 

ambush if possible (e.g., Morlocks, 

Marauders, Reavers, Acolytes). 

b) Well-coordinated teamwork (e.g., 

Brotherhood, Acolytes, Reavers). 

c) Fight only as individuals, won't tend 

to protect each other (e.g., Marauders). 

d) Will try to con the party or a ttempt a 

ruse (e.g., Acolytes, Hellfire Club). 

e) Defense-oriented, tend t o place more 

stones than usual in defense 

(e.g., Morlocks). 

£) Attack-oriented, normally place all 

stones in attack (e.g., Horseman, 

Marauders). 

g) Will split stones normally between 

attack and defense (e.g., Brotherhood, 

Acolytes). 

8. IF THEY DEFEAT THE 
PLAYERS 
Will they run away, take the players 

prisoner, take anything they find, 

experiment on them or kill them? All is 

not necessarily lost: Some teams are less 

bloodthirsty than others are. 

• Knock out the party and 

Brotherhood, Morlocks, 

Hellfire Club). 

leave (e.g., 

Acolytes, 

• Take prisoners, may keep them or turn 

them over to other interested parties 

(e.g., Morlocks, Acolytes, Savage Land 

Mutates, Genosh an Magistrates) . 

• Blackn"\ail or coerce the party to 

perform tasks (e.g., Hellfire Club, 

government-run groups like Weapon 

X, S.H.I.E.L.D.). 

• Rob the party and leave. Take loot, 

slaves (Savage Land Mutates, 

Reavers ). 

• Murderous, kill everyone (e.g., 

Marauders, Horsemen, Sentinels). 

EQUIPMENT 

Most groups don't take along a lot of 

unnecessary equipment, but some (like 

the Reavers) carry more than others. The 

list below provides some ideas. Look at 

Appendix C. of the Main G uide (P. 125) 

for further ideas. 

• Any equipment necessary for mission 

• Co=unicators, cell-phones, etc. 

• Body Armor (+ l), or equivalent 

• Firearms, other weapons 

• Bombs, explosives, etc. 

• Detection equipment 



• Vehicle(s), if appropriate 

• Long-term survival equipment 

• Technological devices and valuable 

items (should be used vs. the players, 

if possible) 

• Identification/ credit cards, etc. (may 

be assumed name or fake) 

• Cash, rings, watches, jewelry, etc. 

• "Personalized" items (cufflinks, 

knives, etc.) 

• Incriminating evidence (if appropriate) 

• Embarrassing personal i terns 

• Whatever the GM deems appropriate 

TEAM "POSITIONS" 

Every team is made up of individuals. 

But just like a basketball or soccer team, 

those individuals fu Hill certain roles 

within the team, or "play" certain 

"positions." 

We have taken the prominent 

members of several teams and divided 

them into seven different positions: 

Close Fighters, Ranged Fighter, Scouts, 

Masters, Support, Influence and 

"Other." All you have to do is just 

"draft" or "hire" the ones you like and 

slot them into any teams you create. 

It works just as easily if you're 

deciding which Marauders you want to 

use in a particular Mission, or "hiring" 

people from other groups to be part of 

your new incarnation of the Brotherhood 

of Evil Mutants. We'll show you how 

we created our Morlock band known as 

the Wolves at the end of the guide, 

and then show you how we created 

a 6-man Wolf scouting party to use in the 

Adventure provided with this Supplement. 

Now in the comic books themselves, 

many of these team members haven't 

been fully fleshed out. We often know 

their statistics, their powers and how they 

look, but little else. For instance, 

we know as much about Lady 

Deathstrike and Sabretooth as nearly any 

member of the X-Men, but we h ardly 

know anything about Bonebreaker, 

Senyaka or Plague. And really, how much 

do you need to know about then1 in order 

for you to have then1 try and slaughter 

your players? What you need to know 

is what happens when Plague touches 

one of your players, or when they 

attack Plague. 

Even so, we did our best to catch the 

e ssence of these characters in such a way 

that you can use them to flavor your 

world, either b y using them as presented 

or modifying them to suit your needs 

(preferably both). And if you find 

yourself needing to flesh out a character 

dtu-ing play, just make it up yourself. 

After all, these are your characters, 

now, in your world. You get to fill in 

any blanks Marvel may have left in 

characterization. 

You will also see a few "unique" 

Actions or Modifiers (in italics) for some 

of these heroes. While these aren't 

included in the new Actions or Modifiers 

section of this s upplement, feel free to 

use them like any other Action or 

Modifier, as well as to customize 

them for your own purposes or even 

as a guide to ma.king up your own 

new powers. 

Here are the seven types of positions 

tean, members can p lay: 

CLO SE FIGHTERS: Those who fight 

effectively at a Range of 1 or less, 

whether or not they use Actions other 

than Close Combat to do it. 

RANGED FIGHTERS: Those who can 

fight effectively at a range greater than 

1. It doesn't matter w hether it's 

Ranged Combat, Energy Blast, 

Webbing, etc. 

SCOUTS: A hero with any of a wide 

variety of skills, including (but not 

limited to) Hunting / Tracking, Black 

Ops, Thieving, 

Anjmal Senses, 

Invisibility, etc. 

Enhanced 

Shape 

Visio n , 

Change, 

MASTERS: Specified by type (usually a 

Master can also operate as a Ranged 

Fighter and as Support). 

SUPPORT: A hero w h o can help other 

members of the party (e.g., 

Leadership, Power Boost) or do 

specialized tas ks necessary for the 

completion of the mission (e.g., 

Vehicles, Technology ). Also, anyone 

who can help in escape (e.g., 

Teleportation, Flight), help defend 

others (e.g., Force Field), or has 

Healing, or Telepathy, Illusion and 

other mental attacks and defenses. 

INFLUENCE: "Real-world" power 

(political and otherwise), wealth, 

connections, access, status: in other 

words, anything that can prove useful 

to or be the objective of a team. 

OTHER: Whatever doesn't fit into the 

categories above. Frequently weird, 

enigmatic, cute and / or llippant. 

Note that very often a hero can play 

more than one position. For example, 

Sabretooth is excellent as both a Close 

Fighter and a Scout. 

WHY THESE 
ARE POSITIONS, 
NOT "CLASSES" 
U you've played other roleplayin~ 

games, you may at first think that these 

are character classes. They a.re not 

In the standard RPG sense, classes have 

unique bonuses, suffer 1.:uuqm: 

restrictions and one has to " qualif)• 

for them in some way. In Marvel 

a character can play any position th~ 

want. Whether they are good at i 

or not is a result of their Abilities 

Action, Modifiers, etc. Our attitude b 

that if you want to call yourself i! 

"Thief" - fine---go s teal something and 

put a line in Thieving. But you don· 

get anything special £or doing so 

You are what you know, period. 

When you look at teams in Marvel 

most of the members tend to fit into one 

of these seven categories. So it just made 

sense to divide characters up that wa~ 

for your use when you create teams . 

CLOSE FIGHTERS 

Barnacle (Acolytes): He can cause ar 

internal chemical reaction that solidi.fie. 

moisture into a hardened shet: 

ABILITIES: Int: 2, Str: 2, Agi: 2, Spd: ::. 

Dur: 3; ACTIO NS: Close Cmnbat: ::. 

(Strength Bonus), Black Ops: 3, Bamacl 

7 (Can secrete liquid shell that hardeP 

around himself for a Toughness of 7, an .. 

can spray it to entrap others (D = , 
Strength , R = 2x stones played again. 

the target, to break free). 

Joa nna Cargill (Acolytes): This modem­

day Amazon has amazing Strengtl­

DLUability and Toughness. ABILITIES 
Int: 2, Str: 7, Agi: 2, Spd: 2, Dur: "' 

ACTIONS: Close Combat: 3 (Streng1 

Bonus), Social Skills: 2; MODIFIERS 
Toughness: (+6). 

Colossus (X-Men, Acolytes): See profile 

Chrome (Acolytes): He was one of tr 
Acolytes' founders. He generatt 

q uantun1 energy, Transforn,s Others t:­
Touch (usually into metal statue;; 

manipulates matter and can Fly (as 

rocket). Gave his life to save Magnet: 

ABILITIES: Int: 2, Str: 2, Agi: 2, Spd: ~ 

Dur: 3; ACTIONS: Close Combat: 

(Strength Bonus), Manipulate Matter. 

(Increase object density, Create sirnp 

objects I barriers) Flight: 5 (Limit 



aneuverability), Social Skills: 4; 

!ODIFIERS: Transform Others by 

uch, metal statue, Duration= 1 hour. 

,ecay (Acolytes): His red stones do not 

;::;enera te. To survive, he must absorb 

,d stones from organisms around him 
,- improved drain), while reducing 

e organ.ism to dust once "empty." 

BILITIES: Int: 2, Str: 2, Agi: 2, Spd: 2, 

ar: 3; A CTIONS: Improved Drain 

.-,ergy: 5 (Ii victim reduced to zew 

"nes, he tun,s to dust, Death Factor: 

-,e one red stone every hour or age 

p idly. Dead in 24 hours but before that, 

-v drain restores you.), Close Combat: 1 

' trength Bonus), Social Skills: l; 

!ODIFIERS: Touglmess: (+2). 

,elgado (Acolytes): He can grow both in 

e and Strength. A BILITIES: Int: 2, 

- 2, Agi: 2, Spd: 2, Dur: 3; ACTION S: 

wth: I, Close Combat: 4 (Strength 

n us); M O D IFIER S: Toughness: (+1). 

odus (Acolytes}: Also Ranged Fighter, 

pport; see profile. 

vitz (Acolytes): He's a tough foot 

,dier standing over 9 feet tall. 

BILITIES: hit: 2, Str: 5, Agi: 2, Spd: 2, 

~ 3; ACTIONS: Close Combat: 3 

>rength Bonus); MODIFIERS: 

ughness: (+2). 

Sea mus Mellencamp (Acolytes}: He is a 

tilian humanoid who likes to go 

hand-to-hand. ABILITIES: Int : 2, Str: 4, 

Agi: 4, Spd: 2, Dur: 4; A CTION S : Close 

Combat: 3 (Strength and Agility Bonus), 

Acrobatics: 5; M ODIFIERS: Reflexive 

Dodge: (+2), Toughness: (+2), Claws / 

Fangs: (+1). 

Senyaka (Acolytes): He can su ck the life 
out of his victims and boost his own 

Energy. A BILITIES: Int: 2, Str: 2, Agi: 2, 

Spd: 2, Dur: 3; ACTIONS: Close 

Comba t: 3 (Strength Bonus), D rain 

Energy: 5 (Can distribute stones 

drained to boost Strength, Agility and 

Toughness, excess energy drains away 

I / panel. Can use absorbed stones as 

"psychic whips," pain / paralysis: 

Range = 2, Attack vs. Durability to 

paralyze per panel per stone that gets 

through . Can Drain Energy via these 

whips), Social Skills: 2; MODIFIERS: 

Toughness: (+l), Healing Factor. 

Carmella Unuscione {Acolytes): Also 

Ranged F ighter. She can generate a 

psionic exoskeleton that can grapple, 

and can paralyze her opponents with a 

neuroelecbic charge. ABILIT IES: Int: 2, 

Str: 2, Agi: 2, Spd: 2, Dur: 4; 

ACTIO NS: Force Field: 7, Neuroelectric 

Blast: 5 (Attack vs. Int, 1 round of psychic 

shock, as paralysis, per stone that gets 

through), Close Combat: 2 (Agility 

Bonus and Force Field), Social Skills: 1. 

Blob (Brotherhood): See profile in the 

Game Guide. 

Toad ( Brotherhood}: 
Also Ranged Fighter; 

see profile in the 

Game Guide. 

Emma Frost (Hellfire 
Club): When in 

diamond form. Also 

Support; see profile. 

Sebastian 
(Hellfire 

Shaw 
Club): 

Formerly Black King, 

has since fled. 

A BILITIES: Int: 4, 

Str: 2, Agi: 2, Spd: 2, 

Dur: 4; ACTION S: 

Close Combat: 3 

(Strength Bonu s), 

Kinetic Energi; 

The Acolytes:-Cargill, Neophyte, Chrome, 
Delgado, l<atu, Mellencamp, Amelia Voght, Scanner 

Absorption: 7, (Absorb 

the first 7 stones of 

impact [e .g ., Close 

Combat] directe d a t him; he can assign 

them to increase Strength, Speed, 

Toughness, or Durability), Business Skills: 

8, Technology: 6, Black Ops: 6, Social 

Skills: 7; MODIFIERS: Toughness: (+I ), 

Wealth: (8). 

Shinobi Shaw (Hellfire Club): Former 

Black King; w h o usurped his father. He 

can increase or decrease the density of 

his body's molecular structure. He can 

thrust a n"lostly dematerialized hand 

into a body, then n"lake th e h and 

condense, causing devastating damage. 

ABILITIES: Int: 2, Str: 5, Agi: 2, Spd: 2, 

Dur: 4; ACTIO N S: Oose Combat: 4 

(Strength Bonus, AP, 2x Damage) 

Jv!mripulate Body Density: 5 (can add 

stones to Toughness or Strength; can 

vary the density of his mass up or 

down), Business Skills: 6, Leadership: 3, 

Social Skills: 3; MODIFIERS: Wealth: (7), 

Reflexive Dodge: ( + 1). 

Archangel (Horsemen): A lso Ranged 

Fighter, Support; see profile. As a 

Horseman, he had blue skin, his wings 

were made of o rganic steel (like 

Clolossus' skin) and he could throw 

feathers (organic steel) as Ranged 

Combat to impale people or do damage. 

Feathers are razor-sharp and tipped with 

a par alyzing chemical ( +5 ), target 

knocked out for 1 Panel per stone of 

damage he takes. 

Deathbird ( Horsemen): Also Ranged 

Fighter, Support. She is a winged Shi'ar 

(18' span), firstborn of the Shi'ar royal 

family, who was exiled for killing her 

mother and sister and fell into bad 

company. A BILIT IES: Int: 2, Str: 5, 

Agi; 3, Spd: 4, Dur: 4; ACTION S: Close 

Combat: 5 (Strength Bonus), Ranged 

Combat: 5, Flight: 5, (Max. speed 3), 

Hunting / Tracking: 5, Technology: 6, 

Social Skil ls : 4; M ODIFIERS: 
Toughness: (+ l), Reflexive Dodge: (+3 ), 

Talons: (+2); EQUIPMEN T: Telescoping 

Javelins ( + 3). 

Wolverine ( X- Men, Horsemen): Also 

Scout; see p rofile in Game G uide. 

Blockbuste r (Marauders): A Close 

F ighter who once fought Thor. 

A B ILITIES: Int: 2, Str: 9, Agi: 2, Spd: 2, 

Dur: 5; ACTIONS: Close Combat: 5 

(Strength Bonus), Ranged Combat: I, 

Social Skills: 1; MODIFIERS: 
Toughness : ( +4). 



Sabretooth {Brotherhood, Marauders): 
Also Scout; see profile in the Game 

Guide. 

Scrambler (Marauders): Also SupporL 

Disrupts machines and life forms 

(damage taken from Energy reserve) 

by touch. ABILITIES: Int: 2, Str: 2, Agi: 2, 

Spd: 2, Dur: 3; ACTIONS: Close 

Combat: 4 (Strength Bonus) target 

disabled 1 Panel per stone that gets 

through, Black Ops: 2, Social Skills: 1; 

MODIFIERS: Disruption (affects 

devices 1 minute per every s econd of 

contact); EQUIPMENT: Body Armor: 

Defense (+1), Gloves. 

Angel Dust {Morlocks): She can boost 

her adrenaline to give her tempora1y 

super strength. ABILITIES: Int: 2, S tr: 2, 

Agi: 2, Spd: 2, Dur: 2; ACTIONS: Boost 

Str: 6 (adds 6 to Strength for 6 panels, 

once p e r hour), Close Comba t: 2 

(Strength Bonus), Social Skills: 2. 

Ape {Morlocks): Ape-like appearance, 

simple ways. He can change his shape 

into any object he can imagine. 

ABILITIES: Int: 1, Str: 2, Agi: 2, Spd: 2, 

Dur: 3; ACTIONS: Metamorphosis: 6, 

Close Combat: 3 (Strength Bonus); 

MODIFIERS: Toughness: (+l). 

Caliban {Morlocks, Horsemen): Also 

Support, one of the founders of the 

Morlocks; see profile. 

Callisto {Morlocks): Also Scout, Support. 

later, the X-Corporation. ABILITIES: Int: 

2, Str: 4, Agi: 3, Spd: 3, Dur: 3; ACTIONS: 

Close Combat: 4 (Strength Bonus), 

Hunting and Tracking: 5, Acrobatics: 4, 

Social Skills: 2; MODIFIERS: Healing 

Factor, Animal Senses: (4), Reflexive 

Dodge: (+l), Claws / Fangs: (+2) 

Enhanced Vision: (4), see in Darkness. 

Hemingway {Morlocks): he has an 

exoskeletal body. ABILITIES: Int: 2, Str: 

9, Agi: 2, Spd: 2, Dur: 5; ACTIONS: 

Growth: 1, Close Combat: 4 (Strength 

Bonus), Bone Weapon: 3, Social Skills: 2; 

MODIFIERS: Toughness:(+ 6), nullifies 

Armor Penetration, no 2x Damage from 

Firearms or Projectiles. 

Litterbug (Morlocks): An army veteran 

who has an insectoid appearance. 

ABILITIES: Int: 2, Str: 8, Agi: 2, Spd: 2, 

Dur: 4; ACTIONS: Close Combat: 4 

(Sh·ength Bonus), Technology: 6, 

Digging: 4 (Strength Bonus, can tunnel 

through any material as long as its 

hardness on the D&R can be overcome); 

MODIFIERS: Toughness: (+ 6), Claws: 

(+l), Armor Penetration. 

Marrow (Morlocks, Weapon X): Also 

Ranged Fighter; see profile. 

Plague {Morlocks, Horsemen): She can 

transmit any disease (almost always 

fatal) to others by mere touch. 

ABILITIES: Int: 2, Str: 2, Agi: 2, Spd: 2, 

Dur: 3; ACTIONS: Close Combat: 2 

(Strength Bonus), Mastery of Disease: 6 

Original founder and leader of the Immune to all illness, Cause illness via 

Morlocks; see profile. 

Cell {Morlocks): A one-celled humanoid 

mutant who attempts to engulf and 

dissolve his victims. ABILITIES: Int: 2, 

Str: 1, Agi: 1, Spd: 2, Dur: 3; ACTIONS: 
Engulf and Devour (as Close Combat): 7 

(Speed Bonus), Social Skills: 4; 

MODIFIERS: Toughness: (+4), Digestive 
Acid: ( +4) to Close Combat. 

Cybelle {Morlocks): A Morlock with 

Acid Sweat as an attack. ABILITIES: 
Int: 2, Str: 1, Agi: 2, Spd: 2, Dur: 3; 

ACTIONS: Oose Combat: 1 (Strength 

Bonus), Acid Beam/Touch: 5 (2x 

Damage), Social Skills: 3 . 

Feral (Morlocks): Also Scout. A Morlock 

hunter, covered with orange-white fur, 

w ith pointed ears, tail, claws and fangs. 

Feral would eventually join X-Force, and 

an attack vs. Durability for success, 

Range= 1. Effects lead to incapacitation 

for days equal to Action Number, but if 

she uses more plague stones than the 

victim has health stones, he will s urely 

die (could be worse, at GM discretion), 

Leadership: 1, Social Skills: 1. 

Sack (Morloclcs): P rotoplasmic, 

amorphous, h e can engulf victims with.in 

his body, forcing them to do his will as 

they slowly suffocate. ABILITIES: Int: 2, 

Str: 2, Agi: 2, Spd: 2, Dur: 3; ACTIONS: 

Engulf/Control Others (Strength Bonu s): 6, 

attacks the enemy as Close Combat, but 

Toughness doesn't count and target is 

engulfed if hit. Duration = 1 Panel per 

red stone spent for control, after 

engulfed. You can use victim's physical 

Abilities while literally coating his body. 

When engulfed, the victim loses 1 red 
stone per Pane l and does not regenerate. 

If victiin runs out of red ston es, 

he dies. Social Skills: 3; MODIFIERS. 

Toughness: (+2), Paralytic Agent: (+3) to 

Engulf and Control. 

Shatter (Morlocks): A Morlock with a 

crystalline form that reforms if broken. 

Turns liquid to crystal (then smashes it!). 

ABILITIES: Int: 2, Str: 3, Agi: 2, Spd: 2, 

Dur: 3; ACTIONS: Crystallize Liquids: 6 

(Reduces Resistance to damage by 6 

stones, can cause objects or persons to 

s h atter w ith ease if Resistance is 

overcome), Dose Combat: 2 (Strength 

Bonus); MODIFIERS: Toughness: (+2), 

Reconstitute Self; EQUIPMENT: Carries 

a baseball bat to shatter what h e 

has crystallized. 

Sunder (Morlocks): A large, misshapen 

strongman, one of the original Morlocks. 

ABILITIES: Int: 2, Str: 7, Agi: 2, Spd: 2, 

Dur: 4; ACTIONS: Close Combat: 3 

(Str. Bonus), Black Ops: 4 (Kidnapping); 

MODIFIERS: Toughness: (+6). 

Amphibius (Savage Land Mutates): Also 

Other. His mutated frog-like legs allow 

su perhuman leaps. ABILITIES: Int: 2, 

Str: 2, Agi: 2, Spd: 3, Dur: 3; ACTIONS: 

Swinuning: 5, Command Underwater 
Creatures: 5 (up to 5 stones of creatures), 

Leaping: 5 (see D&R), Tongue Whip: 4, 

Close Combat: 2 (Strength Bonus), 

Social Skills: 2; MODIFIERS: Reflexive 

Dodge: (+l), Razor Teeth: (+l), True 

Amphibian (can live in water or on 

land); EQUIPMENT: Glove fitted w i th 

razor-sharp claws on his left hand: (+l). 

Barbarus {Savage Land Mutates): A 

four-armed Mutate w ith g reat strength. 

ABILITIES: Int: 2, Str: 8, Agi: 3, 

Spd: 3, Dur: 4; ACTIONS: Close 

Combat: 2 (Strength Bonu s), Social 

Skills: 1; MODIFIERS: Toughness: ( + 1). 

Lupa {Savage Land Mutates): A Mutate 

who can emit pheromones that allow her 

to place bestial creatures in her thrall. 

ABILITIES: Int: 2, Str: 4, Agi: 3, 

Spd: 3, Dur: 4; ACTIONS: Pheromones: 

5 (control bestial creatures), Close 

Combat: 3 (Strength Bonus 

Hunting /Tracking : 3, Social Skills: 2 

MODIFIERS: Reflexive Dodge: (+l 

Animal Sen ses: (2), Oaws/Fangs: (+1 

Enhanced Vision: ( +4), infrared 

EQUIPMENT: Pack of D ire Wolve:'­

Int: 1, Str: 2, Agi: 3, Speed 3, Dur: 1 

Close Combat: 2 (Str. Bonus 
Daws/Teeth: (+l). 



Donald Pierce (Hellfire Club, Reavers}: 

Founder and leader of the Reavers, 

~riginally from the Hellfire Club. He has 

cybernetic tentacles. ABILITIES: Int: 2, 

5tr: 6, Agi: 4, Spd: 3, Dur: 3; A CTIO N S: 

D ose Combat: 4 (Strength Bonus), 

Tendril Whip: 6, Optic Blast: 7 (2x 

Damage), Flight: 5 (Rocket Boosters), 

:-echnology: 5, Leadership: 4, Social 

Skills: 4; M ODIFIERS: Targeting: (+l), 

Toughness: ( +4), Cybernetic limbs 

Strength of 6) that are cybermorphic: 

'ITTllS and legs can telescope / stretch 3x 

normal length; EQ UIPMENT: May have 

'li-tech equipment, such as scanners, 

,pecific weapons, etc.; 2 built-in Machine 

G uns (+3). GM: Feel free to add more. 

Lady Deathstrike (Reavers): See profile. 

Cylla (Skullbuster II), Reavers): She 

•xcels as both a Ranged and Close 

ighter, being endowed with electronic 

-argeting and molybdenum Claws. 

ABILITIES: Int: 2, Str: 5 Agi: 3 Spd: 2, 

"Jur: 5; ACTIONS: Close Combat: 4 

Strength Bonus), Vehicles: 4 (Pilot), 

-echnology: 2, Social Skills: 4; 

,(OD IFIERS: Claws (+2), Targeting: (+2), 

~ dar Senses: (5), Infrared Vision: (5); 

EQUIPMENT: Heavy Armor (+2), 

an "clip on" additional weaponry at 

eed, Machine Guns (+4), Grenade 

..auncher (+4). 

RANGED FIGHTERS 

Exodus (Acolytes): Also Oose Fighter, 

~upport; see profile. 

-he Kleinstock Brothers [Sven, Harlan, 

Eric] (Acolytes): They can act separately 

or merge into one being of greater 

power. ABILIT IES: htt: 2, Str: 4, Agi: 2, 

Spd: 3, Dur: 3; ACTION S: Plasma Blast: 

6 (From hands, 2x Damage), Close 

Combat: 3 (Sh·ength Bonus), Flight: 1 

(Eric only), Social Skills: 2; M ODIFIERS: 

Toughness: (+2), Merge: The brothers can 

merge into one entity with every Ability 

and Action increased b y 1 per brother in 

the merged entity. 

Static (Acolytes): Shooting neuro­

synaptic impulses from her fingertips, 

she can paralyze her targets and knock 

out their mutant/ mutagenic powers. 

A rebel against Magneto. A BILITIES: 

Int: 2, Str: 2, Agi: 2, Spd: 2, Dur: 3; 

A CTION S: Neuro-synaptic Impulses: 6 

(Attack vs. Durability or Intelligence to 

paralyze and negate mutant powers for 1 

Panel per stone that gets through). 

Range = 1. Close Combat: 2 (Agility 

Bonus), Social Skills: 1. 

Caremella Unuscione: Also Close Fighter. 

Vindaloo (Acolytes): He can emit a 

napalm-like gel and blast his opponen ts 

with flames. ABILITIES: Int: 2, Str: 2, 

Agi: 2, Spd: 2, Dur: 3; ACTION S: Force 

Blast: 6 (Napalm-like gel, 2x Damage, 

Range= 2, Area Attack), Close Combat: 3 

(Agility Bonus), Social Skills: l; 

M ODIFIERS: Toughness: (+l) . 

Avalanche (Brotherhood): See profile. 

Toad (Brotherhood): Also Close Fighter; 

see profile in Game Guide. 

anyone or anything nearby. ABILITIES: 

Int: 3, Str: 1, Agi: 2, Spd: 2, Dur: 3; 

ACTION S: Increase Mass: 9 (Add stones 

of weight to anything w ithin a Range 

of 3, Duration at will while in range 

unless knocked out), Ranged Combat: 2, 

Legal Skills: 4, Business Skills: 5, Social 

Skills: 6; M ODIFIERS: Wealth: (8). 

Archangel (Horsemen): Also Close 

Fighter, Support. 

Roderick "Rory" Campbell (Horsemen): 

He was a research assistant for Dr. Moira 

MacTaggart who learned he was fated to 

become Ahab, a future mutant-hunter. 

In abortive attempts to avoid this, he 

wound up as a Horseman of Apocalypse. 

ABILITIES: Int: 2, Str: 5, Agi: 2, Spd: 2, 

Dur: 4; ACTION S: Close Combat: 4 

(Strength Bonus). Energy Dampen (As 

Energy Drain): 9 (Disperses energy 

attacks directed at him up to Action # ), 

Technology: 4, Ranged Combat: 4, Social 

Skills: 2; MODIFIERS: Toughness: (+3). 

Deathbird (Horsemen): Also Close 

Fighter, Support. 

Abraham Lincoln Kieros (Horsemen): A 

paralyzed Vietnam vet (Med al of Hon or) 

w h o became Apocalypse' s Horseman of 

War in return for being healed and 

getting his latent m.utant power to make 

things explode at a d is tance catalyzed. 

A BILITIES: Int: 2, Str: 3, Agi: 2, Spd: 2, 

D ur: 4; A CTION S: Force Blast: 8 (2x 

Damage), Focused Explosions: 5 (Make 

inanimate objects explode from a 

distance, but must have line of sigh t. 

Harry Leland (Hellfire Club): Black Stones of effort = distance from object 

Bishop. He can increase the mass of exploded and maxim.um size of object 

exploded, stones of weight of exploding 

object = area effect of explosion, see Area 

Row on D&R; Oose Combat: 4 (Strength 

Bonus), Ranged Combat: 4, Leadership: 

2, Social Skills: 3 (Military Protocol); 

M ODIFIERS: Toughness: (+2). 

he Morlocks (Chicago Clan): Trader, Electric Eve, Postman, 
Litterbug, Cell, Angel Dust and Shatter 

Autumn Rolfson (Horsemen): She was a 

troubled, anorexic mutant until s he was 

discovered, tested and deemed worthy 

by Apocalypse. ABILITIES: Int: 2, Str: 2, 

Agi: 2, Spd: 2, Dur: 3; A CT ION S: Close 

Combat: 3 (Strength Bonus), Consume 
Organic Matter: 8 (Can redu ce organic 

material to dust. If used on living person 

can reduce them to a shriveled, starved 

form: Attack vs. Durability, one red s tone 

lost on victim per stone of effect; 

if no red stones left lose white stones. 
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Target chooses which stones removed 

first. A little food can revive a victim. 

Range = 2), Ranged Combat: 2, Social 

Skills: 2; MODIFIERS: Skeletal build, 

parchment-like skin, appears aged. 

Gambit (Marauders, X-Men): Also Scout. 

Helped recruit the Marauders, but did 

not participate in the massacre of the 

Morlocks; see profile in Game Guide. 

Harpoon (Marauders): He is a relentless, 

vicious n-turderer who hurls energy­

charged Harpoons at his victims. 

A BILITIES: Int: 2, Str: 2, Agi: 2, Spd: 2, 

Dur: 3; ACTIONS: Close Combat: 3 

(Strength Bonus), Charge Object: 7 (Can 

affect targets in the astral plane and 

when s hape-shifted. Can nullify or 

disrupt the powers of any so wounded, 

at GM discretion), Social Skills: 2; 

MODIFIERS: Targeting: (+l); 

EQUIPMENT: Quiver of 3 dozen 

Harpoons : (+3). 

Prism (Marauders): He h as a crystalline 

form, enabling him to absorb energy as 

light, projecting it back at his attackers. 

ABILITIES: Int: 2, Str: 2, Agi: 2, Spd: 3, 

Dur: 3; ACTIONS: Energy Absorption/ 

Reflection: 6 (can choose to cause 

damage or 1 Panel of blindness/stone 

instead), Oose Combat: 4 (Speed Bonu s), 

Social Skills: 1; MODIFIERS: Targeting: 

(+1), Toughness: (+6). N OTE: Made of 

crystalline su bstance, he will shatter if he 

loses any w hite stones. 

Riptide (Marauders): Spinning in place 

at high speed, he can throw a hail of 

sh ards that act as w eapons, shredding 

his victims. A BILITIES: Int: 2, Str: 2, 

Agi: 3, Spd: 2, Dur: 3; ACTIONS: Close 

Combat: 4 (Agility Bonu s), Ranged 

Combat: 3 (Agility Bonus), Social Skills: 

2; MODIFIERS: Bone 

weapons: (+3), Are a 

Effect: Radius of 3, 

Area / Leaping row of the 

D&R, Targeting: (+1), 

Reflexive Dodge: (+2), 

when spinning. 

Scalphunter (Marauders): 

He is the field leader of 

the Marauders. He can 

convert jus t about any 

device into a powerful 

weapon. ABILITIES: Int: 

2, Str: 2, Agi: 2, Spd: 2, 

D ur: 3; ACTIONS: Close 

Combat: 4 (Agility Bonus), Ranged 

Combat: 6, Technoforming : 6 (Can make a 

6-stone, 2x damage weapon from almost 

any components), Leadership: 5, Social 

Skills: 4; MODIFIERS: Targeting: (+2); 

EQUIPMENT: Body Armor: Defense 

(+1), Technoformed Assault Rifle (+6), 

Costume pockets contain useful 

components to create weapons. 

Vertigo (Marauders, Savage Land 

Mutates): Sh e induces sensations of 

vertigo, including dizziness, nausea, and 

possibly unconsciousness in some victims 

from loss of balance . ABILITIES: Int: 2, 

Str: 2, Agi: 2, Spd: 2, Dur: 3; ACTIONS: 

Close Combat: 2 (Agility Bonus), 

Ranged Combat: 1, Vertigo: 5 (Attack vs. 

Durability; 2x Damage, subtracted by 

targets from red s tones of energy 

from actions or defense first, not white 

stones. Speed reduced by 1 per stone 

of attack, even if no damage. Area effect 

vs. any in front of h er, Range = 2), 

Social Skills: 3; MODIFIERS: Reflexive 

Dodge: (+l). 

Electric Eve (Morlocks): She can 

Absorb / Reflect electrical energy, 

and her eyes glow when using her 

power. ABILITIES: Int: 2, Str: 2, 

Agi: 2, Spd: 2, Dur: 3; ACTIONS: Close 

Combat: 2 (Agility Bonus), Absorption / 

Reflection of Electricity: 7; MODIFIERS: 

Can be "shorted out" if drenched 

with water. 

Erg (Morlocks): He can absorb energy 

and reflect it vi.a his "electric eye." 

ABILITIES: Int: 2, Str: 2, Agi: 2, Spd: 2, 

Dur: 3; ACTIONS: Energy Absorption/ 

Reflection: 6 (Energy released as 

e lectricity), Close Combat: 2 (Strength 

Bonus) Social Skills : l; MODIFIERS: 
Electric Eye: (+l), as Targeting. 

Hemingway (Morlocks): also Close 

Fighter. 

Marrow (Morlocl<s, Weapon X): Also 

Ranged Fighter; see profile. 

Vessel (Morlocks): A Morlock and a 

sunrivor-type. He has an Improved Energy 

(Psi) Drain at 7. ABILITIES: Int: 2, Str: 5, 

Agi: 2, Spd: 2, Dur: 3; ACTIONS: 

Improved Drain Energy: 7, Close Combat 

4 (Strength Bonus), Social Skills: 1. 

Bonebreaker (Reavers): A Reaver v.rith a 

motorized tartk chassis, equipped with 

weaponry as Powered Armor. Only 4'6", 

but weighs in at over 400 lbs. 

ABILITIES: Int: 2, Str: 5 Agi: 2, Spd: 3, 

Dur: 5; ACTION S: Close Combat: 5 

(Strength Bonus), Ranged Combat: 6, 

Social Skills: 1; MODIFIERS: Targeting: 

( + 1), Toughness: ( +4), in tartk chassis 

only; EQUIPMENT: Numerous 

cybernetic enhancements at GM 

discretion (see powered armor in the 

Ga.me Guide for ideas), Anti-Aircraft 

Missiles (+5), H eavy Machine Gun (+4), 

2x Damage (can be interchanged with 

other weaponry). NOTE: His lower 

body is a detachable tartk chassis, which 

he can abandon if he needs. 

Donald Pierce (Reavers): Also Close 

Fighter. 

Skull buster (Reavers): He is a cybernetic 

marksman, highly skilled, armed and 

extremely dangerous. ABILITIES: Int: 2 

Str: 2 Agi: 2, Spd: 2, Dur: 4; ACTION£ 

Kicking: 4 (Strength Bonus), Range,­

Combat: 6; MODIFIERS: Toughnes, 

(+2), Lower legs enhanced for kicking 

(+2); E Q U IPMENT: Body Armo· 

Defense ( +2), Automatic Rifle: (--. 

Grenade Launchers : ( +4). 



Cole, Mason, Reese (Reavers) : Wade 

Cole, Angelo Macon, Murray Reese are all 

Reavers. CybemeticaJly enhanced, w ell 

equipped with built-in weapons, 

mcluding rocket launchers. ABILITIES: 

nt: 2, Str: 2 Agi: 5, Spd: 2, Dur: 3; 

.\CTIONS: Close Combat: 5, (Strength 

Bonus) Ranged Combat: 5; MODIFIERS: 

-oughness: (+2), Targeting: (+2); 

EQUIPMENT: Body Armor: Defense (+2), 

:nfrared Scanners (as Enhanced Vision): 

4), infrared, Rocket Packs (Flight: 3), 

ther cybernetic enhancements and 

·eapons at GM discretion (see powered 

armor in the Game Guide for ideas), Anti­

.\ircraft Missiles ( +5), Heavy Machine 

Gun (+4, 2x Damage). 

Cylla (Sl<ullbuster II) (Reavers ): Also 

..:Jose Fighter. 

SCOUTS 

Gargouille (Acolytes): She is gargoyle­

.:ike entity with talons, horns, leathery 

·ings and h yper-keen sen ses . 

~BILITIES: Int: 2, Str: 5, Agi: 5, Spd: 3, 

:::>ur: 3; ACTIONS: Hw1ting/Tracking: 4, 

!."tight: 4, Close Combat: 2 (Strength 

Bonus), Social Skills: 1; MODIFIERS: 

~eflexive Dodge: (+2), Animal Senses: 

5), Talon/Horn: (+2). 

ance (Acolytes): A human spy coerced 

nto joining the Acolytes. ABILITIES: 
'lt: 2, Str: 2, Agi: 2, Spd: 2, Dur: 2; 

.\CTIONS: Black Ops: 5, Close Combat: 

(Agility Bonus), Social Skills: 4; 

'>CODIFIERS: Reflexive Dodge: ( + 1). 

eophyte (Acolytes): H e is a young 

"viss mutant who can Phase Shift. It 

as h e who betrayed the Acolytes to the 

-Yien. ABILITIES: Int 2, Str: 2, Agi: 2, 

-.pd: 2, Dur: 3; ACTIONS: Close 

:ombat: 2 (Agility Bonus) Phase Shift: 6, 

~al Skills: 3 . 

Scanner (Acolytes): Also Support. A 

elepath who can take on e lectrical form 

ke Phase Shift). ABILITIES: Int: 2, Str: 2, 

gi: 2, Spd: 2, Dur: 3; ACTIONS: Close 

_,,mbat: 2 (Agility Bonus), Telepathy: 4 

Telepathic Communkations, Mental 

Its), Electro-Transitional Shift (as Phase 

'-hi-ft): 5, Flight: 10 (only while ETS), 

xial Skills: 2; MODIFIERS: Sen se 

utants: (3), Enhanced Vision: (3) (See 

,tral), Mental Defense : ( +4), Reflexive 

-xige: (+2). 

Spoor (Acolytes): He's a feral mutant 

with shaggy brown fur. A born hunter with 

the power to exude pheromones. 

ABILITIES: Int: 2, Str: 5, Agi: 4, 

Spd: 3, Dur: 4; ACTIONS: Hunting / 

Tracking: 5, Pheromones (to delude, affect 

emotions): 4, Oose Combat: 4 (Str. Bonus), 

Social Skills: 1; MODIFIERS: Toughness: 

(+l), Reflexive Dodge: (+1), Animal Senses: 

(5), Oaws: (+I). 

Mystique (Brotherhood): See profile in 

Game Guide. 

Friedrich von Roehm (Hellfire Club): 

Black Rook. He can transform himself into 

a wolf. He has many occult and jewelry 

industry contacts, and is very smart. 

ABILITIES: Int: 3 / 1, Str: 2 /3, Agi: 2 /3, 

Spd: 2/3, Dur: 3/4; ACTIONS: C lose 

Combat: 3 / 5 (Strength Bonus), Business 

Skills: 5 (Gems/Jewelry), Social Skills: 

5 / 1; MODIFIERS: Wealth: (6), Transform 

Self (into wolf), Animal Senses: (3 only as 

a wolf), Claws / Fangs: (+l). 

Trevor Fitzroy (Hellfire Club}: H is name 

means "king's son," a sardonic refere nce 

(since he's the bastard son of Anthony 

Shaw, Black King in an alternate 

timeline). H e can drain life energy 

and use it to open time / space portals, 

which is how he got here, followed 

b y the X-Man, Bishop. ABILITIES: 

Int: 3, Str: 2 / 5*, Agi: 2, Spd: 2, 

Dur: 3; ACTIONS: Drain Energy: 7 

(Range 2,), Close Combat: 6, (Strength 

Bonus ), Chronomnnci;: 7 (open portals 

in time and space; w h e re he winds 

up is largely at GM discretion), Social 

Skills: 4; MODIFIERS: Targeting : (+ l), 

Reflexive Dodge: ( + 1), Wealth: (S); 

*EQUIPMENT: Omn.ium-Mesh Body 

Armor, Defense (+2): Invisibility at will, 

Action # 5, Increases Strength b y 3 

(but not to above 10). NOTE: He's 

layin g groundwork to combine Actions 

into " Mas tery of Time." 

Wolverine/Death IV (X-Men, Horsemen): 
also C lose Fighter; see profile in Game 

Guide. 

Sabretooth (Marauders, Brotherhood): 

Also Close Fighter; see profile in the 

Game Guide. 

Gambit (Marauders, X-Men): A lso 

Ranged Fighter; see the profile in the 

Game G uide. 

Callisto (Morlocks): Also Support, Close 

Fighter; see profile. 

Feral (Morlocl<s, X-Force}: Also Close 

Fighter. 

Trader (Morlocl<s): A former member of 

the Chicago Board of Trade, he can blend 

into shadows, walls, etc. He swore 

revenge agains t the man who wunasked 

him a s a mutant. ABILITIES: Int: 3, 

Str: 2, Agi: 2, Spd: 2, Dur: 3; ACTIONS: 

Invisibility: 4 (clouds the retinas o f those 

w ho look toward him), Close Combat: 2 

(Strength Bonus), Business Skills (Stock 

Trading): 4, Social Skills : 4. 

Gaza (Savage Land Mutates): H e is 

blind, but can "see" through second 

s ight. ABILITIES: Int: 2, Str: 3, Agi : 2, 

Spd: 2, Dur: 3; ACTIONS: Close 

Combat: 2 (Strength Bonus), Social 

Skills: 1; MODIFIERS: Mental Defense: 

(+5 ), Enhanced "Vis ion" : (8), s econd 

sight, see through illusions . 

Lupo (Savage Land Mutates): He can 

summon and control mammalian 

carnivores, especially w olves. 

ABILITIES: Int: 2, Str: 2, Agi: 3, Spd: 3, 

Dur: 3; ACTIONS: H unting/Tracking: 3, 

Close Combat: 2 (Strength Bonus), Social 

Skills: 2; MODIFIERS: Reflexive Dodge: 

(+l), Animal Senses: (2), Claws/Fangs: 

( + 1 ), Infrared Vision: ( +4). 

MASTERS 

Rusty Collins (Acolytes): He is a Master of 

Fire and ex-navy vet who was imprisoned 

for accidentally burning a woman. He once 

was a New Mutant. ABILITIES: Int: 2, 

Str: 2, Agi: 2, Spd: 2, Dur: 3; ACTIONS: 
Oose Combat: 3 (Strength Bonus), Mastery 

of Fire: 6 (Immune to e ffects, Create / 

manipulate, Fire Blast, 2x Damage), 

Flight: 6, Social Skills: 4. 

Katu (Acolytes): He has b ionic arms and 

can manipulate the weather. He can also 

absorb and reflect kinetic and 

e lectrom agnetic energy. ABILITIES: 
Int: 2, S tr: 6, Agi: 2, S pd: 2, Dur: 3; 

ACTIONS: Close Combat: 2 (Strength 

Bonus), Absorb/Reflect Energy: 5, 
Mas tery of Weather: 4 (Immunity, 

Create/ manipulate / affect weather, 

Force Blast, 2x D amag e), Social Skills: 2; 

MODIFIERS: Bionic Anns (Strength = 

6), Toughness: (+l). 



Projector (Acolytes): He is a Master of 

Light w ho can use Telekinesis to give his 

forms "substance." A BILITIES: Int: 2, 

Str: 2, Agi: 2, Spd: 2, Dur: 3; ACTION S: 

Oose Combat: 2 (Strength Bonus) 

Master of Light: 6 (Create / manipulate 

tight, make objects with physical effects 

as per Telekinesis, at Action Number), 

shape tight into ramps, spheres, etc., 

Force Blast), Social Skills: 2 . 

Pyro (Brotherhood): Master of Fire; see 

profile. 

Selene (Hellfire Club): Black Queen. 

Selene's powers derive fron1 mutation, 

but she u ses the forms and spells of a 

Sorceress. She is not affected b y old age 

thanks to her power to drain the I iie 
energies of others. ABILIT IES: Int: 3, Str: 

6, Agi: 2, Spd: 4, Dur: 4; ACTION S: 

Improved Drain Energy: 7, Mes merism: 

7 (Project Thought/ Control Others, 

Mental Bolts, Edit M e mories), 

Telekinesis: 7, Mastery of Magic 4, 

Sorcery: 7, Close Combat: 3 (Strength 

Bonus), Te chnology: 3, Black Ops : 6, 

Social Skills: 6 (Manipulation, 

Seduction); M ODIFIERS: Toughness: 

(+1), Mental Defense: (+7), Wealth: (8), 

Immortality. 

Sunspot (Hellfire Club, X-Men): See 

profile. 

Arclight {Marauders): She is a Master of 

Vibration (like Avalanche) and also 

packs a powerful punch. ABILITIES: 

Int: 2, Str: 7, Agi: 2, Spd: 2, Dur: 4; 

ACTIONS: Master of Vibrations: 7 

(Immune to her own e ffects, 

Creation/Manipulation, 2x Damage, 

collatera l damage, Area Effect, can only 

affect inanimate objects), Oose Combat: 

4 (Streng th Bonus), Ranged Combat: 2, 

Social Skills : 2; MOD IFIERS : 
Toughness: ( +2). 

Polaris (Marauders, X-Men, Brotherhood): 

Mastery of Magnetis m. Possessed by 

Malice, s he was acting a gainst her will 

when working with the Marauders; 

see profile. 

Zaladane (Savage Land Mutates): 

Sorceress Queen of the Sun People and 

Hig h Priestess of Garokk, sh e is very 

beau tiful-and quite mad for power. 

Not originally from Savage Land. 

ABILITIES: Int: 3, Str: 6, Agi: 2, Spd: 2, 

Dur: 4; ACTIONS: Mastery of Magic: 3, 

Sorcery: 6, Technology: 5, Close Combat: 

5 (Strength Bonus), Hunting and 

Tracking: 2, Social Skills: 5; 

MODIFIERS: Toughness: (+2), High 

Priestess of Garokk: May call on him to 

appear in phy sical form (but cannot 

make him do her bidding, though she 

desires that), at GM discretion; 

EQU IPMENT: Pterodactyl mou nt, 

endless numbers of Su n People, 

if appropriate. 

Blowhard (Morlocks): He can create and 

manipulate winds, using a pipe for 

focus. ABILITIES: Int: 2, Str: 5, Agi: 2, 

Spd: 2, Dur: 4; A CT IONS: Close 

Combat: 3 (Strength Bonus), Master Of 

Wind: 6 (Immune to effects, Create / 

Manipulate, Wind Blast: Area Attack); 

M ODIFIERS: Toughness: (+1); 

EQUIPMENT: Pipe: (+l) to any air­

related effect. 

SUPPORT 

Fabian Cortez {Acolytes): See p rofile. 

Anne-Marie Cortez (Acolytes): A telepath 

who is empathic and can control others. 

ABILITIES : Int: 2, Str: 2, Agi: 2, Spd: 2, 

Dur: 3; ACTIONS: Telepathy: 5 (Control 

minds, Empathy), Close Combat: 2 

(Strength Bonus), Social Skills: 3; 

M ODIFIERS: Mental Defense: (5). 

Exodus {Acolytes): Also Close & Ranged 

Fighter; see profile . 

Milan {Acolytes): He can convert 

thought t o electromagnetic s ignals 

("Electropathy") to communicate 

directly with computers, tap into the 

thoug hts and memories of others, 

recording them as electronic info. 

Also Close Combat. A BILITIES : Int: 2, 

Str: 2, Agi: 2, Spd: 2, Dur: 3; ACTIONS: 

C lose Combat: 2 (Intelligence Bonus), 

Electropathy (as Biocomputing): 5, 

Computers: 5, Telepathy: 5 (Read Minds, 

Special res triction: can only project 

thoughts onto screens/ other media), 

Social Skills: 3; MODIFIERS: Mental 

Defense: (5). 

Orator (Acolytes): He is a blu e, gaunt­

faced empath w ho can sen se and 

manipulate the e motions of others. 

"Friends, mutants, countrymen, lend me 

your ears . . . " ABILITIES: Int: 2, 

Str: 2, A g i: 2, Spd: 2, Dur: 3; A CTIONS: 

Close Combat: 2 (Agility Bonus) 

Telepathy: 6 (Empath y, project/ enhance 

emotions, Area Effect), Social Skills: 5. 

Scanner (Acolytes): Also Scout. Can 

Sense Mutants. 

Skids (Acolytes, Morlocks): Abused and 

abandoned, she joined the Morlocks and, 

eventually, the Acolytes. She can (and 

usually does) sunound h e rself w i th a 

powerful Force Field. ABILITIES: Int: 2, 

Str: 2, Agi: 2, Spd: 3, Dur: 3; ACTIONS: 

O ose Com.bat: 2 (Speed Bonus), Force 

Field: 7 (stones are free, can't be used to 

attack, but can protect others), Skating: 4 

(via Force Field), Social Skills: 4; 

MODIFIERS: Reflexive Dodge: (+l). 

Amelia C. Voght (Acolytes): She can 

teleport via astral mist, traveling 

through p sychic plane. A BILITIES: 

Int: 2, Str: 2, Agi: 2, Spd: 2, Dur: 3; 

ACTIO N S: Close Combat: 2 (Strength 

Bonus), Transubstantiation (as Teleport): 

8 (appears as mist while in transit), 

Force Blast/Touch: 8 (Attack vs. 

Intelligence, knocks out victim 1 Panel 

for each stone that gets through, 

Can only do so while in Mist form), 

Social Skills: 2; M ODIFIERS: Reflexive 

Dodge: (+l ). 

Emma Frost (Hellfire Club): Telepath}~ 

See profile. 

Selene (Hellfire Club): Also Mastery 

(Sorcery). Black Queen. 

Mastermind (Hellfire Club, Brotherhood): 

He is a te lepath and a wannabe Hellfire 

Club member. Failed membership test 

for Inner Circle. ABILITIES: Int: 2, Str: 2 

Agi: 2, Spd: 2, Dur: 3; ACTIONS: 
Telepathy: 7 (Illusions only) Close 

Combat: 1, Black Ops: 5, Social Skills: 7 

M ODIFIERS: Wealth: (5), Menta 

Defense: (+7). 

Archangel (Horsemen): See also Close & 

Ranged Fighter and profile. Flight. 

Deathbird {Horsemen): Also C lose & 

Ranged Fighter. Flig ht. 

Malice (Marauders): In her true £om, 

she is pure psionic energy. She ca.­

possess anotl1er (victin1 knows but can 

resist) and use her v ictim's power" 

A BILITIES: Int: 3, Str: 1, Agi: 1, Spd: ::_ 

Dur: 3; ACTION S : Telepathy: 

(Intelligence Bonus, Possess Minds 



-'ocial Skills: 4; MODIFIERS: Physical 

:nvulnerability (but only w hen she is not 

--urrently possessing a victim); 

EQUIPMENT: Anyone she possesses 

.?"ets a band (composed of psionic 

mergy) around his or her neck with a 

;:ameo in the center. 

Scalphunter (Marauders): Also Ranged 

Combat. Leadership. 

Beautiful Dreamer (Morlocks): Dressed 

like a '20s flapper, she has the power to 

alter memories, via cigarette smoke. 

ABILITIES: Int: 2, Str: 2, Agi: 2, Spd: 2, 

Dur: 3; ACTIONS: Close Combat: 3 

(Agility Bonus), Telepath y : 6 (Edit 

Memories, Alter Loyalties, some form of 

smoke necessary for power) Social Skills: 2; 

MODIFIERS: Mental Defense: (+6); 

EQUIPMENT: Cigarettes, Lighter. 

Gateway (Reavers, X-Men): Teleportation 

(coerced into aiding the Reavers); see 

profile. 

Pretty Boy (Reavers): He can reach right 

into a man's brain and alter memories / 

control minds (as Telepathy, but via 

machine). Can do the same with all 

computers, robots, etc. ABILITIES: Int: 

2, Str: 3 Agi: 3, Spd: 2, Dur: 5; ACTIONS: 

Close Combat: 4 (Strength Bonus), 

Scrambler (Marauders): Also Close Caliban (Morlocks, Horsemen): Also Ranged Combat: 4, Social Skills: 3; 

.=-ighter. Disruption of machinery. Close Fighter. Sense Mutants. MODIFIERS: Cybermorphics: (6), fiber-

.\nnalee (Morlocks) : A matron w ho 

"rojects her emotions on others. Not a 

:ombatant, but a caretaker and a 

..,rotector. ABILITIES: Int: 2, Str: 1, Agi: 

, Spd: 2, Dur: 2; ACTIONS: Te le pa thy: 6 
Intelligence Bonus, Project Emotions), 

Oose Combat: 1 (Agility Bonus), 

Childcare: 5, Socia l Skills: 2; 

\,fODIFIERS: Menta l Defense: (+6). 

'JOTE: She often h as Morlock child ren 

,round, especially Leech. 

Artie (Morlocks): He is merely a child, 

but his mutation has manifested itself 

earlier than usual. ABILITIES: Int: 2, 

-.tr: 2, Agi: 2, Spd: 2, Dur: 2; ACTIONS: 

Telepathy: 3 (Intelligen ce Bonus, 

llusion s, Create links, Mental Bolts), 

Oose Combat: 2 (Strength Bonus), Social 

::ikills: 3; MODIFIERS: Can't speak, uses 

llusions t o create images for 

communications, eyes often g low w hen 

J.Sing power. 

optic filaments, as telepathic attack, that 

Callisto (Morlocks): Also Scout, Close reach directly into v ictim's brain, 

Fighte r; see profile. Leadership. 

Healer (Morlocl<s) : He can heal the 

injU1ies of others, but only at a cost to 

himself. ABILITIES: Int: 2, Str: 2, Agi: 2, 

Spd: 2, Dur: 2; ACTIONS: Close 

Combat: 2 (Strength Bonus), H ealing: 8 

(Lose 1 white s tone to heal 2 w hite stones 

of others), Social Skills: 4; MODIFIERS: 

Toughness: ( +4), Healing Factor. 

Leech (Morlocks): Can suppress super 

powers within about 10 yard s . His skin 

is a v ivid shade of green. H e is a friend 

and protector of Annalee . ABILITIES: 
Int: 2, Str: 2, Agi: 2, Spd: 2, Dur: 2; 

ACTIONS: Close C ombat: 1 (Agility 

Bonus), Social Skills: 1; MODIFIERS: 

Suppress Mutant Powers: (3). 

Masque (Morlocks): He was of the 

founders of Callisto's Morlocks and 

briefly their le ader. Of gray, 

misshapen appearance 

hirnself, h e can permanently 

Shape Shift o thers, but not 

himself. F aces are a 

specialty. ABILITIES: Int: 2, 

Str: 2, Agi: 2, Spd: 2, Dur: 3; 

ACTIONS: Shape Shifting: 

6 (others only), Close 

Combat: 2 (Strength Bonus), 

Leadership: 2. 

Postman (Morlocks): A 

altering personality to w hatever h e 

desires; insinuate himself into computer 

networks / telepho n e lines, allowing him 
to see w hat's at the other end; 

EQUIPMENT: N umerou s cybernetic 

enhancements allowing him to do 

" normal" tasks, can "clip on" Mission­

specific devices at need. (See Powered 

Armor in the Game Guide.) Submachine 

gun (+3), but he doesn't always carry 

a w eapon. 

Brainchild (Savage Land Mutates): A 

"beneficiary" of Magneto's Genetic 

Exp e rimentation, he has a computer-like 

Intelligence. ABILITIES: Int: 7, Str: 1, 

Agi: 1, Spd: 1, Dur: 2; ACTIONS: Bio­

Computing: 5 (no computer interface), 

Genetic Engineering: 5, Technology: 5, 

Close Combat: 1 (Strength Bonus), 

Leadership: 4, Social Skills: 4 

(Brain washing). 

Equilibrius (Savage Land Mutates): A 

Mutate whose h ypnotic eyes can induce 

a state of vertigo. ABILITIES: Int: 2, 

Str: 2, Agi: 2, Spd: 2, Dur: 3; ACTIONS: 

Close Combat: 2 (Strength Bonus), Social 

Skills: 1, Disorientation: 5 (Attacks vs. 

Intelligence to incapacitate 1 Panel per 

stone that gets through , Requires eye 

contact; R ange = l); MODIFIERS: 
Mental D efense: 5. 

Leash (Savage Land Mutates): A mutate, 

limited telepath w h o can she can trap a person's soul and astral 

edit or er ase m emories. form! ABILITIES: Int: 2, Str: 2, 

ABILITIES: Int: 2, Str: 2, Agi: 2, Spd: 2, Dur: 3; ACTIONS: 
Agi: 2, Spd: 2, Dur: 3; Leash: 7 (Attack vs. Intelligence, 

ACTIONS: Close Combat: 2 

(Strength Bonus), Telepathy: 

6 (Edit/ erase memories), 

Postal System: 5, Social 

SkilJ s: 4; MODIFIERS: 
wears g lasses, nearsighted. 

if Leash wins, your astral self is trapped 

and you are in her thrall; i f she fails 

sh e is unde r the target's control), 

C lose Combat: 2 (Strength Bonus), 

Social Skills: 3; MODIFIERS: 
Mental Defense : (+7). 



Lorelei (Savage Land Mutates): She can 

transfix men with her voice and hold 

them in thrall. A BILIT IES: Int: 2, Str: 2, 

Agi: 2, Spd: 2, Dur: 3; ACTIONS: 

Hypersonic Control: 6 (Attack vs. 

Intelligence which affects the sexual 

drives of males, completely paralyzing 

them for 1 Panel per stone that gets 

through. She focuses this power through 

singing. Females are iinmune). Close 

Combat: 2 (Agility Bonus), Social Skills: 

3; M O DIFIERS: Reflexive Dodge: (+ l ). 

INFLUENCE 

Trader: Also Scou t. An up-and-corning 

stockbroker until "outed" by an 

unscrupulous co-worker. 

Emmanuel Dacosta {Hellfire Club): A 

man of wealth, influence and excellent 

connections, but with no known n.1.utant 

powers. ABILITIES: Int: 4, Str: 2, Agi: 2, 

Spd: 2, Dur: 2; ACTIONS: C lose 

Combat: 1 (Agility Bonus ), Bus iness 

Skills: 8, Social Skills: 7; M ODIFIERS: 

Wealth: (8). 

Trevor Fitzroy (Hellfire Club): Also Scout. 

Selene (Hellfire Club): Also Master. 

Sebastian Shaw (Hellfire Club): Also 

Close Fighter. 

Shinobi Shaw (Hellfire Club): Also Close 

Fighter. 

Friedrich von Roehm (Hellfire Club): 

Also Scout. 

OTHER 

Kamal (Acolytes): He can absorb the 

physical properties of any solid object 
that he touches. A BILITIES: Int: 2, Str: 2, 

Agi: 2, Spd: 2, Dur: 3; ACTIONS: 

Close Combat: 2 (Strength Bonus), 

Social Skills: 2; M ODIFIERS: Transform 

Self by Touch (limited to 6 stones 

of effect). 

Rem-Ram (Acolytes): He can influence 

dreams and can make an opponent face 

his worst fears. ABILITIES: Int: 2, Str: 2, 

Agi: 2, Spd: 2, Dur: 3; ACTIO NS: Close 

Combat: 2 (Strength Bonus ), Master of 

Elements/Dreams: 6 (Immune to Dream 

Effects, Create/ Manipulate Dreams, 

Force one to confront wors e fears in 

dreams. This gives a Bonus in subsequent 

battles with the victim), Social Skills: 4. 

Piper (Morlocks): A Morlock who can 

Control Animals, such as rats, alligators, 

etc. (using flute). A BILITIES: Int: 2, Str: 

2, Agi: 2, Spd: 2, Dur: 3; A CTION S: 
Summon and Control Animals: 6 (call and 

control up to 6 stones of beasts, most 

likely rats and alligators in the sewers). 

Close Combat: 2 (Strength Bonus), Flute 

playing: 5, Social Skills: 2; EQ UIPMENT: 

Flute (necessary to focus power). 

Amphibius (Savage Land Mutates): Also 

Close Fighter. Can command aquatic 

creatures. 

Piper (Savage Land Mutates}: He is a 

Mutate who cannot speak, but can call 

and control beasts with his pipe p laying. 

ABILITIES: Int: 2, Str: 2, Agi: 2, Spd: 2, 

Dur: 3; ACT IONS: Close Combat: 2 

(Strength Bonus), Summon and Control 

Animals: 6 (He can summon 6 stones 

of beasts to do his bidding), 

Hunting / Tracking: 3, Social Skills: 2; 

MODIFIERS : Mute; EQ U IPMEN T: 

Pipes (necessary to focus power). 

TEAM DESCRIPTIONS 

The following pages provide the make­
ups of eight of the X-Men's deadliest 

enemies. Each team is profiled in terms 

of their eight basic attributes. While 

these descriptions can' t possibly 

represent the entire history of 

the teams, they do tell you everything 

you need to know in order to field 

believable and dangerous adversaries 

for your players. 

After the attributes, we provide a 

complete roster of members, along with 

the positions they play on the team. Not 

everybody who's on the list was on the 

team at the same time. You should feel 

free to pick and choose the team 

members you want. If you're setting 

your campaign in a particular era of 

Marvel history, you may want to 

recreate the specific membership of a 

particular team. For instance, if you 

want the post-Morlock Massacre period 

of the Horseman of the Apocalypse, then 

Archangel would be Death. Of course, 

then Archangel wouldn't be a member 

of the X-Men. (You' ll see a number of 

characters that are listed as having been 

on more than one team at various times 

in their careers. That's jus t the nature of 

the business; super-power types tend to 

bounce from job to job.) 

But you can also just use these team 

make-ups as guides to create your own 

team . Want a team that's like the 

Marauders but made up only of 

Cyborgs? Then look at both the 

Marauders and the Reavers. Read up on 

their attributes and choose the ones that 

feel right for your new team. Examine 

their membership, and then use that 

knowledge to decide who should be on 

your team. 

When you're done looking at these 

teams, be sure to check out the next part 

of this section, where we take you 

through the process of creating an 

entirely new team, the Wolves. 

THE ACOLYTES 
1. Background: An all-mutant group that 

is generally following orders o f 

Magneto, Exodus or Fabian Cortez. 

They've been based on Avalon, or in 

Genosha once Magneto took conb·ol 

although specific missions can take 

them anywhere. 

2. Basic Motivations: They, like their 

founder and official leader, Magne to, 

are generally anti-human. They may 

or may not be hostile to other mutants, 

depending on the circumstances. 

They just want to survive, but are 

willing to operate against humans o r 

other mutants to protect themselv~ 

or further their anti-human agenda 

When Magneto is not around, the~ 

indulge in a considerable amount m 
intrigue-anything from Fabiar, 

Cortez plotting to usurp control w 
Exodus masquerading as Magneto. 

3. Composition: They are mutants with . 

wide assortment of powers. However 

they have a shortage of non-telepathi 

Support and no known healers at all. 

4. Size: They are likely to be founi;. 

in balanced multi- talented tea= 

approximately the size of the player­

group. 

5. Power: They are likely to be fairl 

powerful, a fair match for the player' 

(especially if Exodu s and / or Magnet 
are around). 

6.Attitudes toward the p l ayer< 

Depends very much on whether the, 
have a bone to p ick with any 

the players and how the p layer 

treat them. Some of the X-Men's be 
friends-and worst enemies-
have been or become Acoly te!' 

Many Acolytes felt a kinship to ti-,. 

X-Men, and would have glad} 



welcomed the X-!Vlen into their 

ranks .. . if they gave up their hope for 

peace a n d realized Magneto's way 

was the right way. But if you're not 

a mutant of any sort, they may leave 

you to die, but they won't actually kill 

except in "emergencies." 

-. Fighting S tyle: They are dedicated 

and well coordinated. 

S. If the Team defeats the Party: They 

,vill only kill their enemies in 

retribu tion. They have been known to 

take prisoners given the opportunity. 

ROSTER 
• Barnacle (Close Fighter) 

• Cargill (Close Fighter) 

• Chrome (C lose Fighter) 

• Rusty Collins (Master of Fire) 

• Colossus (Close Fighter) 

• Anne-Marie Cortez (Support) 

• Fabian Cortez (Support) 

• Decay (Close Fighter) 

• Delgado (Close Fighter) 

• Exodus (Close & Ranged Fighter, 

Suppor t) 

• Gargouille (Scout) 

• Javitz (Close Fighter) 

• Kamal (Other) 

• Katu (Master of Weather) 

• Kleinstock Brothers (Ranged Fighters) 

• Melloncamp (Close Fighter) 

• Milan (Support) 

• Nance (Scout) 

• Neophyte (Scout) 

• Orator (Suppor t ) 

• Projector ( Master of Light) 

• Rem-Ram COt her) 

• Scanner (Scout, Support) 

• Senyaka (Close Fighter) 

• Skids (Support>, also Morlocks 

• Spoor (Scout) 

• Static (Ranged Fighter) 

• Unuscione (C lose Fighter) 

• Vindaloo ( Ranged Fighter) 

• Amelia C. Voght (Support) 

THE BROTHERHOOD 
OF EVIL MUTANTS 
•. Background: They are everything the 

X-Men are not. These mutants are 

terrorists, murderers and extortionists, 

and they may be on either or both 

sides of the law. They have been led by 

Magneto, their fow1.der, but also by 

others, including Mystique. 

~ Basic M otivations: Their goal is 

anything which b enefits mutants at 

whatever cost necessary, especially 

human lives. Disillusioned by their 

master's callous treatment, some of 

them may be rebe llious at times. 

3. Composition : A multi- talent team, 

with an assortment of powers. 

4. Size: They usually hang out in groups 

of fou r or more, but two-man teams 

are common. 

5. Powe r: Magneto 

Sabretooth is a 

is deadly, and 

dead match for 

Wolverine, but the others aren't quite 

up to tl, e X-Men in power. Mystique's 

shape-shifting ability is formidable. 

6 . Attitudes toward the play ers: They 

tend to feel that if you're not with 

tl1.em, you're against them, and they 

attack accordingly. Sometimes, in 

emergencies, the Brotherhood has 

cooperated with other groups. 

7. Fighting Style: They are old hands 

and coordinate well. At the same time, 

they aren' t as powerful as the X-Men, 

so they tend to go abou t things in a 

more clandestine manner, using 

ambush, infiltration, assassination, etc. 

8. If the Team defeats the Party: They 

are more likely to kidnap a knocked­

out mutant hero or leave him there 

than kill him. Humans, on the other 

hand, may be dead meat. 

ROSTER 
• Avalanche (Ranged Fighter ) 

• Blob (Close Fighter) 

• Mastermind (Support) 

• Mystique (Scout) 

• Pyro (Master of Fire) 

• Quicl<silver (Seoul) 

• Sabretooth (Close Fighter/Scout), also, 

Marauders 

• Sauron (Close Fighter/Support) 

• Scarlet Witch (Support) 

• Toad (Close Fighter/Ranged Fighter ) 

THE HELL FIRE CLUB 
l . Back ground : A large, secret and long­

s tanding society that dominates world 

events and has done so for many 

generations, long before the 

emergence of mutantkind. Cl.urently 

led by a clique of elite mutants headed 

b y the extremely powerful mutant 

Sorceress, Selene, who rules as Black 

Queen. Only the Inner Circle knows 

any of this, though. Most members 

(most of w hom are not mutants) think 
of the Hellfire Club as merely a highly 

exclusive club of the power elite, with 

all the trimmings (exquisit e club 

locations and offices, invitation-only 

s tar-studded events, etc.). 

2. Bas ic M o tivatio n s : Their consuming 

objective is to acquire wealth and 

political power and to maintain thei r 

domination o f world events, all strictly 

behind the scenes. 

3. Composition: The Inner Circle are 

mostly n1.utants of exotic variety, with 

powerful mental skills and a nmnber 

of unconventional physical powers. 

For most of their tasks, though, they 

hire normal human foot soldiers. 

4. Size : If the group consists of only lnner 

Circle members, it would usu ally be a 

smaller grou p than the p layers. (There are 

only up to 8 Inner C ircle members at any 

one time, but they're u sually not in the 

same place.) There m ay be an Inner Circle 

member accompanied by a group of foot 

soldiers, usually of greater number than 

the party. If it is merely foot so\cliers, they 

may outnumber the players by quite a bit 

(and may be armed with special 

equipment for their own Missions). 

5. Power: The players should be very 

wary of taking on Inner Circle members. 

They can be very formidable indeed. 

6. Attitudes toward the players: Th ey 

will ignore or avoid the p layers unless 

they have specific business with them 

or i t happens to sui t them. If 

approached, they will be polite, but 

guarded. Beware dealing with them: 

they can be untrustworthy. T h ey 

regard groups such as the X-Men not 

necessarily as enemies, but as fools. 

7. F i ghting Style: In spite of the fact that 

they are frequently rivals and are 

jealous of each others' power, they can 

work together at need. Mostly, though 

they fight as individuals, often 

attempting a ruse or an elaborate plan 

rather than a direct confrontation. 

8. If the Tea m defeats the P arty: They 

will probably not kill or rob 

unconscious players unless that is part 

of their own Mission. They are not 

above abduction for nefarious reason s 

(including as part of an " Inner Circle 

entrance exam"). The Hellfire Club is 

not known for being bloodthirs ty, but 

they can be very callous. 

ROSTE R 
• Emmanuel Dacosta (Influence) White 

Rook 

• Roberto Dacosta (Sunspot) (Master 

of Solar Energy) Black Rook 

• Trevor Fitzroy (Scout/I nfluence) 

• Emma Frost (Close Fighter/Support/ 

Influence) White Queen 

• Harry Leland ( Ranged 

Fighter/I nfluence) Black B ishop 

• Mastermind (Suppor t) 

• Donald Pierce (Ranged Fighter) White 

Bishop, also Reavers 

• Selene ( Mast er of Magic/Support/ 



Influence) Black Queen 

• Sebastian Shaw (Close Fighter/ 

Influence) Black l<ing 

• Shinobi Shaw (Close Fighter) Black 

l<ing (temporarily) 

• Friedrich von Roehm (Scout/I nfluence) 

Black Rook 

THE HORSEMEN OF 
THE APOCALYPSE 
1. Background: The Four Horsemen of 

the Apocalypse are a team of four 

mutants representing the ills of mankind 

(Death, Famine, War and Pestilence). 

The Horsemen were given a bargain by 

Apocalypse: powers and enhancement 

in return for servitude. Apocalypse uses 

his Horsemen to destroy all mutants 

deemed unworthy of survival. 

2. Basic M otivations: Apocalypse wants 

to dominate the Earth and also 

believes that the strong will eventually 

destroy the unworthy. 

3 . Composition: This group consists of 

Apocalypse and his four horsemen: 

Pestilence, War, Death, and Famine, 

whoever those happen to be at the 

time. A multi-talent team with exotic 

combat-oriented super powers. 

4. Size: lVIay appear all at once, in pairs 

or individually. Apocalypse himself 

may be present. There are (usually) 

four at any one time. 

5. Power: If Apocalypse is there, 

disci:etion may be the better part of 

valor. The players will usually be able 

to handle the Horsemen, but if 

Apocalypse is present, they 'Will be 

much harder pressed (and may be 
lucky to escape). 

6. Attitudes toward the players: They 

are normally on horrific assignments 

for Apocalypse and will fight anyone 

who gets in their wa)~ and ignore 
anyone who doesn' t. 

7. Fighting Style: Individualistic and 

cunning, but they fight as a 

coordinated team, and are deadly in 

combination. 

8. If the Team defeats the Party: They 

take prisoners if they deem them 

superior (Apocalypse regularly 

schemes to tap mutant powers), but 

will kill or enslave any others. All who 

are deemed unworthy must die for the 

good of the future. 
ROSTER 

• Archangel/Death (Close & Ranged 
Fighter, Support) 

• Caliban/Death, Pestilence (Close 
Fighter/Support>, also Morlocks 

• Rory Campbell/Famine (Ranged 

Fighter) 

• Deathbird/War (Close & Ranged 

Fighter, Support) 

• Hull</War: (Close Combat) 

• Abraham Lincoln Kieros/War ( Ranged 

Fighter) 

• Plague/Pestilence (Close Fighter), 

Also Morlocks 

• Autumn Rolfson/Famine (Ranged 
Fighter) 

• Wolverine/Death (Close Fighter, Scout) 

THE MARAUDERS 
1. Background: Dedicated to terror, 

mayhem and slaughter. Whether they 

started as mutant or human, Mr. 

Sinister has genetically mutated them 

into his henchmen. They are deadly 

enemies of the Morlocks, renowned 

for striking fast and with deadly force. 

Mr. Sinister can make genetic 

duplicates of any of his Marauders 

who are killed, which makes them 

even more formidable. 

2. Basic Motivations: Recruited and 

manipulated by Mr. Sinister, they are 

believers in Mutant Eugenics and 

will kill any mutants they deem 

to be inferior. They also enjoy fighting 

and killing. Usually on a dark errand 

for Mr. Sinister, although that may not 

always be apparent. 

3. Composition: The Marauders are 

mostly a hard-hitting, Ranged Combat 

team. They are professional soldiers, 

always a challenge and always up for a 

fight. They usually use weapons and 
have an assortment of combat-related 

mutant powers. Weak onSupport. They 

are likely to use exotic Oose and Ranged 
Fighters in lieu of Scouts. 

4. Size: They usually operate in teams 

around the same size as the player 

group or slightly larger, but this 

depends on the Mission. 

5. Power: Usually an even match for any 

party they encounter, if not their 
superiors. 

6. Attitudes toward the players: 

Ruthless, bloodthirsty murderers. If 
they have any dealings at an with most 
groups of players, they will lie. 

7. Fighting Style: They do not coordinate 

very well, nor do they support each 

other, but they fight bravely nonetheless. 

8. If the Team defeats the Party: The 

Marauders take no prisoners. You lose, 
you die. Unless they've been ordered 

to capture someone and bring them 

back to Sinister. 

ROSTER 

• Arclight ( Master of Vibration) 

• Blockbuster (Close Fighter) 

• Gambit (Ranged Fighter ) 

• Harpoon ( Ranged Fighter) 

• Malice (Support) 

• Polaris/Malice (Master of Magnetism) 

• Prism (Ranged Fighter) 

• Riptide (Ranged Fighter) 

• Sabretooth (Close Fighter) 

• Scalphunter ( Ranged Fighter) 

• Scrambler (Close Fighter/Scout) 

• Vertigo (Ranged Fighter), also Savage 

Land Mutates 

THE MORLOCKS 
1. Background: Refugees of a society that 

hates them, the Morlocks have moved 

underground and live in the tunnels 

under New York and many other 

cities. They remain the deadly enemies 

of the Marauders. 

2. Basic Motivations: They may have 

specific motivations, but in the main they 

are outcasts who just want to survive and 

protect their ovvn. Since the Morlock 

Massacre by the Marauders; however 

revenge is a big motivation for some. 

3. Composition: Nearly always a 

random team, although different clans 

may be organized into multi-talent o r 

even combat teams. 

4 . Size: Can be any number-a single 

individual to a whole community 

5. Power: As a rule, they'll be somewhat 

less powerful than the players. 

6. Attitudes toward the players: They 

will tend to be guarded and secretive. 

They may be willing to help the 

players and may need help from them. 

Any time the players venture under a 

city, they are likely to find Morlocks. 

7. Fighting Style: Highly variable 

depending on which clan, but the 

underground environ1nent allow;, 

them to capitalize on clever trap~ 
and ambush. 

8. If the Team defeats the Party: The) 

will not kill unconscious prisoner~ 

(but they may well relieve them oi 

their valuables). 

ROSTER 
• Angel Dust (Close Fighter) 
• Annalee (Support) 

• Ape (Close Fighter) 

• Artie (Support) 

• Beautiful Dreamer (Support) 

• Blowhard (Master of W ind) 

• Caliban (Close Fighter), also Horsemen 

• Callisto (Scout, Support, Close Fighter) 
• Cell (Close Fighter) 



• Cybelle (C lose Fighter) 

• Electric Eve (Ranged Fighter) 

• Erg ( Range d Fighter) 

• Feral (Scout, Close Fighter) 

• Healer (Support> 

• Hemingway (Close Fighter) 

• Leech (Support> 

• Litterbug (Close Fighter) 

• Marrow (Close/Ranged Fighter) 

• Masque (Support) 

• Piper <Other) 
• Plague (Close Fighter), also Horsemen 

• Postman (Support> 

• Sack (C lose Fighter) 

• Shatter(Close Fighter) 

• Skids ( Support>, also Acolytes 

• Sunder (Close Fighter) 

• Trader (Support> 

• Vessel <Ranged Fighter) 

THE REAVERS 
1. Background: Donald Pierce, renegade, 

late of the Hellfire Club Inner circle, 

turned this group of petty criminals 

into an all-cyborg crirn.inal mercenary 

team with increased physical abilities 

but no actual mutant powers. 

Longstandfog feud with the X-Men. 

2. Basic Motivations : Their ultimate 

goal is the elimination of all mutants, 

but their iounediate motivations are 

mercenary: n1oney, power, revenge. 

3. C omposition: A combat team 

consisting of Close Combat and 

Ranged attacks, beams, firearms, etc. 

4. Size: They usually operate in teams 

about the size of the player group. 

5. Power: For non-mutants they're very 

powerful and, I ike most cyborgs, they 

run very heavy in firearms. They tend 

to be slightly more powerful than the 

players. 

6. Attitudes toward the players: If the 

players are mutants, they will 

normally be hostile to them. 

Sometimes they will coerce and 

blackmail mutants to do their will 

rather than simply kill them. 

7. Fighting Style: They are fairly well 

coordinated, mud1 like a military 

team, and like to go on the attack. 

They also like to ambush. 

Because they can be rebuilt, they are 

also more likely to fight long after 

others would yield. 

8. If the Team defeats the Party: They 

will usually kill mutants out of hand 

if they can, al though they aren't 

above torture if the opportunity 

presents itself. They will tend to 

avoid unnecessary combat with non­

mutants unless provoked. 

ROSTER 
• Bonebreaker ( Ranged Fighter) 

• Cole (Ranged Fighter) 

• Cylla {Sl<ullbuster II): (Close Fighter, 

Ranged Fighter) 

• Gateway (Support) 

• Lady Deathstrike (Close Fighter) 

• Mason <Ranged Fighter) 

• Donald Pierce (Close Fighter), also 

Hellfire Club 

• Pretty Boy (Support) 

The Savage Land Mutates: Amphibius, Gaza, 
Barbarus, Brainchild, Whiteout and L upa 

• Reese <Ranged Fighter) 

• Sl<ullbuster ( Ranged Fighter) 

THE SAVAGE LAND MUTATES 
1. Background: The Mutates were wild, 

beast-like denizens of the Savage Land 

until they were genetically engineered 

by Magneto into powerful mutates 

capable of challenging the X-Men. 

2. Bas ic Motivations: They are brutal, 

wild and aggressive. They are 

distrustful and violent towards all 

outsiders, as well as other tribes within 

the Savage Land. 

3 . Composition: As a whole they are a 

random team, although groups of 

them may be organized into combat or 

mu! ti-talent teams. 

4. Size: They may be solitary or travel in 

small teams. If there's a showdown, 

they can usually muster as many as 

they need. They make up in size what 

they lack in power. 

5. Power: In a wilderness environment, 

they can take on the X-Men with a 

good hope of victory (and occasionally 

do), but they tend to be slightly 

weaker than the party, and make up 

for it in numbers. 

6. Attitudes toward the players: They 

are likely to be hostile to the X-Men 

and loyal to Magneto and his cause. 

For the most part they are and remain 

villains. 

7. Fighting Style: In the jungle, they 

have a natural advantage. They'll 

often spring traps or ambush the party. 

8. If the Team defeats the Party: It 

depends very much on how they feel 

at the time. They may capture and 

attempt to enslave mutants for their 

own purposes, but frequently, they just 

kill their enemies. 

ROSTER 
• Amphibius (Close Fighter, Other) 

• Barbarus (C lose Fighter) 

• Brainchild (Support) 

• Equilibrius (Support) 

• Gaza (Support) 

• Leash (Support) 

• Lorelei (Support) 

• Lupa (Close Fighter) 

• Lupo (Scout) 

• Piper <Other) 

• Vertigo (Ranged Fighter), a lso 

Marauders 

• Zaladane (Mastery of Magic) 



HOW TO CREATE 
A NEW TEAM: 
THE WOLVES 

Now let's put it all toge ther and build 

a new tea1n. We're going to need a 

Morlock (Wolf Oan) scouting party for 

Mission 1, Scene 2 consisting of 4 Scouts 

and 2 Close Fighters. The Wolves' 

motives and behavior have a lready 

been determined by the scenario; 

if you want, you can skip the Team 

Description and just pick characters 

from. the lists above who m.ake sense and 

then modify them. But since we're using 

this as an example of buiJding any team, 

even one that doesn't happen to be 

described in a Mission Briefing, we'll 

start from scratch and begin with the 

Team Description. First, we'll run 

through the 8 menus that help us flesh 

out the characteristics of our teams. 

WOLF CLAN 

1. Background: The Wolves are renegade 

Morlocks, currently "employed" by 

the Marauders. All they know about 

said em.ployment is the lies that the 

Marauders have told them. (They 

don't know they're on the Marauders' 

death-list too.) 

2. Basic Motivations: They are 

traitorous, greedy, cruel. They want 

power and territory-and loot. 

They do not intend to do any heavy 

fighting. They are strong enough to 

kill the lone stragglers they run across 

and (given the choice) fast enough 

to run from anything that looks like a 

fair fight. 

3. Composition: They will be a random, 

not very well-balanced team, heavy in 

Close Fighters and "wolf-like" Actions 

and Modifiers. They have fairly high 

Speed numbers (3 or 4) and fairly low 

Socia I Skills. 

4. Size: They hunt in packs of about a 

half-dozen. The entire community 

numbers perhaps a few dozen, 

including non-combatants. They can 

scrape up a couple of dozen warriors 

at a tin,e for a big showdown. 

5. Power: Unless the player-group 

has only a couple of members, 

a typical Wolf Patrol will be somewhat 

Jess powerful than most players. 

But this group is accompanied by a 

couple of Marauders, so they won't be 

a pushovers. 

6. Attitudes toward the players: They 

will attack the players (by ambush, if 

possible), but they w ill break off and 

retreat immediately once they are 

getting the worst of it. 

7. Fighting Style: Hit-and-Run tactics. 

Most of their teams are poorly led and 

coordinated and try to attack weaker 

groups en masse. If they're with 

the group, Shiver or Ripper "viU provide 

Leadership and control. (See our 

Adventure, Unrest Underground.) They 

favor ambush and are put most of their 

stones into attack. They will tend to go 

for the weakest first (wolf-fashion). 

8. If the Team defeats the Party: The 

Wolves have been conten t to knock out 

and rob their victims. However if 

Marauders are with them they will 

either slay their victims or take them 

captive (GM discretion). 

ow, we need a scouting party. 

Let's start by adapting some existing 

characters to make the Team Members. 

First, look at the list of Scouts (provided 

above, P. 63) until you find some you 

like. Here are some examples: 

4 SCOUTS 

Trader, who blends into shadows 

Friedrich von Roehm, who can hun into 

a wolf (perfect for our scenario) 

Scanner, who can Phase Shift 

Gargouille, who knows Hunting / 

Tracking 

(Note: Feral would be an ideal choice to 

base a Wolf on, as well.) 

Next, look at the list of Close Fighters 

(above P. 58-61). We've picked a couple 

we think would make great wolves: 

2 CLOSE FIGHTERS 

Mellencamp, who has Claws / Fangs 

Hemingway, a standard soldier-type 

You should alter their characters a bit to 

remove the powers that are not s uitable 

for Morlocks and consider adding 

appropriate skills. 

Change all their names (if you want 

to bother giving them names). 

Give them all Speeds of 3, and 

reduce Social Skills to 3 or less 

to better reflect the characteristics of 

the Wolves. Then substitute "wolf­

equivalen ts" for any Actions/ 

Modifiers that don't fit the scene. 

Compare our Wolf Scouts and 

Fighters with the heroes and villains 

they were adapted from and you 

"''ill see how easy it is to make a 

couple of changes and come up with 

teams of your own. Basically, you 

have a wealth of existing characters 

to s teal from. 

WOLF SCOUTING PARTY 
(4 Scouts,2 Close Fighters) 

From Mission I, Scene II 
of the Issue in this Supplement 

SCOUT I , Adapted from Scanner 

ABILITIES: Int: 2, Str: 2, Agi: 2, Spd: 3, 

Dur: 2; ACTION S: Dose Combat: 2 

(Agility Bonus), Phase Shift: 3, Social 

Skills: 2 (Host age Negotiation); 

MODIFIERS: Sense Mutants: (3), 

Enhanced Vision: (3), see in Darkness, 

Reflexive Dodge: (+2) 

SCOUT 2, Adapted from Trader 

ABILITIES: Int: 3, Str: 2, Agi: 2, Spd: 3, 

Dur: 3; ACTIONS: Close Combat: 2 

(Strength Bonus), Invisibility: 4 (blend 

into shadows), Thieving: 4, Social Skills: 

2 (Taw,ting, Cursing). 

SCOUT 3, Adapted from Gargouille 

A BILITIES: Int: 2, Str: 4, Agi: 2, Spd: 3, 

Dur: 3; ACTIONS: Close C01nbat: ~ 

(Strength Bonus), Acrobatics: 4, Socia. 

Skills: 1 (Insolence); MODIFIERS: 

Reflexive Dodge: (+2), .'\nimal Senses. 

(S), Claws: ( + 1). 

SCOUT 4, Adapted from Friedrich von 
Roehm 

(Human Form/ Wolf Form) 

ABILITIES: Int: 2 / 1, S tr: 2/3, Agi: 2 /3 

Spd: 2 / 3, Dur: 2/3; ACTION S: Close 

Cornba t: 1 / 3 (Strength Bon us 

Hunting / Tracking: 0 / 4, Social Skills 

2 / 0 (Cruelty); MODIFIERS: Transfonr 

Self (into a wolf), Animal Senses: (O) / (3 

Fangs: (0) / (+l). 

CLOSE FIGHTER I, Adapted from 
Mellencamp 

ABILITIES: Int: 2, Str: 4, Agi: 3, Spd: :; 

Dur: 3; ACTIONS: N inja: 3 (Strengt. 

and Agility Bonus), Acrobatics: 3 Socia. 

Skills: 1 (Aggression); MODIFIERS 

Reflexive Dodge: (+2), Toughness: (+2 
Claws/Fangs: (+2). 

CLOSE FIGHTER 2 , Adapted from 
Hemingway 

ABILITIES: Int: 2, Str: 4, Agi: 2, Spd 

Dur: 3; ACTIONS: Dose Combat 

(Strength Bonus), Ranged Combat: 

Social Skills: 1 (Coercion); MODIFIER, 

Toughness: (+3), Bone Weapons: (+3). 



ADVENTURE BRIEFINGS 
THE XAVIER INSTITUTE FOR 

HIGHER LEARNING 
To the knowing world, the Xavier Institute is a place of learning. 

Behind its ivy-covered walls, the Institute hides the activities of 

the outlaw mutant superheroes known as the X-Men. 

The Xavier estate and mansion have been part of Xavier's 

farrtily since 1698, although it has been destroyed and rebuilt 

m any times. It is located at 1407 Graymalkin Lane, Salem 

Center, NY, just north of Manhattan in Westchester County: 

Note: Harry's Hideaway, a bar frequented by the X-Men, is 

just down the road in Salem Center.) 

The Xavier Mansion originally consisted of two main 

floors, an attic and a basem.ent. In recent years, though, two 

additional levels of subbasement have been constructed. 

The X-Men live i:n the Mansion, on the second floor. Xavier's 

office, library and living quarters are also on the second floor, 

as well as additional living quarters for new s tudents . 

The estate also includes swimming pools, gyms, libraries 

and more. 
In addition to the equipment invented by Professor X, 

.he Institute boas ts a security system des igned by industrialis t 

Tony Stark (Iron Man) and technology of alien Shi'ar design. 

-\11 told, the Ins titute is one of the mos t advanced training 

and housing institutions on Earth. It is well defended with 

internal and external defens es and sensors, and has shutters, 
firewalls and barriers, and a control center to coordinate all 

J,ese features. 

CE RE BRO Cerebro is a system of machines invented by 

Xavier to locate superhuman mutants by detecting certain 

,>5ionic energies emitted by their brains. Xavier's own 

elepathy enhances and augments the power of Cerebro 

allowing him to pinpoint the location of mutants anywhere on 

.:he globe. The addition of Cerebra has vastly increased system 

Power and capabilities. Xavier also created portable Cerebra 

devices linked to the main Cerebro computer for the X-Men to 

u5e in the field to locate new mutants at close range. Cerebro 

..nd the X-Men's main computer system is located on the 

--econd floor of the mansion. 

DANGER ROOM The Danget· Room is currently 

ocated on the second floor of the mansion's sub-basement. 

Tt is the very heart of Xavier's training program, an obstacle 

course no human could survive. But it was never built for 

humans. In the Danger Room, the X-Men and other students 

test their abilities against giant metallic tentacles, giant metal 

vises, laser beams, steel mesh nets, missiles, walls of flame, 

robots and more. These tests not only train individuals in their 

own mutant abilities, but also prepare them to fight as a team 

against multiple threats. 

Any conceivable environment upon which the X-Men 

might fight can now be recreated within the Danger Room­

from the remains of an alien world on the surface of the moon 

to the nnderground tunnel's of the Morlee.ks to Germany 

du.ring World War II. The technology can also recreate any 

enemy to pit against the team, from Magneto to the Sentinels to 

enemies long dead. 
Located on the same level as the 

Danger Room is the War Room, 

which exists to collect and collate 

various geopolitical information. 

It also operates as the Combat 

Operations Center for the team, 

and most briefings, strategies and 

plans are made and initiated here. 

THE MEDI-LAB The 

medical facility has alien Shi'ar 

healing technology. There is no 

earthly equal to its ability to care 

for wounded mutants whether 

the injuries are physical or psionic 

in nature. Shi'ar worker-bots help 

sustain the Medi-Lab, just as they keep the grow1.ds and basic 

systems operational. 

THE HANGAR AND MONORAIL A giant 

undergrow1.d monorail system exists to transport the X-Men 

(and any of the other Mission groups) to the undergronnd 

runway for their jet, the Blackbird. 

DROP TUBES To access the subbasements, Shi'Ar 

drop tubes were installed. These high-speed personnel tubes 

carry the X-Men to the mansion's lower levels, the monorail, 

hangar and Danger/ War Rooms. These tubes also serve to 

allow the team and students to escape should the Mansion and 

estate come under attack. 

Here are a few suggested ideas around which you can base 

your adventures: 

1.) Over the years, the Institute has been attacked by everyone 

from Magneto and the Brotherhood to the anti-mutant 

mobs, the Shi'ar, the Acolytes and more. At one point, the 

Brood even laid a nest in the sub-basement . 

2.) Then there's the one about the infiltrator who sneaks in, 

often a clone or a shape-shifter, and sabotages some 

important piece of equipment, usually the Danger Room, 

which then attacks the players. 
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USING THE DANGER ROOM 
The Danger Room is an ideal location for the GM to "brawl" 

with the players in a "safe" setting. After all, that's exactly how 

the X-Men train-it's what "X-Man Multi-Style" is all about. 

The Danger Room has over 120 levels of increasing difficulty. 

The Danger Room has been improved and modified over 

the years by the Professor and Forge using Shi'ar technology. 

lt runs off the Shi'ar power tap and can create a compu ter­

-imulated artificial environment (c. 25' x 30' x 30'), with the 

llusion of being much larg er using advanced holographies . 

.\ny environment can be s imulated to appear and feel real: 

~ e Danger Room World-View Model Library includes digital 

"'lodels of more than 50 million objects and their attributes. 

The current Danger Room uses Shi' ar technology to 

..,enerate overlapping, shaped gravity fields to create 

nvironrnental surfaces and structures. Rapidly moving, tightly 

xused force fields are used to create projectiles. 

"t:her technology includes laser cannons, ornnium spring vises, 

•.:otechnic extension lances, sensory-deprivation cocoons and 

traordinarily sophisticated holographic projectors. It is 

-iounted in a zero-gravity field and gravity can be 

~-programmed to suit the situation. 
It can simulate any character knov.'Il to the X-Man database 

'"!duding all of the character profiles we have provided so far). 

lie simulated opponents suffer simulated damage and the 

.anger Room can control as many at a time as you want. 

"Y super power or weapon in the Game Guide or 

.1pplements is a possible "danger" you can throw at a player. 

lie Danger Room has a database of earth and alien tactics, so it 

a flexible, intelligent opponent. 

To run a training session in the Danger Room, describe 

riat's going on inside the same way you would describe any 

setting in regular play. Since the Danger Room can simulate any 

environment and almost any building (the files have millions), 

there is no practical lhnit to what you can do within its confined 

area. You could set up a fight against Sabretooth and friends in 

the Savage Land or the fragile cockpit of a space ship. You could 

throw hero after hero against y our players, singly or in teams, 

using whatever strategies and tricks you think are appropriate. 

You can throw in any hazards you can dream up: missiles, 

lasers, tentacles, clan"lping vises, flying metal rods, robots, 

Demons, traps, assassins, pelting ha ilstones, earthquake 

sensations, aliens, flying debris, nets, formations of soldiers, 

vehicles, Powered Armor, Magic, etc. Apply stones to these 

things however you want: anywhere from + 1 up to + 10, 

depending on who's using the D anger Room. (The power level 

of the Danger Room is highly adjustable, and novices are 

advised to use the lower settings.) 

Sensor systems monitor the Danger Room, and it can be 

shut down in emergencies. The walls have Toughness: 7, 

Energy Defense: 7, and can take about 30 stones of damage 

before being breached. A number of times, trainees' powers 

have gone awry and caused varying amounts of interior 

damage. But that's okay. As Wolverine once said, you haven't 

arrived until you've trash ed the Danger Room at least once. 

Damage from energy attack will only stun, but physical 

impact still may cause damage to a player. After each session, 

the Danger Room evaluates how well a player did. Players can 

get advice from Professor X (or whomever is in the control 

room) on how to improve (at GM discretion) . 

Note: The Danger Room has been sabotaged in the past 

to put out greater power than the players could handle. 

The Tech Level to alter or reprogram the Danger Room is 7. 

Resistance depends entirely on what is being done. 



SAVAGE LAND AND PANGEA 
The Savage Land is a primeval tropical jungle, a seemingly 

time-lost prehistoric environn,ent complete with dinosaurs, 

man-apes, plant-life and dangers that should have been extinct 

millions of years ago. It was created by the alien Beyonders as 

a sort of zoo and botanical garden. For its protection, they 

located the Savage Land on an ice-covered peninsula of 

Antarctica, one of the most inhospitable places on Earth. 

On instructions from the Beyonders, an alien race known as 

the Nuwali collected fauna 

and flora for 1nillions of 

years, beginning around 

the Mesozoic Era (the Age 

of Dinosaurs) into the 

Pleistocene or Ice Age. 

As a result, creatures from 

different eras coexist, with 

d inosaurs roaming the 

tropical interior and woolly 

mammoths ranging along 

the area's borders with 

Antarctica. The alien 

Nuwali used their vast 

technology to create climate control mechanisms to protect 

this realm from the perpetual cold that existed around it. 

The Nuwali machinery refracts light to keep the Savage Land 

hidden from view, and also to light the Savage Land during 

the long dark winters using the light from the ring of 

volcanoes that surround the area. Later, the people of ancient 
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Atlantis used the Nuwali climate-control machinery to create 

Pangea, a much larger tropical paradise next to the Savage 

Land. Below the Savage Land and Pangea are huge caverns 

that extend for unknown distances under the oceans and to 

other continents. 

Since the X-Men first visited the Savage Land, its existence 

has become kn own by the outside world. Although the United 

Nations has declared the area off-limits to conquest and 

commercial exploitation, that has not s topped fortune hw,ters 

and hired mercenar ies 

from attempting to exploit 

the riches of the Savage 

Land. These would-be 

conquerors have been 

turned away front the 

Savage Land by its greatest 

champion, Ka-Zar, Lord of 

the Savage Land. 

Although Ka-Zar claims 

to be Lord of the Savage 

Land, he makes no claim 

to rule its peoples. There 

are humans here, such as 

the Sun People who worship the Sun God, Garrek. Zaladane 

is their high Priestess, a sorceress who has made repeated 

efforts to conquer and lay claim to the Savage Land and its 

peoples. There are the Fall People, led by the female chieftain 

Nereel. And, far less civilized than these, there are also the 

Man-Apes and the Swamp Men. 

(z) Chatorea Thonos 
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There are also other races here which have more artificial 

origins. The Atlanteans conducted genetic experin1ents on 

the Man-Apes, creating the animal-like humanoid races 

that inhabit Pangea. Radiation has mutated the members 

of the Nhu-Gari race into strange winged creatures. 

And during the period when he made his home in the 

Savage Land, Magneto genetically altered some of the natives, 

giving them tremendous power. He used these "mutates" 

(genetically altered mutants) to strike 

at the X-Men. The Savage Land 

Mutates are now led b y Brainchild. 

When setting your adventures in 

the Savage Land, you have a wealth 

of material to draw on. First and 

foremost, there are dinosaurs. At last, 

your players can unleash the most 

g ruesome of their abilities freely, 

have huge battles and not ris k wiping 

out the city. (Note: dinosaurs tend to 

p ut all their stones in attack and none 

in defense.) 

You can also attack your players 

with hordes of sub-humans or wel l­

led, organized bands of Mutates or 

Sun People. The Savage Land can be 

an instant source of any style group 

o f mutants or other menace, and it's 

large enough that you don' t need to 

worry about stepping on already­

existing plotlines . Even Marvel hasn't 

fully explored the Savage Land. Many a world conqueror 

seeks out the solitude of the Savage Land to perfect their plans. 

Build your adventure around a strong leader with a specific 

agenda. Then use the team generator to give them hordes of 

low-stone wild men, Uzard men or Mutates. Throw in a device 

or two like a machine with Genetic Engineering at 8 and / or a 

teleport device. The Savage Land has loads of ancient and 

powerful alien and Atlantean machines you can make up to be 

used for or against your players. 

Here are a few suggested ideas 

around which you can base your 

adventures: 

1.) The X-Men's Blackbird (or some 

other vehicle) crashes in the 

Savage Land. The players are 

dispatched to locate and rescue 

their trussing companions. 

2.)Ka-Zar contacts Professor X and 

requests help in defending the 

Savage Land against som.e new 

group of exploiters. Fill in the 

blanks with anything from oil 

companies and their armed 

mercenaries to groups of greedy 

mineral miners, evil scientists 

experimenting on the locals or 

even hordes of invading aliens. 



ASTEROID M 
Magneto's war on humanity is not motivated merely by 

revenge for humanity's auelty towards mutantkind in the 

past. He's also acting to protect mutants. As a result, Magneto 

has created a series of bases and safe havens for mutants, 

including one inside a volcano in Antarctica, one created from 

a lost city on the ocean floor in the Bermuda Triangle, and a 

mansion outside of New York City. But Magneto's primary 

base has always been in space, on a series of asteroids known 

as Asteroid M, and eventually, Avalon. 

Asteroid Mis built into a giant piece of rock in orbit around 

the Earth, some 150 miles above the planet's surface. It has 

generators to create artificial gravity and maintain an 

environment hospitable to mutants. While the original 

Asteroid M could house a limited population of mutants, 

Avalon was capable of housing thousands. All the asteroids 

were fitted with psionic inhibitors allo'wi.ng Magneto to control 

or incarcerate telepathic "guests" like Professor Xavier. 

They were also fitted and armed with s tolen nuclear missiles, 

increased in power by technology stolen from the alien Shi'ar. 

A shuttle bay houses multiple spacecraft, and escape pods are 

scattered around the base. 
The base itself has been destroyed and rebuilt many tilnes . 

The first Asteroid M was discovered by the original tean"t of 

X-Men when Magneto held Angel pris~er there. The X-Men 

hid aboard Toad's spaceship in order to get aboard the base. 

They rescued their teammate and then watched as the 

Asteroid's self-destruct system was activated and the base was 

blown apart. Avalon was destroyed in a battle between Exodus 

and Holocaust. 
When you're setting adventures on Asteroid M, you must 

first consider whom you want occupying the base. 

Originally, it would have been the Brotherhood of Evil 

Mutants. During the Avalon period, it would have been 

the Acolytes. But remember that this is your world, and you 

can come up with any scenario you want. Perhaps, during a 

period when Magneto was absent, an entirely 

different group of mutants may have taken it 

over. Perhaps Apocalypse or Mr. Sinister has 

decided to use the base. Perhaps Toad has 

re-formed a totally unique lineup of the 

Brotherhood. It's up to you. You should 

determine the number of inhabitants based 

on the kind of opposition you want your 

players to face. 
Because Magneto was frequently absent 

from the base, a good plot device is to have 

him be away at the start of your adventure. 

Magneto's return could be timed to occur as 

the players are leaving, or just after they have 

been caught. Magneto shows up, chastises his 

people for tl"leir actions in his absence, and 

takes control, caphiring the players ... or 

releasing them. Perhaps the players have 

successfully infiltrated the base in his absence, 

and his return could necessitate a rush to the 

shuttle or escape pods. 
Remember that while most of the base has 

been created out of the solid n"tetal interior of 

the meteor by Magneto's awesome mastery 

of magnetism, there are places that are above 

the surface and vulnerable to the vacuum of space should they 

be damaged. Th ere is active equipment everywhere, 

the destruction of which could alter gravity, air quality or any 

other environmental factor. Psionic abilities can be dampened 

or nullified entirely. Internal and external scanners would spot 

non-mutants immediately. 

Infiltrating the base would require the use of Actions like 

Thieving, Black Ops, Phase Shifting, Invisibility, Teleportation 

or Social Skills of some kind. Or possibly your players could 

end up there by invitation or even mutual interest. 

Here are a few suggested ideas around which you can base 

your Adventures: 

1.) Magneto contacts world leaders in an effort to convince 

them that Asteroid M is a haven for mutants, but not a 

threat. When the diplomatic delegation arrives, Magneto 

holds them for ransom. Professor X sends tl"te players to 

attack Asteroid M and rescue the delegation before the 

United Nations has S.H.I.E.L.D. assault the base, which 

would result in the deaths of many innocent mutants. 

2.) In an effort to convince their fellow mutants that Magneto's 

way is the right way, the Acolytes "invite" the players to 

Asteroid M for some R&R: rest and re-education. The first 

Mission could s tart when a group of Acolytes show up in a 

shuttle to kidnap some or all of the players . When the 

players get to the base, they'll also find other mutants who 

have been imprisoned. Any remaining players could be 

used to mount a rescue mission. 

3.) The players learn that someone on Asteroid M is planning 

to destroy all human life next Thursday. A small group of 

Mutants living in the asteroid are behind it; some of the 

inhabitants on the base may be willing to help the players 

prevent it. You get to decide if Magneto is pro or con. 





GENOSHA 
The island of Genosha is located in the Indian Ocean 

between Madagascar and the Seychelles Islands. Legend has it 

the island was a favorite port for the famed and heroic sailor, 

Sinbad. But where legend begins and ends, no one knows. 

It was a place of pirates and cruelty. It was a place where only 

the strongest survived, a place where great evil was done. 

Nothing has changed in the years since then. 

The island is beautiful, a jewel in the ocean, and vacationers 

would rightfully expect a paradise according to the promotional 

brochures ... but its foundation is one of blood and slavery. 

Decades ago, a monster known as the Sugar Man, who came 

from an alternate reality where Apocalypse ruled the Earth, 

became a secret and controlling power over Genosha. He gave 

his knowledge and expertise in advanced Genetic Engineering 

to the Genoshans in exchange for anonymity. 

The corrupt regime began a systematic search of the 

adolescents in the city for any evidence of latent mutant 

abilities. Anyone found was taken from their homes by the 

government, incarcerated and tortured. Then, under the 

direction of the Genegineer, Phillipe Moreau, these mutates 

were bioengi.neered into slaves 

and used as the economic base 

for Genosha. (The human 

Genegi.neer has Genetic 

Engineering: 7, augmented with 

a lab and equipment which have 

Genetic Engineering: 9 and Mind 

Altering: 9, which is like 

Telepathy /Edit memories.) 

When mutates are transmuted, 

their powers are magnified and 

their m.inds and memories are 

wiped clean. Their wills are 

made subservient to the state. 

Their heads are shaved and all 

sense of individuality and 

personality is taken from them. 

Now known only b y the serial 

numbers tattooed onto their 

foreheads and dressed only in "skinsuits" bonded to their 

bodies, they work for the good of the state. 

The Genoshan Magistrates kept control over their slave 

population, and prevented the outside world from interfering. 

The regime's notorious militia, they enforced the law upon 

mutant slaves and hunted down any who chose to escape. 

The Magistrates were equipped with all forms of advanced 

technology including weapons, battle-suits and assault 

vehicles. And what they couldn't build, they could always 

bio-engineer. The Magistrates used the powers of a mutant 

named Wipeout to nullify the abilities of other mutants . 

They were also able to teleport through a process called 

"Transmat" that relied upon a mutant named Pipeline to 

convert victims into electronic impulses and reassemble them 

wherever he desired. It was not uncommon for Genoshans to 

u se this ability to kidnap foreign mutants whose genetic 

material they wanted to add to their gene banks . 

It wasn't until the X-Men, X-Factor and the New Mutants 

were kidnapped and put on trial that they realized what the 

government of Genosha truly was. This government was not 

unlike the visions of the future and alternate realities that the 

team had experienced. This was not a world controlled by the 

Sentinels or Apocalypse, but it too was another example ot 

what life would become should the X-Men fail in their attempts 

to change the world's view of mutants. In Genosha, mutants 

weren't seen as inferior or as a threat to hum.anity­

they weren't seen as people at all. They were tools in a system 

that enslaved them and used their power not only for the 

comiort and advancement of its people, but as a show or 

wealth before the rest of the world. In Genosha, mutants and 

mutates were biological weapons that other nations feared 

would one day be turned upon them. 

As a result of one of the X-Men's adventures in Genosha 

the Magistrates (Jed by Havok) seized control of the 

government and freed the mutates from their bondage 

It wasn't long before a civil war erupted in response to the 

police state that came along with Magistrate control o: 
the island. Mutate fought mutant. Magistrates fought membe~ 

of the old regime. And Hammer Bay burned. 

It was around this time that Magneto entered the GenoshaP 

picture. In response to Magneto's latest threats, the United 

Nations decided to appease the mutant terrorist by adopting 

a plan of Dr. Alda Huxley. The plan gave him sovereignty over 

Genosha in exchange for a promise not to attack other nation=­

Some feared Huxley herself might have been manipulating th 
situation for her own benefit. Nonetheless, the United Natior 

awarded Magneto the nation, believing that Genosha's ch~ 

war would keep Magneto too busy to threaten other nation. 

But rather than being overwhelmed by the s ituation, Magnet 

brought peace to Genosha and rebuilt the war-torn nation. 

Of course, not everyone accepted Magneto's rul1; 

The mutant known as the Zealot preached that Magneto was 

false Messiah who had robbed people of their freedorr 

From his base in tl,e port of Carrion Cove, the Zealot and ru 
followers resisted Magneto's takeover. They even attracte 

some of Magneto's former Acolytes to their cause. This n e-, 

conspiracy threatened yet another civi l war, until the attack 

the wild Sentinels made al] such concerns irrelevant. 

Their attack on Genosha led to the deaths of over 16 mi.Ilic 

mutants, half the world homo superior population, and killo 

everyone from Magneto to the Acolytes to Zealot to tr 
mutates. The city and al] its culture and art was destroye, 

turned to dust. 



Genosha is a classic location in which to set Advei,tures. 

The first question you must answer is: Which Genosha do you 

w ant? Magistrate-era Genosha, with its police state and slave 

society, or Magneto-era Genosha, with Acolytes and rebels 

vying for control? Either way, your players are in for a 

dangerous mission. 
In Magistrate-era Genosha, the central location for most 

of your Adventures will be the Citadel, the headquarters of 

Genoshan State Security, the Magistrates. The Citadel is a 

seemingly endless installation with multiple levels, topped by 

a skyscraper. Within the Citadel are the Genegineer's 

laboratories, security offices, armories, and holding cells and 

prison cells specially designed to nullify mutant powers. 

Government offices are located in the Citadel as well, including 

the Office of the Genoshan President in the penthouse suite and 

a state-run broadcasting s tudio and media complex. 

O n a lower level of the Citadel, there is a huge, stadium-sized, 

high-walled arena with a domed ceiling for gladiatorial games. 

For all of its security, there are many ways into and out of the 

Gtadel. Airshafts run through many of the walls. Sewers lead 

up into the lower depths, and in at least one instance, a mutate 

with tunneling ability was able to bore a tunnel into the Citadel 

from the sewers below. 

The C itadel was rebuilt at least rn•ice, both times thanks to 

the activities of the X-Men. 

The city surrounding the Citadel is much like any major 

city. Soaring skyscrapers coexis t with crumbling tenements. 

A major port, Hammer Bay, has dock areas and warehou se 

districts near the water. 

When Magneto took power in Genosha after the bloody 

civil war, he rebuilt the city of Han"lmer Bay into a futuristic 

urban wonderland of gleaming towers and parks. The central 

feature of Magneto's Genosha is Magda Square, named after 

Magda, his long-deceased v.rife and the mother of his children. 

Whether you set your Adventures in Magistrate-era 

Genosha or the Genosha of Magneto, many of the same aspects 

of play will matter. It is a city where Black Ops and infiltration 

are necessary to move around without detection. Whether your 

players are dodging Magistrates or Acolytes, the penalties if 

captured can be just as severe. Advanced intelligence can make 

all the difference in the world. While S.H.J.E.L.D. and the U .S. 

government have detailed plans of the Citadel, it is unlikely 

either would be able to provide much information about the 

Genosha of Magneto. 

Any mission to Genosha requires great stealth or 

distraction. In the past, Forge has come up with devices 

to prevent mutants from being detected, and you should 

make these devices available to your players. The island has a 

sensor ability that allows Genoshan Magistrates to scan for 

any strange events, and react quickly, with overwhelrrung 

force. These scans tend to have a strength of 4 stones of 

detection ability. 

When operating outside Genosha, or sometimes within it, 

the Magistrates can teleport people using Pipeline's Transmat 

power. It reduces objects and people to a digitized form and 

sends them to the Citadel. It takes one Panel to target, and one 

Panel to transmit. The Magistrates can use this for s udden 

appearances and escapes, and to catch mutants and bring them 

back to Genosha for trial. A n interesting side-effect is that 

Transmat leaves behind any clothing or objects not specially 

prepared for the journey. 

Use the Team Generator if you want to set the Acoly tes 

against your players. You can also use the Team Generator to 

create mutates. Most of them have only one mutant power, 

usually something u seful or they wouldn't still be alive. 

If you're using Magistrates, remember that they are human, 

albeit heavily armed hwnans . Be stu-e to check out the 

Appendices for an assortment of Genoshan Magistrate 

weapons, powered battle suits, and vehicles with which to arm 

your Magistrates. 

Here are two suggested ideas around which you can base your 

Adventures: 

1.) The Magistrates (and / or Cameron Hodge) kidnap some of 

the X-Men in order to use them as mutates and add their 

genes to the Genoshan gene-bank. The players must 

infiltrate Genosha and rescue their fellow teanunates. 

2 .)There are press reports 

that Magneto and the 

Acolytes are persecuting 

non-mutants living in 

Genosha. The players 

must find out if this is 
true (it is!) and get back 

with proof (not so easy!) 

so that the UN can take 

action (or the players 

may want to take action 

themselves). This could 

easily be converted into 

a Black Ops / Rescue 

Mission if an X-Man or 

player has already been 

captured trying to 

accomplish this Mission, 

and now finds himself 
in need of being rescued 

by the rest of the group. 



THE MORLOCK TUNNELS 
Refugees from J,uman society, the Morlocks have evolved a 

civilization of their own with the srune basic concerns as all 

other civilizations throughout history. They live mostly in 

autonomous communities situated in the tangled sewers, 

tunnels, caverns and abandoned or long-buried sub-basements 

of underground New York. 

Before the Morlock Massacre, most of the Morlocks lived 

under Callisto's rule in or near the "Alley," an abandoned 

nuclear shelter built in the 1950s, running the length of 

Manhattan. But since that time, the main group has fragmented 

into many smaller, independent groups. Some are directly 

under Callisto's control, but some do not recognize her 

authority at all. Some Morlocks live in the Alley, 

but many others live in sewers and abandoned tunnels­

wherever valuable resources exist. A "valuable resource" can 

be almost anything: good natural defenses ... a location under a 

supermarket (for discarded food, etc.) ... a convenient power or 

gas line to tap ... a clean source of water. .. a fungus 

cavern . . . scrap metal. . .long-forgotten underground storage 

areas. There are also bands of Morlock beggars or gangs 

collecting protection, with their territ01;es staked out much as 

it is on the surface. 

Once a week, Morlocks with 

goods to trade cong1·egate at the 

"Marketplace" and do business, 

thereby maintaining a true 

"W1derground" economy (a good 

starting place for your future 

adventures). They barter goods 

and services of all kinds and pick 

up the local gossip. The current 

location of the Marketplace is 

under Bryant Park right near the 

NY Public Library. 

The Morlocks have always 

been regarded with suspicion by 

the surface-dwellers (when they 

are regarded at all), and not 

without foundation: Usually 

these Morlock intrus ions amount 

to mere petty theft, but it had 

been common practice to abduct 

babies from the surface to swell 

their ranks until Storm (then Queen of the Morlocks) put an 

end to the practice. 

And occasionally, the activities of the humans above will 

intrude on Morlock society. The Morlocks generally avoid 

unnecessary hostilities if possible: After all, these are their 

homes, and not many want to live in the m.iddJe of a war. But 

sometimes conflict is inevitable . 

SETTING 
Th.is is an excellent environment for undergrow,d Adventures 

owing to the varied nature of the tunnels below Manhattan. 

Here's a cross-section of how it all looks: 

For about the first 30 feet down, there are many power lines 

and phone cables, and then wate r, s team and gas pipes, 

some abandoned. 

The subway s tations start at arow,d 30 feet down, and the 

trains d escend as d eep as 200 feet. There are many side tunnels 

for maintenance. There are hundreds of tunnels in use as w el 

as dozens of abandoned stations and closed subway line: 
dating back to the mid-19th centu1y. 

The transportation network also includes railroad tunnel-. 

from Grand Central to Penn Station and a now-abandoned 

freight line runn.ing under the Upper-West Side near the 

Hudson River all the way up through Harlem. 

Sub-basements or even underground parking lots can also 

go down as far as a couple of hundred feet. These all require 

ventilation, lighting, emergency exits, etc.-which can be 

tapped by the Morlocks. Almost all~gs in NYC have a 

basement (and often a sub-basement as well). 

At around 200 feet down you find th e main sewers 

For sewers, they are fairly dean, but avoid getting caugh: 

down there on weekday uwrnings! 

Starting around 500 feet belowground are the deep water 

mains. There is also the now-abandoned undergrow1.d Crotor 

Aqueduct system, crossing from the Bronx into Harlem, ther, 

running south, roughly under 5th Avenue, once feeding 

reservoirs in what is now Central Park (79th to 85th Streets 

and where the NY Public Library now stands (at 40th to 42nd 

Streets). Those mains are no longer in use-by the surface 

dwellers, that is. 

A couple of hundred feet further down, about 1,000 f~ 

below the surface, lies what has become known to legend a:, 

the AIJey. 

The Alley is a breathtaking vista of modem ruin. It 1:: 

a s emicircular tube 50 feet h.igh and 50 feet wide, set w i tl 

railway tracks along the floor and soaring, vaulted ceilings O' 

steel plating, once state-of-the-art that has degenerated ove: 

the years. 

It runs north and south for n,iJes, a s far as the eye can set 

It is dotted with moving torchlights, cast with shadows, stre\~­

with aU manner of debris, Eving quarters, storage area, 

playing children. alive, rustling, vibrant, utterly alien. 

Off the sides of the Alley are numerous offices, apartment:: 

tunnels, maintenance areas (also brick) lit largely by torch"' 
and candles, with the occasional electric bulb feeding oft 

s tolen power tap. Many of them are slovenly, haphazard af\ 

strewn wit!, refuse, but others are clean, trim, dece nt plao 



to live. Most were originally built long ago to provide 

access and space for the construction workers. They have 

been reoccupied. 

In addition to that, there are "rib-like" tunnels running up 

and/ or out from either s ide of the Alley's central "spine." 

These tunnels sometimes connect the Alley directly with 

the surface and sometimes with abandoned subway stations, 

unused sewer conduits, railway tunnels, buried sub­

basem_ents, inh·iguing w,derground areas such as the 

"Marketplace" and any manner of entertaining cul de sacs you 

care to dream up. 

There are also intermittent, naturally occurring 

underground tunnels and caverns. There are streams and lakes 

covered over by the expanding city. Manhattan is a narrow 

island where the only places to build are up ... and down. 

THE MARKETPLACE 
The Marketplace has been in different p laces at different times. 

It may move again. But for now it is located w,der Bryant Park 

Near the NY Public Library (40th-42nd Streets and 5th-6th 

Avenues). It is located well above the Alley, a lot nearer to the 

surface-within easy scavenging distance of the surface and 

the many vendors and their castoffs. 

For most of the week, it is quiet and deserted- a large, 

disused cavern buried under a century-old reservoir. 

But Friday is Market Day. Few "outsiders" have ever heard 

of the Marketplace; even fewer have actualJy attended one. 

Callisto runs the place and gets a rake-off for the 

positioning of booths, getting licenses, etc. In addition, there's 

evidence of guild politics going on. (For example, the guys 

carting certain types of stuff all seem to have similar haircuts. 

Waste disposal seems to be a s upply-and-demand kind of thing 

as welJ ... sorne things never change, aboveground or below.) 

If you like, you can introduce a pickpocket or 3-card monte 

d ealer to liven up the proceedings. Think mad dash for 

freedom accompanied by tipping over of tables, tripping 

over shills, loud accusations, furious denials, followed b y 

Callisto and a smart s quad wearing black armbands n,oving 

m to knock together a few heads and adminis ter a black eye 

:o the prime offende r-in-ques tion ("What? You- a gain?!" 

"\VH.AM!*) and othe rwise restor e orde r. She returns to her pos t 

5 minutes later, grinning. 

This is a wonderful place for any red herrings, future plot 

hooks, random events and the like. It is also a place for the 

players to get in trouble. Once the players know where the 

Marketplace is located and that Friday is Market Day, they can 

drop in and have a fun time picking up the local gossip, 

bravely choking down the Goat's Head soup, swapping 

batteries for bottle caps and indulging in crooked dice games. 

The Alley is an ideal setting for future Adventures. 

The Adventure that begins on the next page is designed to 

introduce you and your players to a vast series of underground 

tunnels, caverns and cultures. The Morlock tunnels extend well 

beyond ~;'n.fines of New York City, reaching to below 

the X-Men's mansion in Westchester County and beyond. 

There are also Morlock tunnels under most major cities 

in America. 

In the previous Adventure Briefings, we provided you with 

a few ideas for future adventures. We're not going to do that 

here, because instead we' ve created an entire 3-Mission 

Adventure Issue, Unrest Underground, that begins on the 

next page. But we thought it might be nice to point out to you 

a few of the more important plot hooks revolving around 

the Morlocks. 

PLOT HOOKS 
Here are a few handy plot hooks taken straight from the comics 

concerning the X-Men and the 

Morlocks: 

- Callisto was the founder and 

Queen of the Morlocks. She has 

little trust for the surface dwellers 

and is always out for an 

advantage for herself and her 

people. Callisto is a major asset 

for all your future underground 

New York Adventures, so make 

sure you keep her alive for future 

use. (Remember that all NPCs are 

assets and should not be 

"wasted." The first villain the 

X-Men faced was Magneto. 

They beat him, but he escaped­

and the rest is history.) Callisto is 

one of the key players in the 

underground world-feel free to 

make up others. 

- Masque and others have tried to usurp Callisto's power. 

- Storm was once the official Queen of the Morlocks, having 

defeated Callisto in hand-to-hand combat. 

- Caliban, one of the original Morlocks, is in love with 

Shadowcat. Callisto knows of this and may try to exploit it. 

- Gambit may have feelings of guilt for having originally 

helped form the Marauders, who on their first of many 

murderous "assignments" perpetrated a great massacre of the 

Morlocks, the darkest hour of their tragic history. 

-Archangel was once kidnapped by Callisto, who intended to 

make him her husband. 

- Marrow, who is now a member of Weapon X, was once 

a Morlock, and later a member of Gene Nation. 

- The Chicago Clan of Morlocks has recently been displaced 

from Chicago. They have to end up somewhere. 



A MARVEL UNIVERSE ROLEPLAYING GAME ADVENTURE 

Warning! The players should NOT read this . ONLY the 

GamesMaster should read this section. 

GAMESMASTER NOTES 
This Issue is designed with the X-Men in mind as the players. 

However, it is quite feasible to use non-X-Men characters from 

the Main Guide or, as always, characters from your own 

campaigns. DaredeviJ's Radar Sense and Concentration would 

prove valuable in the darkened tunnels. Spider-Man might be 

in pursuit of a new angle on a breaking news story. And of 

course, the Avengers or the Fantastic Four are always 

concerned with goings-on in NYC, and could be called in by a 

police contact to help out. Punisher is always up for solving a 

murder. There's always lots of crossover going on in the 

Marvel Uni verse. 

This issu e assumes 4 to 6 players. If there are n1ore or fewer 

p layers, adjust the teams encountered upward or downward 

accordingly. Ins tead of the Marauders, you could also 

substitute any villainous mercenaries team (such as the 

Reavers), vary an existing team or use the Team Generator 

(P. 55) to create a new team. But the history of bad blood 

between the Marauders and the Morlocks makes them a 

natural choice. 

This is an expandable theme that can take the players as 

long as you like. It can involve additional Missions and 

Objectives, making up new map areas of your own or recycling 

existing ones, using the Alley as a main drag. This Adventure 

can be very long, taking many evenings of play, or much 

shorter. You can use the Team Generator to produce any groups 

the players meet along the way. You are beginning an entire 

underground world, so you may want to make it long and 

draw it out. You can add any number of extra Missions and 

Objectives you wish. 

Regarding mapping: Now that you're underground, there 

will be a desire to get out the graph paper and start making 

maps. And that's fine with us, if that's what you want your 

players to do. But comic book action tends not to be as strictly 

linear as other roleplaying, and our maps reflect this. 

An entire underground journey might be shown in three 

disconnected Panels. In this Adventure, there are plenty of 

passageways that aren't going to be on the maps we provide, 

becau se they' re just not necessary. (See the end of Mission 1, 

Scene 1.) Feel free to fill in the blanks if you wish or just go with 

the flow and keep your descriptions general, the way they are 

in the comics. 

GamesMaster Briefing 
[also see Morlocks, P. 41, 68 & SlfJ 

BACKSTORY (DON'T REVEAL THIS TO THE PLAYERS) 

The city government has voted to revive the old 2nd 

Avenue subway project. The 2nd Avenue line has a long his tory 

of stops and s tarts . A consortium of wealthy businessmen an.cl 

property owners (the 2nd Avenue Consortium) are heavily 

involved financially, and they stand to gain a tremendous 

profit from the increase in value of their properties alon g the 

proposed subway route. They do not know there is going to be 

trouble with the Morlocks-yet. 

When the surveyor s show up to begin the project, th e 
I 

workers notice a power tap running from a subway junction 

box down a narrow disused pipe, and disconnect it. 

The Morlocks quietly return that night and reconnect the 

power tap. The next day, the workers notice this and decide to 

disconnect it, then to lie in waH and accost anyone who tries to 

reconnect it. 

When the Morlocks arrive to reconnect the power tap, the 

workers confront them. The Morlocks h-y to escape, but a scuffle 

ensues, and a crowbar-wielding worker kills one of the Morlocks 

Render, a friend of the victim, lashes back in a fury, loses control 

of his mutant power and brings down part of the ceiling, killing 

two workers. Panic erupts. The Morlocks run away. 

After that, one thing leads to another. The workers call the 

police. The police call the mayor's office. An official from the 

mayor's office, Deputy Mayor Higgins, contacts the 

Consortium, and they confer . . . 

Two phone calls later. .. the Marauders have been hired by the 

Consortium to "dean out" the area needed for the project (roughl~ 

2nd Avenue from 14th Street all the way up to 125th Street). 

Moving quickly, the Marauders make an alliance with a 

band of Morlock scavengers known as the Wol ves: Toge ther 

they will eliminate the Morlock presence in the designated 

areas, and the Wolves, having proven themselves worthy, wiL 

take over the area and rule it. (This is a lie, of course 

The Marauders intend to use the Wolves as spies and cannon 

fodder, and eliminate them the instant thei r immediate 

usefulness is over, thus completing their contract 

Nothing personal.) The Marauders will have bribed the Wolves 

with food an d other goodies. GMs, feel free to come up witJ, 

whatever comes to mind: guns, contraband, batteries, s tole11 

merchandise, consumer items, boom boxes, portable CD 

players with headphones and assorted Eminem and Sn oop 

DoggCDs. 

The Marauders' plan is simple: Get to know the area, have 

some fun wiping out Modoc.ks, and wait until Market Da:i, 

(which they have found out about from the Wo lves), when .. 

large majority of Modoc.ks will all be in one place, ripe for 

the slaughter. 

After the slaughter, they'll come back to their base camp 

and collect the res t of their payoff from Deputy Mayor Higgin., 

who will be waiting with the money. 

As we begin the Adventure, the Marauders are setting u ­

base in the Wolves' Lair. The Wolves live in and arou nd th-

63rd Street P latform near East 63rd Street & Lexington Avenue. 

abandoned long ago. 

Scran1bler, Vertigo a nd Malice are out on a scoutin 

mission to loca te and mark down areas of Morlock infestatiO' 

for future extermination. 



MISSION~ 
Prim ary O bjective: Find the 2nd Avenue Morlocks, discover 

the facts behind the alleged murder of the construction worker 

and report back to Professor X. 
Note: GM should not reveal Secondary or Bonus objectives 

until appropriate. 
Secondary Objectiv e: Defeat the Marauder scouting party. 

B onus Objective: Chase off the Marauder spies. 

NEWS ITEMS! DAILY BUGLE 
• Work to Begin on 2nd Avenue Subway 

• Mutants Accused in Killing of Construction Worker 

• Deputy Mayor Higgins to Address Homeless Problem 

• East Side Condo and Co-Op Prices Skyrocketing! 

Boom or Bust? 

ENTRY POINT 
FOR THE PLAYERS 

Professor X sumn10ns the group. He tells them that a 

sympathetic police contact has informed him that two sub way 

construction workers have been murdered by n1.utants near the 

site of the newly proposed 2nd Avenue subway line. 

The Professor is concerned and wants to send a team to check 

out the situation, discover the truth behind the rumors, defuse 

any trouble and report back with any findings. He suggests 

that the players will want to contact Callisto (see her profile), 

leader of a large clan of Morlocks who live in the Alley. 

The X-Men have considerable Mstory v.rith Callisto (not all of it 

good), b u t, as Prof. X emph asizes, "It's her home ground. 

She knows those passages inside and out. Besides, it's safer to 

be down there with her help than without i t." He informs them 

of a manhole cover located at East 67th Street and Lexington 

Avenue that opens into a shaftway leading directly down to 

Callisto's part of the Alley, a thousand feet below. (A number of 

X-Men have used this route in the past.) 

Scene 1 
{Refer to the Alley Overview Map) 

When the _ _players enter the manhole, they will be climbing 

down a bu ilt-in ladder. For the first 20 or so feet, it is narrow, 

then it ~ idens into a broad shaftway that reaches down a 

thousand feet. 

Callisto, accompanied by Caliban, Sunder, Masque, Healer 

and Leech, will be there to greet the players when they arrive. 

Callisto has spies all over the place and it is safe to assume that 

she always knows more than s he lets on. Some of th em are 

scouts of her own clan; others are from different clans b u t are 

secretly loyal to her. She has been following the 2nd Avenue 

subway project closely and with grave con cern about its impact 

on the underground world. But her info is not always up to 

date or complete. She does not know the Wolves or the 

Marauders are involved, nor about Higgins, but she does know 

about the incident between the 2nd Avenue Morlocks and the 

construction workers. 

Callisto will keep what little she knows to he rself. And with 

Leech hanging around, damping any mutant powers ("Darling 



Leech! So loyal, so ... valuable."), CaUisto is protected from 

Telepathy. Since the players came to her looking for information, 

she sees a way to turn things doubly to her advantage. 

The X-Men will owe her a favor for her help while doing what 

she wants them to do anyway. Plus, if there's trouble brewing 

with the outside world, she can use all the help she can get. 

So all she tells the players is that she heard that the 2nd Avenue 

Morlocks were involved, and she gives them directions to their 

territory. As the players are about to depart, Callisto also gives 

them a password that will identify them as friends to Morlocks 

of her clan once the players promise to try and set things right. 

("Swear it!") At your choice, Callisto can also send one of her 

Morlocks with the players to show them the way. 

The route from the Alley to the 2nd Avenue Morlocks is a 

series of passageways consisting of a series of stairs and 

tunnels leading up at a fairly steep angle. They will have to 

cross a sewer twmel via a raised metal walkway. If the GM 

wishes to insert side trails, secret passages and various other 

diversions along the way, feel free. This is one of the parts of the 

Adventure that can be long or short. 

At some suitable point along the way, the players will 

encounter a scouting party of 6 Wolves, led by a couple of 

Marauders! Vertigo is calling the shots (the GM should be 

seeing things though her perspective). Her assignment is to 

scout, observe the Wolves in action, and report back. They are 

looking for Morlock settlements and marking them down for 

future elimination. After they return, they will report to 

Scalphunter on the combat capabilities of the Wolves, for they 

are assessing their abilities as well (as both allies, and 

eventually, victims!). 

This is a first battle, just to get your players (and you) up to 

speed. The Wolves will attack and the Marauders wilJ hang 

back. Use Vertigo to cover the scouting party's retreat by using 

her powers on the players to prevent pursuit. If anyone still 

catches up, Scrambler will attempt to touch and disorient them 

,........t.g-enable their escape. Remember, the point of this battle isn' t 

to kill the players, so go easy on them in this encow1ter. 

MARAUDER RECON: 
Vertigo, Scrambler. BEHAVIOR: This is not a proper combat 

team, so Vertigo and Scrambler will retreat rather than risk 

capture. If captured, all they know is that they are getting paid 

to do what Scalphunter tells them. They don't actually know 

where they are or where their own base is because the Morlock 

tunnels are so confusing. They are relying on the Wolves to 

guide them. (If they were to be scanned by a Telepath, they 

would have a mental picture of what their base at the 63rd 

Street Platform looks like, but not how to get there. This will be 

the case for all Marauders during this Adventure.) They also 

don't know the details of their hiring or anything about the 

Consortium or Deputy Mayor Higgins. All they know is their 

Mission: to wipe out all the Morlocks in a certain area, and that 

they are being paid 8 m illion dollars, half in advance. If they are 

turned over to the cops, they will wind up being released 

immediately-Deputy Mayor Higgins works long hours. If the 

players turn them over to Callisto, she will kill them. She hates 

the Marauders with an ice-cold passion and thrives on revenge. 

WOLF SCOUTING PARTY: 
4 Scouts, 2 Close Fighters; see P. 70 for a s ample team of 

Wolves designed especially for this fight. (Feel free to twea k 

the NPCs if you're afraid your players may have 

" foreknowledge.") BEHAVIO R: They do not inten d to do any 

heavy fighting. 

This party is designed to scout and escape. They may not 

succeed but are positioned so that they have a "first shot" 

advantage (subject to special advantages amon g the p layers). 

If the scouting party fails to incapacitate their enemies in the 

first cou ple of Panels, they will retreat under cover of Vertigo's 

power. If the Marauders are followed in spite of their 

precautions, they will go to the Slime Pit (Mission 1, Scene 3) 

and meet up v.rith Prism. The Wolves will simply move 

aimlessly around the various tunnels for several hours until 

they are sure they have broken contact and then will return to 

their rendezvous point (which is not their home) and hang out. 

General Note: If at any time before Mission 3, Scene 3 the 

players do somehow manage to find the Marauder's lair, i.e., 

by reading the Wolves' minds, it will be empty at the time. 

You want to save the 63rd Street Platform scene for the final 

battle with any survivors at the end of Mission 3 . 

Scene 2 
(Refer to the 2nd Avenue Morlocks Map) 

Eventually the players will emerge into an area that matches 

Callisto's description. For the past ten years, this place has been 

a home to a small commwuty known as the 2nd Avenue 

Morlocks. They are living in an underground complex that was 

partially excavated to make room for the 2nd Avenue subway 

line (before the last time it was cancelled). They have been 

tapping power from a junction box some distance away and 

have a spigot drilled into a water main. The 2nd Avenue 

Morlocks were living quiet, secluded lives until the subway 

project was revive d . Their precious tunnels are now to going to 

be prepared for use b y the Transit Authority. 

Solomon, the leader of the 2nd Avenue Morlocks, v.riJl step 

forward and demand to know the players' business here and 

for what reason they trespass. 

There are three access points to the home of the 2nd Avenue 

Morlocks. Two are passageways fr01n the tunnels, ·with one of 

those coming from the direction of the Alley, where the players 

come from. The other is a slimy passageway / chute off the 

garden, down which the 2nd Aven ue Morlocks dump their 

garbage and waste. 

2ND AVENUE MORLOCKS: 
Solomon: (The Leader of the 2nd Avenue Morlocks); 

A BILITIES: Int: 3, Str: 4, Spd: 2, Agi: 2, Dur: 4; A CTIONS: 

Oose Combat: 3 (Strength Bonus), Lie Detection: 7 (Stones vs. 

Int), Leader ship: 4, Social Skills: 3. 

Render: (the Morlock who caused the death of the workers); 

ABILITIES: Int: 4, Str: 1, Spd: 1, Agi: 4, Dur: 3; A CTIONS: 

Oose Combat: 2 (Intelligence Bonus), Sonic Blast: 5 (power out 

of control-can have an earthquake-like effect), Social Skills : 2; 

M O D IFIERS: Reflexive Dodge: (+2). 

Mother Nature:· (4'9" tall, c. 900 lbs.) She h as a mutant power 

that allows her to communicate with al] animals; A BILITIES: 
Int: 2, Str: 1, Spd: once 1, now less, Agi: 1, Dur: 4; ACTIONS: 
Speak with Animals : 6, Social Skills: 7 (Animals, Children 

M ODIFIERS: Relatively immobile. (When sh e has to move 
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she is carried by Ralphie.); EQUIPMENT: Ralphie: A giant 

albino alligator, quite transparent; his functioning internal 

organs can be seen clearly. Int: 0, Str: 5, Spd: 3, Agi: 5, Dur: 4, 

Close Combat: 3 (Agility Bonus), Toughness: 3, never puts 

stones into defense. He is fitted out with a custom saddle. 

He carries her around on his back and she feeds him scraps. 

He responds to simple commands and is utterly loyal to her. 

Assortment of "pets" (GM discretion). 

Mix of people: All of the clans a.re mutants, and there is 

always a percentage of warriors in each clan. Some of these 

will be more useful in a fight than others. The greater mass 

of Morlocks will have Int: 2, Str 1, Sp: 2, Agi: 1, Dur: 1, 

an assortment of Personalized Actions (from day-to-day life) 

and Social Skills: 1 (or more). There are about 50 in all, 

including a number of children. The GM can use the Team 

Generator to flesh out this or any other Morlock group. 

If the players ask who killed the workers and how it 

happened, the group leader will call for those present to tell the 

story. They tell it as explained in the Backstory section, above. 

While the Morlocks regret the loss of life, they see it as an 

W1fortunate accident. They do not regard Render as a murderer 

and will not be willing to surrender him to the authorities. 

Just at this point, the players catch a glimpse of a partly 

h idden figure observing the crowd from the sludge tunnel. 

He ducks quickly out of sight, but the p layers (if they are X-Men) 

¼rill recognize hin1 as Prism, one of the Marauders . He turns tail 

and runs through the g arden and down the slimy passageway. 

If the players do not follow, skip to Mission 2, Scene 1. 

If they do, continue to Scene 3. 

Scene 3 
{Refer to the Slime Pit Map) 

If Vertigo and Scrambler survived the encounter in Scene 1, 

then they are here along with Pris m. Otherwise, it's just Prism. 

They have ventured in through the rear entrance and once 

seen, retreat through the garden and down the slime pit. 

MARAUDERS 
Scramble r, Ve rtig o (if they have survived so far), Prism. 

But not Scalphunter- he' s back a t base camp. We're saving hirn 
for later. Or you can make up a light tag-team including a 

villain who can confuse, entangle or in some other way dela y 

or divert the players. 

When they are spotted, they will retreat and make their 

way down the tunnel, a·oss into the area where the Sludge 

Monster l ives and head towards the rear exit. This will awaken 

the Sludge Monster, which will react too slowly to capture the 

Marauders. The players catch a glimpse of the Marauders as 

they escape out the back exit, just as the Sludge Monster piles 

heaps of sludge that totally and hopelessly block the exit. 

The Marauders escape, but the players may not know that 

and think the Sludge Monster has engulfed them. Perhaps they 

survived, perhaps they're dinner. But now the players have 

other worries . . . 

GM NOTE: The purpose of this encounter is to allow th e 

Marauders to escape and give the players a challenging, 

unusual battle. 

At this point, the Sludge Mons ter tun1.S its attention to th e 

players, who unless they have specifically said so, are actualJy 
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standing in the Sludge Monster. The whole central area of the 

slime pit is, in fact, coated by the Sludge Monster. The sludge is 

sticky and it requires 1 stone of effort per s tone of speed when 

passing through the Sludge Monster (override the D&R Chart). 

For example, it normally costs only 1 red stone to move at a 

speed of 2, but it would take 2 red stones of effort to move at a 

Speed of 2 when crossing the sludge (3 s tones to move at a 

Speed of 3, 4 stones at Speed 4, etc.). You also may get attacked 

by a pseudopod on your way through. 

SLUDGE MONSTER: An amorphous blob that can coat an 

entire chamber and can easily seep to cover more area ii 
desired. Rich in R-drug runoff, medical and other mutagenic 

waste, toxic chemicals and sewage. May be alive in more ways 

than one. It has a frog-like head and an enormous body with up 

to 8 pseudopods popping out of its protoplasm to attack, 

envelop and devour the hapless players. 

ABILITIES: Int: 0, Str: 7, Agi: 3, Spd: 1, Dur: 8, HeaJth: 8, 

Energy: 24; ACTIONS: Tongue Whip (Frog Head only): 8, 

Pseudopods: 8; M ODIFIERS: 2x Regeneration Rate, 

Reconstitute Self, Churik of Metal: (+l), usable by pseudopod, 

Car Engine: (+2), usable by pseudopod. Add more junk at 

GM discretion. 

Pseudopods, or "pods," can be created by the Sludge 

Monster from any part of its mass by putting red stones into it. 

Up to 8 pods can be created and each pod can have a maximum 

of 8 red stones of energy. Stones rem.ain in each pseudopod 

Action box and may be reus ed until combat is over. Stones in a 

pseudopod can be increased up to the maximum of 8. 

The Sludge Monster may use a pod in the same Panel it is 

created. Pods are u sed to fight the players (red s tones in the 

pod vs. the player's defense). If a pod gets damaged, hits 

comes out of the pod's red stones. Pseudopods can cooperate 

to a limited extent when attacking. For example, 2 pods 

attacking or defending (or blocking an entrance, etc.) at 4 

s tones each can be combined into a single action of 5, etc.). 

The pseudopods can be used to block escape, defend the head 

and / or fight the players. 

IGJling pseudopods will not directly affect the Sludge 

~onster's white stones. To remove white stones, you have to 

attack the Sludge Monster's head. However, even if you 

remove all the white stones, you cannot kill the Sludge 

\ilonster. You will merely kill one head. Eventually, a new part 

of the colony will beconte dominant, complete with a new 

head, and possibly with different powers. The original head 

vas a Frog which had mutated into something else. It has 

picked up" various other organisms that interacted with the 

R-drug (among other chemical and medical waste). If the frog 

head" is killed, a new head will emerge, the victor among the 

ther organisms than inhabit the colony. "Head" candidates: 

~at, Alligator, Cat, Pit Bull, Pigeon, Turtle, giant mutant 

(;oldfish, the NPC you lost last week. 

One of the pseudopods is created from a sticky pool of tar 

;is the La Brea Tarpits). Its attack does no damage and ignores 

-oughness. If it hits, the victim is stuck fast To break free takes 

, many stones Resistance as are in the tar pod. 

To set up the Sludge m onster, take a CAD and u se an 

ction Box for each of the potential 8 pseudopods and one for 

.e head (Tongue Whip). 

Use the Sludge Monster's readiJ1ess to balance the battle. 

the p layers are a less powerful group, the Sludge Monster 

should s tart with no formed pseudopods. But if it's the full 

line-up of the X-Men, you can start the Sludge Monster with all 

8 pods formed with 8 stones of energy in each pod. If at rest, 

the Sludge Monster has no pods. Starting with no prepared 

pods, in 1 Panel it can spend all 24 of its energy and have 3 

pods with 8 stones each or 8 pods w ith 3 stones each or 

anything in ben,veen. It regenerates 16 stones per Panel. 

Once players have dealt with the abovementioned perils, 

they can leave the slime pit and go back to the 2nd Avenue 

Morlocks' quarters. 

MISSION 2 
Prinlary Objective: Defeat the Marauder-Wolf raiding party 

and report the news of the raid to Callisto. 

Secondary Objective: Capture a Wolf or Marauder prisoner 

and bring them to Callisto. 

Scene 1 
(Refer to the 2nd Avenue Morlocl<s Map) 

When the players return to the Morlock community, they 

should inform Solomon that it was another Marauder, and that 

the presence of the Marauders could mean real trouble. 

Solomon will ask about the Marauders, and also about the 

subway. The players should use their common sense in 

answering: The city probably isn't going to divert the subway 

to avoid the Morlocks. 

The 2nd Avenue Morlocks will debate the situation. H ere is 

an opportwu ty for th e GM to introduce his own eccentric 

personalities to the 2nd Ave Morlocks. Crabby Old 

men/ women who "ain ' t going nowhere," Demonstrators 

singing, "We Shall Not Be Moved," "Intellectuals" who require 

"further proof," etc. 

When you th.ink it's appropriate, Solomon and most of the 

Morlocks will have come to a decision: His people will go to 

the Alley, where they will be safe. Tomorrow is Market Day. 

They will go to the Marketplace and discuss their problem with 

the other Morlocks. The players may or may not decide to 

escort them, but since we want to get the players back to 

CaJJisto, you should probably have Solomon and the Morlocks 

ask, or even beg them, to do so. 

As the 2nd Avenue Morlocks pack up and descend to 

the Alley, they tell the players about the Marketplace if they 

have not done so already. But they don't tell them where i t i s 

or how to get there, since the players are not Morlocks. 

Only CaJlisto can invite them. (Another reason for them to 

go back to Callisto!) See the description of Market D ay 

on P. 81. 

Scene 2 
(Refer to the Alley Overview Map) 

The players and the 2nd Avenue Morlocks reach Callisto's area 

of the Alley, bringing news of their encounter w ith the 

Marauder-Wolf scouting party along with the refugees. 

Callisto is very concerned about the presence of the Marauders, 

and about the alliance with the Wolves. 

Callisto will grant asylum to the refugees. Of course, this 

means that Solomon and his people will owe her allegiance 





once they finally get resettled. Furthermore, it's starting to look 

as if there may be a large displacement and a widespread 

emergency involving surface dwellers and Marauders. 

Someone may have to reunite the fragmented Morlock clans 

for better mutual protection-Drain Dwellers, Tunnelers, 

Scavengers, Fishermen and all the clans located along the 

planned subway line. From Callisto's point of view, why 

shouldn't that someone be her? All in all, Callisto thinks things 

are going pretty well for her, considering the great danger near 

at hand. 
With Marauders and surface-dwellers threatening the 

Morlocks, Callisto also realizes having the X-Men by her side at 

tomorrow's Market would only strengthen her position. So she 

makes sure they know how to get to there from the surface: 

Grand Central Station, track 150, take the tunnel leading east, 

third access door to the right, go down a tunnel that ends in 

what looks like a n,aintenance closet, but there's a manhole 

cover in the floor with a stairway leading down to the area of 

the Marketplace. 

Just at that moment, a bloody, heavily wounded Morlock 

staggers into the area. He announces that the Armory Gan is 

under attack. Laying it on thick, he begs Queen Callisto to help 

the Armory Clan. He swears that even though they've grown 

apart in recent years, they've never really stopped thinking of 

her as their true queen. Then he collapses. 

Callisto immediately sends out scouts to warn the other 

clans. They a.re to tell the clans what has happened, and to meet 

a t the Market tomorrow to discuss the future. Any clan that 

fears for its safety is welcome to come to the Alley tonight for 

their own protection. 

Then Callisto turns to the players. Because she's needed 

here with all the fighters she can muster, to protect her people, 

she asks the players if they would be willing to h elp out the 

Armory Clan. She would consider it a favor. She can spare 

them a scout to sh ow them the way. The clan is located under 

68th Street and 3rd Avenue. (Pick a scout from the team 

generator, or make one up.) I£ the players choose not to go help 

the Armory Clan (cowards!), then skip to Mission 3, Scene 1. 

Scene 3 
(Refer to the Armory Clan Map) 

When the players arrive at the Armory Clan's area, they find a 

scene of wreckage and carnage-and a Wolf-Marauder combat 

:earn! The Wolves and Marauders have just finished 

perpetrating a terrible massacre. The bodies of the Armory 

Oan are lying all over the place. There are no survivors. 

You may allow for a couple of survivors, if you wish.) 

There are also a couple of Woli bodies among the dead, but the 

\Volves and Marauders are still in the mood to fight. 

WOLVES: 5 Oose Fighters (one has 1 s tone of damage, another 

ftas 2 w hite stones of damage), 1 Scout (to hunt out/run down 

any survivors), led by Tweaker. 

Tweal<er ( Party Support): ABILITIES: Int: 3, Str: 2, Ag:i : 3, Spd: 

Dur: 3; ACTIONS: Close Combat (Speed Bonus), 

Hunting/Tracking : 4, Leadership: 1, Social Skills: 3; 
\[OOIFIERS: Prescience, Claws: (+l), paralyzing(# of Panels 

stones of damage). Note: Calls his Prescience "tweaking;" he 

itches and convulses slightly for a Panel. 

MARAUDERS 
Harpoon, Blockbuster. They've been sent on this raid by their 

leader, Scalphunter, in order to assess the combat skills of the 

Wolves and so they can better dispose of the Wolves once 

they're all done killing the other Morlocks. Other than that, 

Scalphunter has only told them that he's got something big 

planned for tomorrow. 

After the battle, if the players have captured any Wolves or 

Marauders and found out where the Wolves' lair and the 

Marauders' base is, they may want to go there. If they do, the 

lair is empty. The Wolves and Marauders have left to prepare 

for tomorrow's attack on the Market. 

If the players have prisoners, they may want to bring them 

back to the Mansion for Professor X to interrogate, or back to 

Callisto, or to the police. 

Regardless of what the players do next, they won't be able 

to find out about tomorrow's planned massacre because none 

of the raiders know about it. 

Finally, the players may want to return to Callisto to report 

the news of the massacre, or they may want to leave the tunnels 

for the night, in which case they can send back the Morlock that 

accompanied them. 

No matter what they decide, you should do your best to 

make sure they get to the Market tomorrow. It's where all the 

fun is going to be. 

MISSION 3 
Primary O bjective: Defeat the Marauders and prevent the 

great slaughter of the Morlocks. 

Secon dary O bjective: Uncover and expose the Consortium 

plot to slaughter the Morlocks. 

Bonus Objective: Defeat the Wolves and save D eputy Mayor 

Higgins' life, but make sure some "appropriate" form of justice 

befalls hin,. 

Scene 1 
(Refer to the Morlocks Marl<etplace Map) 

The cavern complex is well lit. It is carefully set up and has 

many entrances and exits. It has booth-type setups, and the 

Morlocks mill a.round, making their bargains and taking in the 

local gossip. Morlocks from all over the city are here to buy, 

sell or trade goods- food, machinery, some of it hand-tooled 

and/or modified, spare parts, various "arts and crafts"­

all of the artifacts, honest produce and even vices of society. 
There is an absolute truce between clans in effect in the 

Marketplace, enforced by Callisto and her band. Clans that 

might well snipe at each other through access tunnels will 
swap rumors and swill mushroom-beer, fermented by one of 

the clans and sold by the cupful (you return the cup 
afterwards), and munch on bird jerky ("that wasn't chicken"). 

Musicians, comedians, acrobats, contortionists and the like 

may be performing or begging for scraps. There are areas 

w h ere mothers leave children to play in impromptu sand pits 

with wide pipes set up for slides, ropes for swings and a 

junkpile to climb on. They play, wrestle and squabble while 

their parents drift around and look for useful tidbits 

to swap. There is the babble of constant voices, laughter and 



the occasional shriek of outrage. A hundred n1.utants are 

always bargaining, all at once--most business is done by barter 

rather than by cash. The dickering is continuous. 

Your players may get the bright idea that if they are going 

to something called "Market Day," it might be a good idea 

to stock up on some neat, portable, affordable items 

(flashlights, calculators, chocolate bars, comic books, chewing 

gum, toothpaste, etc.), just in case . .. and if the players do, they 

have a good shot at getting info they need by a little trading 

and bribery. It's not a great place for consumer items (except, 

of course, for that certain special item you may decide to 

plant here). But info is another question. There are a lot of little 

creatures with big ears who live underground. You can often 

find out useful, esoteric information at the Marketplace. 

You just have to look in the right places ... 

There are other diversions possible in the Marketplace if 

the players want to look around. Crooked card games, strange 

foods (many quite tasty), usually consisting of dog, cat, crow, 

frog, pigeon, rat, squirrel, insect, various fish and slugs, 

strange glowing plants-whatever "wildlife" is available 

underground. There is a centrally located, seething cauldron 

of Goat's Head soup (one eyeball still intact, stolen 'specially 

from 9th Avenue courtesy of the Hell's Kitchen Morlocks) 

that everyone seems to feel free to dip into. Every now and 

then one of them tosses in a random ingredient to keep it 

all going. If a player can manage to get down a cup (Resistance 

= 3 stones of effort), he gets a + 1 Situational Modifier in Social 

Skills (non-cumulative) for the duration of the current visit. 

When the players arrive in the Marketplace, they v,rill 

find that some areas are less crowded than others. In. one of 

the quieter spots, Callisto will be hanging out v.rith some 

members of her clan, including Leech, Healer and Caliban 

Solomon is there as well. 

Callisto motions to the players. She wants to talk to them. 

She has been playing poli tics with other mutant clans since she 

arrived. It has been a long time since s he's been Queen of all the 
Morlock clans, and she's acting as if today will be the day she 

once again retakes complete control of the underground world. 

Then Caliban says, "Caliban feels presence of enemies. 

Cal iban is afraid." After nearly everyone has arrived who is 

going to, Callisto will call for a general meeting. 

She says that the Morlocks face many threats and that 

the time has come, once again, to unite the clans. Solomon crie. 

out, "We're all in this together! We face a common threat. 

Callisto starts by explaining all about the 2nd Avenue subway 

project and the fact that Marauders have not only been seen in 

the area, but have orchestrated the slaughter of the Anno!] 

Clan. She says that it is imperative that the tragedies of the past 

not be repeated. She will call on the players to support the truth 
of what she says. Solomon will support Callisto using his 
Lie Detection power. 

Just as she is beginning to gain a groundswell ot 

momentum, all hell breaks loose: Scalphunter puts his plan 

into action. Why grub around the sewers all week when the) 

can solve the whole problem at once? Sure, most of the 

Morlocks h ere don't even live in the target area- but so whaC 

If the Marauders get them all, they will have done the whole 

job in a single afternoon. Besides, Scalphunter is enjoying 

himself and regards the whole affair as paid vacation 

The Marauders and Wolves leap to the attack. 



Scene 2 
[f the players have scouts out or suggested to Callisto that she 

send out scouts, you should give them a heads-up and a 

minute or two to prepare for the corning attack. You can also 

say that Callisto sent out extra patrols because Caliban had 

been getting bad vibes. Or else the Marauders will get off a 

swprise attack that will give them either a free Panel to act or 

at least allow them to go first that Panel (regardless of Agility, 

Speed, etc.), depending on what you decide. 

MARAUDERS 
Scalphunter, Arclight, Riptide, Sabretooth plus any Marauders 

who survived the previous engagements. They will attack the 

players immediately. 

WOLVES 
3 dozen warriors (make them up using the Team Generator). 

BEH AVIOR: In true wolf-fashion, they will attack the 

Morlocks present rather than the players (and will be attacked 

in turn by Callisto). 

THE EASY (COMIC BOOK) WAY 
Only play out the Marauders vs. the players. Don't worry 

about p laying out the Wolves vs. Callisto and the rest of 

the Morlocks. 

If the players win, then Callisto and the Morlocks will also 

win because the players are assumed to have rein.forced her. 

Their victory will break the Wolves' morale and the raiders will 

call off the attack and flee. 

If the Marauders defeat the players, then the Wolves, 

reinforced by the surviving Marauders, are assumed to have 

won their battle and slaughtered the Morlock clans. 

In comic book terms, it would all come down to a couple 

of Panels. The first Panel says, "Meanwhile, Callisto and her 

Morlocks battle bravely against superior numbers of Wolves" 

and shows violent, hard-fought combat taking place. The next 

Panel shows whether they won or lost, in graphic detail, with 

the winners looking bloody but unbowed and the dead bodies 

of the losers scattered around the Marketplace. 

Regardless of any other results, at least some of the Wolves 

are assumed to have escaped. They will head directly back to 

their lair and can be either followed or tracked. However, since 

Callisto now knows the Wolves are involved, she would 

assume the Marauders are operating out of the Wolves' Lair at 

the 63rd Street Platform and would lead the players there even 

if there were no Wolf survivors. 

THE HARD WAY 
If you really like full-scale battles then you're going to want 

to play this out the hard way. This means not just playing the 

battle between your characters and the Marauders but also 

playing out the part that includes Callisto and the Wolves. 

This could take an entire evening, or even longer. 

Do the Wolves up in six 6-man Combat Teams, opposed by 

all of the Morlocks from the Team Generator (and throw in a 

bunch of more-or-less helpless civilians as targets for the 

Wolves), and do it mano-a-mano. If you're into setting up 

days-long battles, this is the way for you. But most will favor 

the easy way out. 



(Refer to the 63rd St reet Subway Platform Map) 

Assuming the players win the battle, Callisto calls for them 

to go with her to the Wolves' lair, located at the abandoned 

63rd Street Platform, originally built to accommodate the 

2nd Avenue subway line. She knows a passageway that goes 

there direct from the Alley. If the players refuse to go, they will 

miss out on their Secondary and Bonus Objectives. 

The remaining Marauders and Wolves do not plan to 

simply surrender. Their last stand will take place on the 63rd 

Street Platform, in and around all the train tracks, 

abandoned cars, etc. The Wolves are less clean than the 2nd. 

Avenue Morlocks. There is considerable trash lying around. 

There are no clean beds, just mere piles of rags in and among 

piles of broken cinder blocks, rusty metal barrels, stacks of pipe 

and other debris . So there is all sorts of material to hide 

behind, throw, etc. On top of it all, there's a boom box blaring 

loud music. 

MARAUDERS 
Malice (in possession of Polaris; see profile), plus any other 

Marauders that survived or escaped. BEHAVIOR: If the tide 

seems to tu rn against them, the Marau ders will take their 

money from Deputy Mayor Higgins and take off. 

WOLVES HOME GUARD 
Shiver: (Close Fighter / Scout) Leader of the Wolves. 

A BI LIT IES: Int: 2, Str: 4, Agi: 2, Spd: 3, Dur: 4; ACTION S : 

Close Combat: 5 (Strength Bonus), Leadership: -1, Fear: 6, 

Hunting / Tracking: 5, Social Skills: 2; M O DIFIERS: Wolf-like 

features, Claws (+l), Toughness: (+1), Animal Senses: 5. 

Ripper: (Scout); ABILITIES : Int: 1 / 2, Str: 1 / 3, Agi: 2 / 4, Spd: 

2/4, Dur: 2 / 3; ACTIONS: Close Combat: 3 (Agility Bonus), 

Leadership: 1, Hunting/Tracking: 6, Thieving: 3, Social Skills: 

3; M O DIFIERS: Reflexive Dodge: (+l), Transform Self into a 

white wolf, Animal Senses: (5), Enhanced Vision: (5), Infrared. 

6 Wolf Guards: 3 Close Fighters, 1 Ranged Fighter, 2 Support or 

Other; EQUIPM ENT: They all have +2 Handguns. 

12 others: More likely to hide or run than figh t. ABILITIES: 

lnt: 2, Str: 1, Spd: 2, Agi: 1, Dur: 1; A CTIO N S: an assortment of 

Personalized Actions (from day-to-day life) and Social Skills: 1 

(or mor e). BEHAV IOR: Individual Wolves will try to escape 

if wounded. 

If Callisto has come along with the players, she will try to 

prevent the players from killing (but not from fighting) Shiver 

or Ripper or any of the other Wolves. Once she has them 

subdued, she forces them to yield and swear eternal obeisance 

to her. But sh e does not kill them. She knows that th e Wolves' 

treachery merely gives her a better hold on them-Callisto is a 

master of exploiting weaknesses (or sins). 

Deputy Mayor Higgins is there too, with his bodyguard 

and personal assistant (both of whom are a lso in on the plot). 

They are there to make the rest of the payoff ($4 million}, 

which they have with them in a large suitcase. Higgins and 

hi s men (who have only normal human Abilities, the 

bodyguard having a Durability of 2) have realized that they 

are in way over their heads and are beginning to get pa.nick) 

Scalphunter has left Malice with orders to grab the money and 

kill Higgins and his men if the raid o n the Marketplace fails. 

If the p layers fail to protect Higgins within the first two Pane]._ 

they s pot him, Malice will try to kill him the next Panel. 

If the players act quickly to save Higgins, questioning or 

mind reading will reveal that Higgins told the 2nd Avenue 

Consortium that the contract was for $10 million and he h a,, 

pocketed the extra $2 million. The Marauders think the dea 

was for $8 million. (Neith er the Marau ders nor the Consortium 

would take kindly to such deception.) The players can use this 

as pressure: "How m u ch do you think your miserable hide 

worth? $2 million? I don' t think so! Maybe we ought to thro\\ 

you back to the Marauders. Now about that testimony ... " 

On the other h and, Higgins has $4 million on him, and he 

will be happy to tum a blind eye to the p layers in return for 

letting him go-without the s uitcase. 

CONCLUSION 
If Deputy Mayor Higgins survives, he will be willing to accep 

a plea bargain in order to fink ou t the Consortiu m ( whose 

members are a matte r of public record). If this happens ana 

all the dirty linen comes to light, the 2nd Avenu e line migh 

be cancelJed-again (" Another scandal? This project i, 

cursed!") The Morlock groups may not even have to move ii" 

the first place. 

It's even possible that the players cou ld contrive a way t, 

confront the mayor and poin t o u t the Morlocks in the affectea 

area are, after all, homeless and should be taken care of as par, 

of the new homeless proposal. 

Perhaps the players can threaten the backers of tl1e projeci 

with jail, but not turn them in to the authorities, thus causinb 

them to back out of the project. 

Finally, what will the ramifications be? Will the subwa 

project continue? Will more groups have to move? W ill th 
Morlocks organize to defend their tunnels? Will the builder­

who paid Deputy Mayor Higgins to hire the Marauders b, 

exposed and go to jail? There will be many opportunities for 

continuing plot line (Daily Bugle headline: "Ex-Deputy Mayo 

Enters Federal Witness P rotection Program ... ") It's up to yo1. 

and your players to take it from here. 

There is also the matter of Callisto and her a m bition, 

Assuming she survives, whether she won or lost sh e will u 

this incident to cement her control over the Morlock clans­

whatever's left of them. 

FUTURE UNDERGROUND 
ADVENTURES 

Now that your p layers have ven tured undergrou nd, the­

might well want to go back. You' re going to need to make u 

new material a n d recycle the material you already h ave. 

First, there is Callisto and the Marketplace. That gives ym .. 

players a place to go a n d a powe rful, clever authority figure 

interact with. 

Second, you can modify the maps we've provided. Aa 

tunnels and caverns to keep you r players guessing. C lose off 

large area. Tur n the maps s ideways or upside down. Add yo 

own passageways and connections. And don't forget u 
Sludge Mons ter. (We wouldn't want he /she / it getting lone! 



APPENDIX A: WEAPONS 

WEAPON WEAPON MODIFIER RANGE 
Shoulder-Mounted 
Laser [Sauron] 6 Stones St 
XSE Laser Weapon 
[Bishop] 8 Stones 5 t 
XSE Plasma Charge 
Weapon [Bishop] 7 Stones (2x Dmg.) 6 t 

t Range increases to extreme range (anything in line of sight> 
if in outer space. 

APPENDIX B: VEHICLES 

The Blacl<bird (Gold Version) 
Description: An improvement on the original Blackbird courtesy of 
Forge. Can carry up to 18 comfortably. Carries 3 months' survival gear, 
can operate in a vacuum. Powered by 2 Shi'ar ram jets, capable of 
vertical takeoffs and landings. The Blackbird maintains a dedicated link 
w ith the War Room, Cerebra and Cerebra. Although the B lackbird is 
at constant risk of being shot down, its damage control systems are 
geared to enable low-risk emergency landings. (The GM should take full 
advantage of this fact- just l ike Marvel.> Mission-specific pod allows 
for adaptation. 
Crew: 3 (pilot, copilot, flight engineer) 
Difficulty to Operate: 3 
Resistance to Operate: 3 CO if autopilot engaged) 
Defense Modifier: 5 
Vehicle Damage: 60 
Maneuver Modifier: 8 
Flight Speed: 7 
Weight: 9 
Weapons: None 
Radar: Range = 9 
Shi'ar ECM and Cloaking Device: Modifier which allows the Blackbird to 
avoid detection by Radar, Enhanced Vision, etc., and also provides 
Invisibility: C+8). 

Genoshan Magistrate Ehte Vehicles 
The Magistrate Elite infantry use an array of advanced vehicles and 
weaponry. Here are a few stereotypical models. Like all technological 
militaries, the Genoshans modify their weapons for specific tasks and 
the GM can spring all sorts of unexpected surprises on his players. 
( Bridge-builders, repair units, medical vehicles, tactical nukes, etc.) 
Note that infantry also have Body Armor (+2) and the usual assortment 
of assau It rifles, flamethrowers, rocket launchers, etc. 

Genoshan Sky Cycle 
Description: Infantrymen use these for surveillance and speed. 
Crew: 1 pilot, 1 passenger (in tandem) 
Difficulty to Operate: 3 
Resistance to Operate: 2 

Flight 
Communications 

Avionics 

Electronic 
Countermeasures 

Station Forward 
Flaps 

ECM Ant ennae 

Defense Modifier: 2 
Vehicle Damage: 5 
Maneuver Modifier: 6 
Flight Speed: 5 (may go slow, hover) 
Weight: 4 
WEAPONS: Catch Webs: (+7), Attack vs. Agi lity or defense to capture 
(whichever is higher); extra stones of "damage" do stun damage per 
Panel vs. red stones of energy. Range 2, launches from the nose of t he 
vehicle, Area Effect of 1. (Captured victim dragged along behind.) 
Mounted Energy Weapon C+6) at GM discretion, or passenger may fire 
own weapons from vehicle. 

Genoshan Walker 
Description: can walk off-road over rough terra in, up stairs, etc. 
If on roadway, it can convert t o an in-line, single-wheeled 
gyro-power-cycle vehicle. 
Crew: 1 
Difficu lty to Operate: 4 
Resistance to Operate: 1 
Defense Modifier: 5 
Vehicle Damage: 20 
Maneuver Modifier: 4 
Speed: 2/5 (walker/cycle) 
Weight: 4 
WEAPONS: Catch Webs C+6l and ei ther Energy Beam (+6) or Gatl ing 
Gun (+4) 2x Damage. Occupant may fire personal weapons from vehicle 
if canopy is open. 

Genoshan Powered Armor 
Description: The Genoshans also deployed heavy powered armor. 
Their infantrymen use it as cover in battle and may even " hitch a r ide" 
on it, much as a tank. T he GM can assume that the wearer of the suit 
has abilities of all 2's and knows Close and Ranged Combat at 2 . 
PA ABILITIES: S.I: 4, Str: 8, Agi: 1, Spd: 2, Dur: 4; PA ACTIONS: 
Close Combat: 2, Ranged Combat: 3; WEAPON SYSTEMS (Either one 
weapon, leaving l hand free for Close Combat or two weapons): Rocket 
Launcher C+4), AP or Area Damage (6 rounds), or Automatic Cannon: 
(+5), AP, 2x Damage, or Grenade Launcher, Flamethrower or Catch Webs 
(as Sky Cycles) at need; MODIFIERS:Targeting: 2, Toughness: 5. 

APPENDIX C: EQUIPMENT LIST 

Costumes and Body Armor: 
Your Body Armor or Costume can come with a free "lesser aspect " -
something that "goes with" your powers (usually something that keeps 
them from being embarrassing or inconvenient>. Like clothing able to 
withstand flying at near- light speed [Northstar]. Or instead of a (+ll 
Defense Modifier it could have an int eresting twist such as becoming 
a collar [WolfsbaneJ or acting as a containment suit [Venus Dee Milo). 
As with all freebies, the GM must keep this within reason. 

Real World Costs: 
Anything you can find in the real world that has a dollar cost is 
theoretically available at that cost. Assault rifles, tanks, submarines, 

Shi'ar 
Ram Jets 



etc., are a l l available for you to use in your campaign. But when it comes 
to things you can't buy in the real world-everything from Unstable 
Molecule costumes to Disintegrator Beams-you can only buy them with 
Character Generation stones (or acquire them during play). Once play 
begins, the GM can determ ine the price for anything in dollars. We sug­
gest the following formula for converting cost in Charact er Generation 
stones to cost in dollars: 

1 red = $ 100,000, 2 red = $25 0,000, 1 white = $1 mil., 
2 white = $10 mil., 3 white = $100 mil., 4 white = $ 1 bi l., 
5 white = $2.5 bil., 6 white = $10 bil., 7 w hite = $25 bil., 
8 white = $50 bil., 9 w hite = $100 bil., 10 white = 250 bil., 
11 white = $500 bil., 12 white = $1 tri l. 

This allows a player to go on a $100,000 spending spree for one red 
st one. 

CosL fo Weapons: 
We base our weapons costs on the info in our Powered Armor rules 
( P. 76-7 7 of the Game Guide) . With the following importa nt exception: 
To buy self -contained energy weapons, such as laser pistols, where t he 
stones of energy come from the weapon and not the user, the Cost Level 
= Modifier # + 1. Note also that PA-mounted firearms have a Range: 5, 
which is greater than the hand-held variety (we factor that in). 

BASIC EQUIPMENT 
Price is in dollars or in stones. Caveat Emptor: Some items are better 
bar gains than ot hers! 

P t icinq Basic Equipft'I nt· 
If you figure the price for a piece of equipment in stones but find it 
ava ilable on the equipment list or available in the real world in dollars, 
the G M should go with t he lower price. For example, say you want Body 
Armor C+l l. Toughness (+l) would cost 1 white Character Generation 
stone. But Body Armor C+l) can be found on t he equipment list in 
the Game Guide for a mere $1,200. So the price for Body Armor C+l) 
is $1,200, not 1 white stone (i.e., the lower of the two prices). 
Body Armor (+2>, however, is not ava ilable "off the rack," and costs 
3 white stones-the same price as Toughness (+2). Pyro's Insulated 
Costume, listed below (much the same as a fireman's>, is another example. 

Roller Blades [DazzlerJ 
Prescription Wraparound Goggles [Anarchist] 
Silencer (for weapons] 
Special costume/suit to hold wings, etc. [Archangel] 
Insulated Costume [ PyroJ: Defense C+l>, C+S) vs. fire/heat 
Hoverchair [Prof. XJ: Spd: 5 (running) 

$100 
$500 

$1,000 
$2,5 00 
$5,000 

$100,000 

CUSTOM-DESIGNED ITEMS 
Modified Japanese Battle Armor C+2) 
[Lady Deat hst rikeJ 
Psimitar [ Nathan Summers] 
Soulsword [MagikJ 
Laser C+6), Range = 5 [Forge] 
Ghost Staff [MoonstarJ 
Hand-Held Disintegrator C+S); 3x Damage [Forge] 
Psi-Armor: Defense (+9) [Onslaught] 
Lockheed [ ShadowcatJ 

3 white stones 
6 white stones 
6 white stones 
9 white stones 

12 white stones 
15 white stones 
3 2 white stones 
45 white stones 

Wrist- Mounted Missile Launcher (+4) [SauronJ, 2x Dmg, AP or A rea 
A ttack, Range 5. Cost: 5 white stones. 

Bodyslide Teleportation Device [from Age of A pocalypse, at GM discre­
tion]. Free Telepor t ation: 4 C 100 miles), Cost: 12 white stones. 

Darkwind [MoonstarJ: Asgardian flying horse. ABILITI ES: I nt: 3, Str: 4, 
Agi : 4 Spd : 4, Dur: 4; ACTIONS: Flight : 5; MODIFIERS: Toughness: 2. 
Utterly loyal; can obey complex commands. Cost: 19 w hite st ones. 

Cerebra [ Prof. XJ: Cerebra is a large complex computer system that can't 
be moved. The user, who must have telepathic abilities t o use Cerebra, 
p laces an att ached helmet on his head t o act ivate. The Professor used 
Cerebra t o locate mut ants so he cou ld contact them. Its powers are 
st ra ightforward, but extremely effective for what the Professor needed. 
Cerebro is linked to t he Mansion's security systems and can contribute its 
A .I. to Its defense. A .I. : 5, Sense Mutants: C+9), Range = 9 . Difficult y to 
Operate : 7 (Telepathy, Sense Mutants may be used t o overcome>. 
Resistance t o Operate: 2. Tech level 7 to repair or modify, R: 5000. (For 
Micro-Cerebro, see Game Guide.) Cost: 12 white stones. 

Cerebra [ Prof. XJ: Cerebra is a m ore powerfu l, more complex computer 
syst em than Cerebra, with longer-range. Also can't be moved. Can be used 
by non-telepat hs. In addition, Cerebra can ident ify whatever mutation it 
picks up. This basic improvement makes Cerebra far more useful than the 
older model, and more user-friendly in that anyone with proper inst ruction 
(or savvy) can use Cerebra, not only Telepaths. Cerebra is linked to the 
M ansion's security systems and can contribute its A . I. to its defense. 
A.I.: 8, Sense Mutants: (+10), Range = 10, can identify mutations 

it senses. Difficulty to Operate: 7 (Telepathy, Sense M utants, Technolo9) 
may be used t o overcome). Resistance t o Operate: 2. Tech level 7 to repai 
or modify, R: 20,000. Cost: 34 white stones. 

Portable Cerebra [X-Men, at need]: Links t o Cerebra and accesses its 
powers or is preprogrammed by Prof. X to detect a particular mutant(s 
Can be used by a non-telepath, does not funct ion if Cerebra is "down. 
Range = 2, Difficulty: 2, if not instructed. Resistance: 2. Cost: Obta in fron­
Prof. X at h is discret ion. 

Neutralizer Gun [Forge]: Suppress Mutant Power, permanently Cunt 
rever sed), Range = 2. Must hit target using Ranged Combat. Toughnes 
doesn't count for defense (armor does). Any stone of damage trigger 
effect . Cost: 4 0 white st ones. 
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Hofer, Evan Jones, Pawel Kowalczyk, l<heldoun l<he 
David Levine, Rocco Lorita, Matt Lunetta, Rob 
Marsteller, Alex Possenreide, Emily Possenreide, Lau 
J Rayl, Rich Reis, Marcel Roberts, Mike Rocamora, 
John Roston, Edward Sabatine, Rachel Silverman, C 
Simon, Jeff Simons, Scott Souza, Erik Tanen, Phi l 
Taylor, Stephen Tihor, Mike Toed man, Daniel Un, 
Kathryn Un, L uisa M. Walker, Lori Wal ls. 

And a special thanks to Jenny Lee and our first 
" victims" : Bill Jemas, Joe Quesada, David Bogart, 
Chet l<rayewski, James R. Finan, and Bob "Glow Bo 
Greenberger. 






