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In a wonderful city not far away, the
world’s most brilliant scientist stands
on a rooftop, extends his body, and,
like a sail flapping in the wind, drifts
away on currents of air. Nearby, a
freelance photographer swings over
~ concrete valleys hundreds of feet
deep, suspended by a thread.

In this city the supreme wizard of a
thousand worlds studies a scroll writ-
ten before the Himalayas rose from
the earth. Sunlight strikes rainbow
colors from the veined wings of a
woman half an inch high. A blind man
leaps across towers of glass, idly
eavesdropping on conversations a
quarter-mile away.

They live in a city of wonders, gigan-
tic, electric, as super human as they
themselves. The greatest city on
Earth. ;

New York City, New York . . . in the
MARVEL UNIVERSE™.

The city is not far away—right in this
box, in fact. With the Deluxe City Cam-
paign Set, a Judge can create a full-
scale MARVEL SUPER HEROES™
campaign taking place in New York
City—the Big Apple!—iocale of many
of Marvel’s most popular comic
books. This set explains the city’s lay-
out, describes some important organi-
zations in detail, visits many
landmarks, and gives the “feel” of life
in the major city of the Marvel Uni-
verse, It also explains how Marvel’s
New York differs from the real article.

But this set offers something more
important than mere information.
From these pages Judges can learn
how to create or improve full-scale
campaigns set anywhere, and how to
generate adventures using interesting
background locations.

ABOUT THIS SET

The Marvel Universe fascinates its
fans not only because of the heroes
themselves, but because of the world
in which the heroes live and the ad-
ventures they have there. For in-
stance, think of Spider-Man, and you
probably think of him swinging be-
tween the skyscrapers of Manhattan,
stopping crimes, and taunting J. Jo-
nah Jameson at the Daily Bugle.

The Deluxe City Campaign Set sup-
plement is a new kind of product in the
Marvel game iine. It focuses not on
the individual heroes but on the peo-
ple areund them, their environment,
and the elements that make up the he-
roes’ adventures. For descriptions of
the heroes themselves, see the Origi-
nal and Advanced Sets, or check out
the other MARVEL SUPER HE-
ROES™ game supplements published
by TSR, Inc.

MHACS, New York, New York
MHAC7?, Concrete Jungle

MA1, Children of the Atom

MAZ2, Avengers Coast-To-Coast

MAS3, The Ultimate Powers Book
MA4, The FANTASTIC FOUR™ Com-
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pendium

MU1-5, the massive five-volume
Gamer's Handbook of the MARVEL
UNIVERSE, the ultimate reference on
heroes and villains.

This supplement is designed for
use with the MARVEL SUPER HE-
ROES Advanced Set, but it can also
work with the QOriginal Set rules. The
whole set is meant for the Judge's
eyes only; players should not read it!

For a Judge who has never lived in
New York City, this set gives plenty of
information on the city, its layout, insti-
tutions, and “feel.”” For the Judge who
has lived there, this set explains how
Marvel's New York differs from our
own New York.

You will find in the Defuxe City Cam-
paign Set:

(1) This 96-page Campaign Source-
book, which describes New York City,
with emphasis on the borough of Man-
hattan. it depicts many of the city’s
“Hotspots,” landmarks that make
good backdrops for adventures, such
as the Empire State Building and the
Morlock Tunnels. For more about the
“Hotspot” format, see below.

The Sourcebook also includes
write-ups of three organizations that
figure prominently in super-heroic ad-
ventures: the police, the Maggia crime
families, and the repair agency called
Damage Control. By learning how
these work and meeting the people
who run them, the Judge can use
them more effectively in a campaign.




Then come sections that evoke the
atmosphere of life in a big city, the
“feel” of the metropolis to those who
live there—both above ground {Chap-
ter 5) and below (Chapter 6).

(2) The 64-page Adventure Bock de-
scribes the ingredients that make a
good adventure: the villain, character
goals and motivations, adventure
hooks, plot twists, and so on through
to the grand finale. i gives advice on
running an ongoing campaign that
suppiements the advice in the
Advanced Set. ;

The book begins with a rundown of
a given year's major events in Man-
hattan. Any one of them can provide
the “hook” for an adventure.

The book also includes many small
scenarios tied to the Hotspot entries In
the Campaign Sourcebook, as well as
a large adventure, “‘Fun City,” which
uses the locations described in the
Sourcebook. Each brief adventure il-
lustrates a way to use the Source-
book’s locations in the campaign. The
Judge can use these as springboards
for his or her own adventures, or as
lessons in how to turn locations into
scenario ideas.

Again, the Adventure Book is for the
Judge’s eyes only; read it after read-
ing this Sourcebook.

(3) There are four large maps in this
hox. Two of them fit together to show a
large section of midtown Manhattan,
including Rockefeller Center, St. Pa-
trick’s Cathedral, the Roxxon Build-
ing, and Four Freedoms Plaza.

The third map shows selected New
York sites, including the United Na-
tions grounds and the Empire State
Building, as well as Central Parkand a
typical subway car.

The fourth map depicts the Statue
of Liberty. The Statue is described in
this book, and several of the adven-
tures in the Adventure Book useitas a
setting. :

THE “HOTSPOT”
FORMAT

The location descriptions follow a
standard format designed for maxi-
mum use and flexibility. Not every en-
try has all the following sections, but
most do. Here are the sections.

Overview: A brief description of the
Hotspot and its function.

The Area: The part of New York
where the Hotspot is located.

Description: This lengthy section
gives the Hotspot’s layout (where ap-
plicable) and appearance. Sometimes
the entry describes the materiais the
tocation is made of, since combat in-
volving PC heroes and villains often
produces heavy damage.

MPCs: Sometimes the description
includes statistics and backgrounds
for non-player characters (NPCs) as-
sociated with the Hotspot. These are
written so that the Judge can role-play
them well in appropriate encounters.

Crimes: The kind of criminal activity
associated with the location; also, ma-
ior schemes by super-powered villains
known to have been centered there
(where applicable).

Campaign Use: This comes in two
subsections. First, the text describes
possible uses for the Hotspot in a
Manhattan or New York campaign.

The second subsection  gives
Judges ways to adapt the location to
other big-city campaigns set outside
New York. For instance, the Empire
State Building entry could apply to any
skyscraper in another city. Some
unigue New York locations, such as
the Statue of Liberty, cannot easily be
adapted, and in these cases there is
no subsection.

Individual entries sometimes have
other, special subsections that deai
with particular topics. For instance,
the Greenwich Village write-up de-
scribes that neighborhood’s history as
it relates to the Sorcerer Supreme,
Doctor Strange.

USING THIS SET

It's perfectly all right to use this
campaign set as a source of informa-
tion about Manhattan and a collection
of scenario plots. But this product aiso
describes the ideas behind adventure
design—and that education in how to
run a campaign can generate maore
scenario ideas than a stack of suppie-
ments.

For the Judge who wants to learn
about running a campaign from this
set, here is one way to.go about di-
gesting all this material;

1. Give this Sourcebook a quick
once-through reading to get a general
idea of its contents. Read about the lo-
cations and organizations that look
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most inferesting, and get an idea of
the city’s ambience or "'feel”

2. Look at the scenarios starting on
page 36 in the Adventure Book that tie
in to the location description. Note the
design principles used to turn the lo-
cation’s interesting features into a
working adventure.

3. Read the first part of the Adven-
ture Book, especiaily the advice on
conducting a campaign. The discus-
sion of story ingredients should stimu-
late your own creativity, provoking
good ideas and ways to custcmize ad-
ventures to your own group of plavers.

4. Try designing a simple adveniure,
It you aren’t already used to designing
adventures, you may want to look at
the story ingredients, and try putting
one together. Go back to the locations
and organizations in this sourcebook
for settings and opposition, 1o the sce-
narics and ienger adventures for
models, and to the Advanced Set or
other game products for useful char-
acters. Designing adventures is chal-
lenging but alsc fascinating.

5. Browse at leisure. With the expe-
rience gained from designing the new
adventure, start at the top and read
through the whole set in greater detait.
With the material in this set, itwon't be
long before your players are ready to
embark on a full-fiedged campaign in
the Big Appie, New York City!

It’s a wonderfui town!




CHAPTER 1: Greater New York City

i3

A VIEW FROM THE AIR

Descending over the north Atlantic
coast of the United States, whether
under their own power or in a handy
Blackbird, Quinjet, or passenger
rocket, heroes can clearly see New
York City. The metropolis is part of the
urban sprawi that stretches from Bos-
ton (to the north) to Washington, DC,
and farther south.

Centered between the New En-
giand and the Capital sprawls, New
York lies at the mouths of the Hudson
and East Rivers. Miles of buildings
spread outward like a brown stain
along Long lsland, the New Jersey
Coast, and upstate New York. Yet sky-
scrapers in their midst of those miiles
of stain reflect the sunshine like dia-
monds. Diamonds amid the muck . ..
an image that may flit through the
minds of New York’s visitors on many
occasions,

ITS SIZE

New York is the greatest city in the
United States, perhaps in the world. It
stands foremost in finance, culture,
the arts, communications, ethnic di-
versity, cuisine, and fashion. It has
been the largest city in the United
Staies for over 150 years.

The 304 square miles of New York
City proper are home to about
7,000,000 people. The greater New
York City area, inciuding nearby sub-
urban areas in New York State, Con-
necticut, and MNew Jersey, has an
estimated population of nearly
17,000,000 people, ranking it with
‘Mexico City and Tokyo as one of the
most populous areas in the world.

New York has been at the center of
the world of commerce since the Erie
Canal opened in 1825. More money
flows through Wall Street and the Fi-
nancial District than anywhere else—
$200 billicn a day in banking alone.
The city's garment district is a leader
in textiles. The major television and
radio networks, publishers, some of
the country’s largest newspapers (The
Wall Sireet Journal and The Daily Bu-
gle), and many gigantic corporations
(notably Roxxon Qil) make their head-

quarters here.

The city is famed for its culture.
Broadway, the Met, Times Square, the
New: York Philtharmonic, Lincoln Cen-
ter, the Metropotitan Opera—you can
hardly throw a villain without hitting a
museum, theater, galiery, art cinema,
bookshop, or comic-book store.

New York’s teams dominate (or try
to) in virtually every American sport:
the Mets, the Gianis, the Knicks, the
Yankees, the Jets, and once upon a
time, the Dodgers . . . not ic mention
boxers, horse racers, and teams dedi-
cated to soccer, hockey, and even
cricket.

New York was once the capital of
the United States. Now it is the politi-
cal capital of the world, for it hosts the
United Nations headquarters. And cit-
izens of every race, creed, origin,
accent, and background live here in a
patchwork quilt of neighborhoods:
Chinatown, Little Italy, Yorkvilie,
Harlem (both hlack and Spanish), and
many others.

Often these are immigrants, or the
descendants of immigrants. in the iast
century, and even today, New York
City has offered sanctuary or a better
life for millions of families from other
lands—the “‘tired, poor, and huddied
masses’’ commemorated in the city’s
most famous monument, the Statue of
Liberty. This infusion of talent helps
give New York City its unique charac-
fer.

ITS SUPER-HUMAN
POPULATION

New York also boasts of, and some-
times complains of, the greatest con-
centration of super-human beings on
Earth. New Yorkers who lock up are as
likely as not to see Thor or the Human
Torch flying across the sky. Spider-
Man, Daredevil, and other crimefigh-
ters swing through the steel-and-glass
canyons above the streets. Beneath
the ground, mutants haunt the
Morfock Tunnels. And Doctar Stephen
Strange, the Sorcerer Supreme of
Earth’s dimension, makes his home in
Greenwich Village.

Super-powered individuais in simi-
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lar concentrations can be found only
on other planets, such as the Moon’s
Blue Area (where the Inhumans live)
or the worlds of the Shi'ar Empire; or
in other dimensions, such as Asgard
and Olympus.

New Yorkers are iucky that so many
costumed crimefighters dwell there,
because the city is among the most
crime- ridden in the world. Petly
crimes such as muggings or purse-
snatchings happen on nearly every
street corner in some neighborhoods.
There are more drug addicts here
than anywhere else in America.
Groundskeepers who plant trees in
the parks must handcuff them to the
ground to discourage tree thieves.
And many major criminal organiza-
tions, such as the Kingpin’s apparatus
and the Maggia families, are based in
New York.

This city keeps a hero busy!

ITS GEOGRAPHY

New York is built on the water, sepa-
rated from the United States by geog-
raphy as well as culture. Cnly one of
New York City’s five districts, or “bor-
cughs,” lies on the mainland. The rest
are islands, or parts of islands.

_Though Manhattan island is only 13.4

miles long and the other boroughs not
much larger, the entire city embraces
nearly 800 miles of waterfront!

The boroughs, each once a city in
its own right, united on New Year’s
Day, 1898. The unification paved the
way for a steady transformation from
great city to metropolis. But even now
the boroughs hold distinet identities.

Manhfiattan, smallest (23 square
miles) hut most powerful of the bor-
oughs, is what most tourists think of
as “New York”—skyscrapers and
subways, taxis and neon, life lived at
the edge of frenzy. it lies in the center
of New York City geographically as
well as symbolically, bounded by the
Hudson, East, and Harlem Rivers.
Many bridges and tunnels connect it
to the other boroughs. Population:
over 1,400.000. .

Brookiyn (73 square miles) lies
south-southeast, on the tip of Long is-
land. More peopie live in this borough



The Bronx

Brooklyn




than any other: over 2,200,000. Some
of them occupy wealthy Brooklyn
Heights, but many more live in cookie-
box apartment buildings or housing
projects. Worse yet are the slums, full
of abandoned or burned-out buildings
with residents to match. On the other
hand, Brooklyn also offers the Coney
Island amusement park. _

Queens is the largest borough in
area (110 square miles), with about
1,900,000 people. 1 lies east of Man-
hattan, and is notable for many
middle-class suburban neighbor-
hoods, shopping centers, and a tradi-
tional way of life. (Peter Parker’s Aunt
May lives here, if that says anything.)

Shea Stadium is in Queens, along
with both major airports (La Guardia
and John F. Kennedy International).
PC heroes taking a day off from crime-
fighting might visit the beautiful
beaches on Jamaica Bay.

The Bronx (43 square miles), the only
mainiand borough, lies to the north of
Manhattan. Some of the most crime-
ridden slums in the country are spread-
ing rapidly in the South Bronx and
Hunt’s Point areas. But many residen-
tial neighborhoods remain prosperous.

The Bronx also houses no less than
ten universities, including Metro U.,
whose aitendees inciude Johnny
Storm, Wyatt Wingfoot, and Jean
Grey. Here also are the New York Bo-
tanical Gardens, Yankee Stadium,
and {of course) the Bronx Zoo. Popu-
lation: About 1,150,000 (the city, not
the zoo).

Staten Island, once called Rich-
mond, looks almost empty in compari-
son to the metropolitan congestion in
the other boroughs. lts 56 square
miles hold a mere 350,000 peopie.
But the population has increased
since 1964, when a connecting bridge
1o Brooklyn opened. And what a con-
nection: the Verrazano- Narrows, until
1981 the world’s longest suspension
bridge!

The increasing population has set
off a real-estate boom and put a strain
on the famous Staten Isiand Ferry, still

a popular way to get to Manhattan—

and it still costs only a quarter.

ITS HISTORY

The bridge to Staten Island is
named for the first European explorer

to reach the Hudson River, Fiorentine
navigator Giovanni da Verrazano. He
saw it in 1524,

Verrazano claimed the ferritory for
France, but the first European settiers
worked for the Dutch West India Com-
pany. They called the province New

Netherland. In 1626 the director gen-

eral, Peter Minuit, bought Manhattan
Istand from the Manahatto Indians for
60 guilders ($24) in trinkets and
beads. It is said that if the natives had
invested that $24 at compound inter-
est, they could buy back Manhattan
today.

In 1853 the province’s capital be-
came a city, calted New Amsterdam.
But its wealth and strategic situation
worked against the Dutch. Eleven
years later the British, led by the Duke
of York, easily captured the city. The
Dutch took it back in 1673, renaming
the city “New Orange.” But a treaty re-
turned the city to the British the next
year.

The merchants and settlers
seemed unbothered by the changing
ownership. Even then they were inde-
pendent, businesslike, and tclerant.
New York was a pirate port in the
1600s, especially popular with the in-
famous Captain Kidd. The first Ameri-
can trial governing freedom of the
press took place in New York in 1735,
when publisher John Peter Zenger
successfully defended the right to free
speech. Alsc at that time a colonial
version of England’s Hellfire Club ap-
peared in New York City, an organiza-
tion that survives (though changed in
purpose) to this day.

But sometimes the tolerance and
free-mindedness of New Yorkers
could be pushed to the breaking point.
The first blood of the American Revo-
lution was shed here in 1775, when
British soldiers wounded or killed sev-
eral of the Sons of Liberty. After the
Revolution, the city became the new
nation’s first capital.

In the 1800s and early 1900s, New
York City’s prosperity and its religious
and political freedoms attracted mil-
lions of immigrants, mainly from Eu-
rope and Great Britain. From 1892 to
1954, ten million immigrants were fun-
neled through the processing center
at Ellis Island, near the Statue of Lib-
erty. Some found success in the new
world. For instance, Howard Stark be-
came a millionaire industrialist and
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founded Stark industries. But many
immigrants were exploited by the cor-
rupt politicians of America’s “"Gilded
Age,” notably Boss Tweed and the
others in New York’s Tammany Hall.

In recent years a new phenomenen
has appeared in New York City: the
super-human. The group called the
Fantastic Four took up residence in
the Baxter Building, and the vigilante
called Spider-Man started swinging
between Manhattan’s buildings. The
Avengers appeared and banded to-
gether in the Stark mansion facing
Central Park. Perhaps attracted by
these high-profile heroes, other super
humans flocked to Manhattan. As
they have with other minorities, New
Yorkers took them in stride.

Others heroes have come and
gone. The mysterious mutant group
called the X-Men has visited New York
from time to time, and a related group
called X-Factor had, at one time,
headquarters in the Tribeca area. -
Moon Knight, a costumed adventurer,
fought crime successfully in urban
New York, but more recently he has

" been operating internationally.

Though greeted with scorn by
some, especially Daily Bugle pub-
lisher J. Jonah Jameson, supers-
powered heroes have garnered
admiration from most New Yorkers.
Residents regard most super- pow-
ered villains with more contempt than
fear; New Yorkers are a tough lot.
Many citizens, jaded by the diversity
of the city, manage to ignore super hu-
mans altogether.

On the next several pages are de-
scriptions of some notable spots that
can lure player characters out of Man-
hattan and into the neighboring bor-
oughs.



THE STATUE OF LIBERTY

OVERVIEW

it is fitting that this survey of New
York begins with a menument that was
for millions of immigrants their first
sight of New York and of the New
World.

The “Statue of Liberty Enlightening
the World” stands on Liberty Island in
New York Harbor’s Upper Bay. Details
of the Statue are shown on one of the
fold-up maps in this boxed set.

THE AREA

Liberty Island, once called Bedloe’s

Isiand, sits 1/2 miles (60 areas) south-
west of the lower tip of Manhattan, just
half a mile (20 areas) off the coast of
New Jersey’s Liberty State Park. The
12-acre island is quite flat in terrain.

The Army built a post on Bedloe’s
Island in 1800. The star-shaped Fort
Wood remained in service even after
the Statue’s construction and dedica-
tion in 1886 and was not abandoned
until 1937 when the whole island was
given over to the monument. It was re-
named Liberty island in 1956.

Haif a dozen buildings, clustered on
the far end of the island from the
Statue, service visitors and staff. The
buildings include a restaurant and of-
fices for National Park Service per-
sonnel (the NPS is responsible for all
national monuments).

At the far end of the island is a dock.
Ferries leave from Battery Park on
Manhattan island once each hour
The leisurely journey to the Statue, in-
cluding a full circle of the island, takes

about 10 or 15 minutes. Ferries hold .

several hundred tourists and are al-
ways loaded to maximum capacity.

Another dock, near the Statue’s
base, is reserved strictly for use by
Park Service boats.

A mile narth of Liberty island lies E!-
lis Island, once the processing station
for millions of European immigrants.
Now it, oo, has become a national
monument. But in the intervening dec-
ades it saw other uses, which have left
monumerits of a far different kind.

The Maggia criminal organization
used Ellis Island as atesting area fora
short-lived program to synthesize new

addictive drugs. lts subjects were
teen-aged runaways whom no one
would miss. All but two of the subjects
died. The surviving pair, their latent
mutant abilities activated by the
drugs, became the vigilantes Cloak
and Dagger.

Other minor islands in New York
Bay include Governors Island, a Na-
tional Guard base {12 miles due west
of the Statue); and Avengers Island
(/= mile southwest of Liberty Istand).

Avengers Island is actually a huge,
mountainous barge, until recently
called Hydro-Base. Formerly an-
chored in the Atlantic Ocean, the
Avengers used 1t to launch their air-
craft when the Federal Aviation Ad-
ministration prohibited use of
downtown Manhattan as an airport.
Since relations between the Avengers
and the government have warmed up,
however, the Avengers gained permis-
sion to anchor Hydro-Base in the bay.
They rechristened it “Avengers Is-
tand’’ (For more information on
Hydro-Base, see MA2, Avengers
Coast-To-Coast.)

DESCRIPTION

The Statue of Liberty depicts a clas-
sically garbed woman holding a torch
representing liberty aloft with her right
hand. In her left she bears a tablet in-
scribed with the date of America’s
Declaration of Independence. Her leit
foot stands on broken shackles repre-
senting tyranny. :

History

The Statue of Liberty is a gift to
America from the people of France.
The idea for the gift originated in 1865
among a group of political activists led
by French historian Edouard-Rene de
Laboutaye, who opposed then-
emperor Napoteon lil. Laboulaye’s
idea to commemorate the spirit of lib-
erty lay dormant until after Napoleon’s

fall. In 1871 the historian enlisted

French sculptor Frederic-Auguste
Bartholdi to design the Statue and
lead the project.

Bartholdi himself enthusiasticatly
promoted the idea in America and
France to raise funds beginning in

1875. Construction hegan the next
year.

In the technigue Bartholdi- used,
known as copper repousse, thin cop-
per plates are belted to an interior ar-
mature or framework—so though it
would appear solid, the Statue would
actually be hollow. The armature was
brilliantly designed by Gustave Eiffei,
the French engineer who would later

- become famous for designing the Eif-

fel Tower.

Funding arrangements cailed for
the French public to fund the Statue it-
seif and Americans to produce its ped-
estal. But public apathy delayed the
project for nine years. New York mil-
lionaires refused to fund a Statue of



Liberty, allegedly fearing that it would
inspire unrest among iaborers. _

Finally, when the entire project
seemed doomed, Joseph Puiitzer, edi-
tor of the New York World stepped in.
His ardent grass-roots campaign for
the pedestal finally raised the needed
$102,000 {from 120,000 working men
and women and schoolchildren). De-
signed by American architect Richard
Morris Hunt, the pedestal was fin-
ished in 1886.

President Grover Cleveiand, who
had opposed the Statue of Liberty at
every step, had the glory of dedicating
the compieted monument on October
28, 1886.

The Statue reigned supreme in New
York Harbor for a century. But
weather, pollution, and tfourists dam-
aged it. A group of archilects under-
took a huge and expensive restoration
of the monument, completed in time
for its centennial in 1986. Thistime the
millionaires of New York were only oo
glad to be associated with the Statue
of Liberty.

Statistics

The Statue’s height is usually given
as 151 feet 1 inch (10 areas) tall; the
1986 restoration team measured it at
152 feet 2 inches. The Statue’s pedes-
tal is 154 feet tall (10 areas); the total
from foundation to torch, 305 or 306
feet (20 areas), depending on the fig-
ures chosen.

The Statue is made of 310 copper
plates riveted on an armature of 1,830
iron girders, and weighs 225 tons. The
Statue’s green film, or patina, comes
from- a natura! tarnishing process
called patination. Sculptor Bartholdi

" intended this to happen, because the
patina is resistant 10 corrosion and
gives the Statue a classical look.

The torch’s flame, once made of
copper like the resi, was later re-
placed with a framework of glass win-
dows {prepared by Guizon Borgium,
sculptor of the great presidential mon-
uments at Mount Rushmore). The
flame was remade of copper and
plated with gold leaf in the 1986 resto-
ration. So thin is the leaf that no more
than a few ounces of goid were used.

The pedestal was the largest con-
crete mass in the world when it was
built. Faced with stone, it measures
91 feet (1 area) on a side at the base,
and tapers gentiy to 65 feet (/2 area)

per side at its top. The foundation is 53
feet deep. The whole thing weighs
many thousands of tons.

Punching through the Statue’s thin
copper plates takes Excelient
strength. Lifting the Statue requires
Shift-X strength. Throwing it or tearing
it loose from its foundation calls for
Shift-Y strength. The Staiue’s struc-
ture is probably rigid enough to sur-
vive such an event intact. Nothing
short of CL3000 strength could tear
the pedestal loose from its foundation,
and the pedestal would certainiy be
destroyed.

Most of the vear, long lines of tour-
ists stretch across the island waiting
to enter the Statue. Inside the pedes-
tal is the American Museum of Immi-
gration. It includes the original
Borglum torch, exhibits about the
Statue’s construction and restoration,
and accounts of the history of immi-
gration in America. One wall bears a
plague with Emma Lazarus's famous
poem, “The New Colossus” (“Give
me your tired, your poor, your huddied
masses yearning to breathe free. . ).

A glass-walled elevator goes 90 feet

up to the pedestal balcony. The eleva-
tor travels at a slow 200 feet per min-
ute, to give tourists time to appreciate
the view of the cavernous interior of
the pedestal. One of the largest hy-
draulic elevators on the continent, it
has no cables. The pedestal’s interior
space is 126 feet 7 inches (8 areas)
high.
" A long double-helix spiral staircase
with 142 steps leads to the head ofthe
Statue. Before the restoration the
staircases were surrounded by
prison-type screens of Good strength;
these have been removed to expose
the colossal interior of the statue. The
staircases once had rest platforms at
every turn, but the restoration team re-
moved most of these.

The staircases themselves are
metal of Excellent strength, and the
pillar supporting them is of Remark-
able strength. A successful FEAT roll
can rip out a six-foot length of one
staircase, a hunk weighing 200
pounds. This does not endanger the
Statue’s armature.

The crown bears seven spikes,
symbolizing the seven seas and
seven continents of the enlightened
world. From the crown, visitors look
out at a splendid view of the bay. A se-

8

curity camera, monitored by a Park
Service official on the entrance level,
routinely surveys the crown platform.

The restoration team installed a
two- by-five-foot emergency elevator
that lets Park Service employees go
directly from the pedestal base to the
crown. They also installed a ventila-
tion system in the Statue interior, but
insummer it still gats hot and stuffy in
side. :

The torch is surrounded by a plat-
form, but this is not accessible inside
the Statue. A 54-rung ladder that once
led to the torch has been removed.
However, there is a short, narrow stair-
case within the handle of the torch it~
self. A small door leads from these
stairs onto the torch’s platform. Thisis
just big enough to stand on comfort-
ably. The torch is not a self-contained
unit and cannot be detached from the
Statue.

{For reference, the parts of the
torch, from the top down, are called
the flame, drum and railing, soffit,
handle, and pendant. Judges are wei-
come to dazzie their players with this

~ trivia.)

NPCs

Josh and Mona Gawkman

Tourists

F A &8 E R | P

Pr Ty Ty Ty Pr Pr Ty
Health: 22 Karma: 14
Resources: Good(10})  Popularity: 0
Appearance: Overweight, pasty com-
plexions, expressions dulled by an ex-
hausting vacation. He is balding, she
wears a wig that needs cleaning. Ca-
sually dressed, cameras around their
necks, sunhats.

Talents: Photography.

Typical Dialogue: “Ooh, Josh, ook
at that! Gel a snapshot for the foiks.”
Story Function: These innocent peo-
pie can be menaced by collapsing
structures, held hostage by villains, or
just get in the way when the Judge
needs to delay the heroes. But if the
heroes need a lucky break, the
Gawkmans can distract a viliain with
inane questions.



Perry Gawkman

Their son

F A 8 E R | P
Fe Ty Fe Fe Fe Ty Fe
Health: 12 - Karma: 10
Resources: Poor(4) Popularity: 0

Perry has Feeble ranks in all abili-
ties except Agility and Intuition, which
are Typical. He’s a little brat who is
bored stiff with the Statue, but in-
tensely curious about any super hu-
mans he sees on the island.
Appearance: Short, pudgy seven-
year-oid wearing a Tshirt, corduroy
slacks with holes in the knees, and
tennis shoes. The Tshirt bears the
likeness of a Marvel character
(Judge’s choice).

Talents: Being obnoxious.

Typical Diaiogue: “l don’t like you.
Woiverine could whip vour hiney.’
Story Function: As his parents. For
some reason Perry tends to follow he-
roes in their secret identities, making
a change into costume more difficult.

The Statue of Liberty as NPC

F EX{20) Heailth; 280

A GD(10)

S ShY (200) Karma: 135

E AM {(50) :
R EX (20) Besources: N/A
1IN {40}

P MN (75) Popularity: 100

The Statue of Liberty has been the
focus of an entire nation’s hopes and
beliefs for generations. Millions have
toured it. The intense psychic energy
generated there has imbued ihe
Statue with a high “potential spirit.”

Monstrous or Unearthly magic can
make the Statue’s armature flexible,
strengthen its outer plates, and bring
the potential spirit o consciousness.
However, the Statue will not react un-
less there is some grave threat to hib-
erty in the immediate vicinity. Then the
Statue tears loose from its pedestal
and fights the threat. People inside
the Statue at the time are magically
paralyzed and protected from harm.

Alternatively, the Judge can have
each copper piate tear ioose from the
arrnature, whisk away overhead, and
link up with the others. The hollow
Statue reforms in mid- air, leaving the
armature and tourists safe on the
ground. Spooky!

The Statue’s personality when ani-
mated is kind, deeply compassionate,
and understanding, but it is con-

cerned only with preserving liberty
and defeating threats to freedom.

Once a threat is ended, the Statue
returns to its pedestal. No trace of its
animation remains. Atthe Judge’s dis-
cretion, non-super onlookers’ memo-
ries of the Statue’s intervention may
magically vanish.

KNOWN POWERS:

Body Armor: The animated Statue
has Excellent protection from physical
attacks and Unearthly protection from
magical damage.

Torch: The Statue’s torch flames into
life when it is animated. The Statue
can sirike wrongdoers up to one area
away with the torch, inflicting Rermark-
able damage.

Inspiration: The Statue can inspire all
good-hearted citizens in a three-area
radius with the spirit of iberty and the
courage to overthrow their oppres-
sors. This is an Unearthiy ability.

CRIMES

The Oriental mastermind known as
the Yellow Claw sent psychically en-
slaved minions to occupy the Statue
several years back. From there he in-
tended to activate an “id paraiyzer”
that wouid allegedly sap the wills of
everyone in America and allow him to
take over the country. However, Cap-
tain America and Col. Nick Fury of
SHIELD foiled this plot, using technol-
ogy developed by Reed Richards of
the Fantastic Four.

Most crimes on Liberty Island are
less grandiose. A few pickpockets
work the tourist crowd. Con artists
rmight work & sucker or two in the res-
tauranis. Employees in the Park Serv-
ice offices . probhably use the
photocopy machines for personal
business.

Though no one has tried it, a sui-
cidal maniac with an urge for publicity
might ciimb to the Statue’s crown, fry
to break through the thick windows,
and leap to.a showy death.

CAMPAIGN USE

The Statue of Liberty makes a
grand backdrop for a huge, villainous
scheme like the Yellow Claw's ta-
keover atiempt (described above),
Heroes can easily be on the scene as
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tourists or can hear about the scheme
on television or radio—anything so
conspicuous will be broadcast in-
stantly.

The Statue, one of New York’s ma-
jor attractions, cannot be relocated
elsewhere. But heroes based in other
cities might take a Manhattan vaca-
tion. Then the Statue becomes a “re-
gional encounter,” a way to provide
flavor for a New York adventure.



BROOKLYN: Coney Island

OVERVIEW

From New York Bay the next Hot-
spots of greater New York range
northward through Brooklyn, then
Queens and the Bronx, Ryker's Is-
land, and finally the bridges and tun-
nels that lead to Manhattan Island.

Brooklyn’s Coney Island is one of
the most popular amusement parks in
the country. it features a boardwalk
with carnival rides and other amuse-
ments, all facing a sandy beach. The
park draws many New Yorkers and
tourists, including heroes in their se-
cret identities. '

THE AREA

in recent decades, Brooklyn, most
poputous borough of New York, has
suffered urban blight: crime, filth, un-
employment, and illegal aliens. Graf-
fiti covers every city wall and subway
car, No parked car is safe.

How did it happen? Crooked land-
lords and real-estate speculators
shuffled welfare families rapidly
through apartments to collect “find-
er’s fees” from the city, or they burned
down buildings for the insurance. Ex-
cept for the landowners in Brooklyn
Heights (New York’s first suburb), the
upper classes deserted Brooklyn.

Some residents say that the trouble
started as far back as 1957, when the
Brooklyn Dodgers basebali team
moved to Los Angeles. Thirly years
later, some Brookiynites (including
fans who weren’t even born before the
move) still lament the loss and curse
the team. The Dodgers’ stadium, Eb-
bets Field, is now a generic middle-
class apartment complex.

Brooklyn is now showing signs of
recovery, and its ethnic diversity gives
it a strong international flavor. Over
80% of its citizens belong to minori-
ties. One in three Brooklynites is
black, one in five Hispanic. The bor-
ough is a patchwork of ethnic groups.

Notable Brooklynites include writ-
ers like Herman Melville, Norman
Mailer, and Truman Capote; composer
George Gershwin; and Sigurd
Jarison, construction worker and se-
cret identity of the thunder god, Thor.

Thor keeps an apartment in the Bay
Ridge neighborhood, just behind
Shore Parkway and near the
Verrazano-Narrows Bridge. Steve
Rogers, Captain America, once lived
in Boerum Hill.

Names a Judge can drop when run-

ning Brooklyn adventures include
Flatbush Avenue and Ocean Parkway
(streets); neighborhoods such as
Canarsie, Brownsville, Bedford-
Stuyvesant (pronounced “STY-vess-
ant,” often abbreviated “Bed-Stuy™),
Bensonhurst {mainly Italian), and
Cobble Hill; and Jamaica Bay, Pros-
pect Park, and the Green-Wood Cem-
etery.
And, of course, Coney Island.

DESCRIPTION

Coney Island really was an island
until Coney Island Creek silted up.
Now it is a five-mile-long peninsuia
that sticks like an appendix off the
southern end of Brooklyn. In the mid-
1800s it was a fashicnable retreat for
the well-to-do. The subway route that
connected it to urban areas in 1920
made it a popular middie- and lower-
class resort, the “Riviera of the poor.”

Coney Island’s peak years came in
the 1930s and '40s, when a million
people would visit the beaches on a
hot summer Sunday. The boardwalk
stretched for miles, offering hotels,
restaurants, theaters, and Dreamland
and Steeplechase amusement parks,
One hotel was built to look like an ele-
phant.

The most popular ride for many
years was the parachute jump, built
for the World’s Fair in 1938. The brave
customer sat in a chair suspended
from a high tower, then dropped gently
down through empty air—attached to
a parachute guided by cables. The
ride is now closed.

Coney Island was gaudy and glam-
orous, a touch of romance in the lives
of the working classes. Here Daily Bu-
gle reporter Ben Urich met his wife-to-
be, Doris, who worked a concession
stand. They remain happily married.

Congy Island has fallen on harder
times today. The amusement parks,
once huge, have given way to high-

10

‘rise apartments and condominiums.

Only a few attractions remain active.
But you can still get cotton candy and
“coney dogs,” hot dogs covered with
corn bread (known in some parts of
America as “corn dogs”). And the
beaches still attract 500,000 swim-
mers on hot days, and 25 miltion peo-
ple a year.

Names to drop: Sea Gate, a resi-
dential district on the western end of
the peninsula; the Luna Park housing
project; Gravesend Bay, to the north-
west. :

The Boardwalk

This long promenade of fast-food
joints and arcades is made of thick
wooden beams (Typical strength). Its
ten-foot width is always crowded dur-
ing daylight hours with tourists of
every ethnic background. They move
to and from booths that sell pizza
slices, ice cream, and—a Coney ls-

_land original—hot dogs. Wooden

benches stand on the boardwalk’s
outer edge. Many garbage cans there
are emptied several times a day.

The boardwalk rests on thick
wooden pilings about eight feet high
(also Typical strength). The area un-
der the boardwalk, commemorated in
a popular song of the 1950s, is out of
the sun and relatively private. The
ground is the sandy beach, whose
shore lies about 20 yards (2 area)
away.

At the end of the boardwalk is the
New York Aguarium, built in 1957.
Cver 300 varieties of aquatic life are
here, including white whales, dol-
phins, sharks, penguins, and electric
eels.

Amusemeni Park Rides

Coney Island’s rides include roller
coasters, merry-go-rounds, and a
Ferris wheel. Here are game statistics
for these rides.

Roller coaster: The first custom-
built roller coaster in the United States
opened at Coney Island in 1884. To-
day a typical roller coaster here
stands about 150 feet (10 areas) high
at the highest point, and covers space
at least 44 yards (1 area) long and half
that wide.



Roller coaster frameworks consist
of thin stee! girders called uprights
and bents. These are of Good
strength. Only massive damage could
realisticaily cause the roller coaster to
coliapse, but the Judge ¢an increase
its fragility for dramatic effect during
an adventure,

The track, four feet wide and as
much as a mile long, includes hills,
straightaways, and sometimes loops.
Heavy wooden tie beams of Good
strength support the metal track,
which is of Excellent strength. A mo-
torized chain (Excellent strength)
pulls the roller coaster trains up in-
clines, and gravity pulls them down.

Roller coasters are not the safest
form of transportation, but they do
have several safety features. If an in-
cline chain breaks or its motor stops,

ratchets keep a train from rolling back-

ward. Track brakes slow the train at
key points along the route and before
it returns to the station. A computer at
the station uses electronic sensors
along the track to determine the train’s
position and keep multiple trains on
the same track from colliding.

Along one side of the track runs a
walk board (wooden, Typical
strength), which is wide enough for
one attendant to walk on, and a main-
tenance safety rope of nylon (Good
strength). Occasionally two tracks run
paraliel; in this case, each has a track
and a rope.

Coaster trains are typically three or
four cars long, with eight people sit-
ting two abreast in each car Three
sets of wheels—upstops, tractors,
and guides—Ilock the cars of a train
onto the track. A car weighs about 500
pounds and is of Good strength. It
takes Incredible strength to tear one
loose from its track, but only Excellent
strength to lift an empty car or Re-
markable strength to lift a full one.

Though the illusion of speed is
breathtaking, most coaster trains
never actually exceed about 35 mph
(Typical vehicle speed, 3 areasfturn).
Some, however, go faster than 60
mph—but not the ones at Coney ls-
land.

Ferris wheel: A wheel is about 40
feet in diameter, and thus is the equiv-
alent of about 3 stories tali. if it looks
rickety, that’s because it is. The steel
framework of a Ferris wheel—spokes,
axle, inner wheel, outer rim, leg, and

“unistrut” (A-frame suppori)—is all
merely Excellent strength. A villain
can threaten one easily.

A typical wheel might have 16 cars
(also called seats or gondolas), each
holding three or four people. Cars are
steel (Good strength) and weigh about
200 pounds each. A Good-strength
iron safety ladder runs from the
ground to the axle. _

Assume that the wheel weighs a
few tons, and so it can be lifted with In-
credible strength.

A Ferris wheel revolves so slowly
that for game purposes the Judge can
consider it practically immobile.

Merry-go-round: Alsc known as a
carousel, this ride is 30 feet in diame-
ter, weighs several tons, and is just as
fragile as the Ferris wheel. its rotating
platform heoids about 40 horses or
gondolas (also called chariots).

Horses that don’t move are gallop-
ers; the ones that go up and down on
the horse rods are jumpers. Flying
horses tilt outward when the merry-
go-round picks up speed.

Like the Ferris wheel, the merry-go-
round can be treated as immohile for
game purposes. Any characier can
reach any part of it in a turn.

" There is hardly any ordinary way to
get hurt on this ride. There is plenty of
clearance between the platform and
the ground, so falling under it does no
great harm. But if a magical villain
were 1o make the horses come to
life . .

NPCs

Anthony “Gander” Loomis
Restaurateur

F A 8§ E R | P
Pr Pr Ty Ty Gd Gd Ty
Health: 20 Karma: 26

Resources: Good(10)  Popularity: 2

Loomis has run a successful dough-
nut shop on the boardwalk for 40
years. More accurately, his large fam-
ily runs the store while he stands out-
side and walches sveryone go by.
Very little happens on Coney Island
that Loomis does not know.
Appearance: Elderly black gentle—
man, scrubby white hair, broad mouth.
Wears hearing aid. 5’7", 140 lbs. Dur-
ing “the season’ (summer) he wears
a striped short-sleeved shirt and
baggy slacks.
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Talents: Small business, observation,
psychology.

Typica! Dialogue: “Call me Gander,
son. Yeh, | did see a kinda crotchety
old geezer come by this way 'bout an
hour ago. Why, you lookin' for him?
Why'zat now? Speak up, I'm a touch
deai”

Story Function: Loomis can provide
exposition or clues to heroes who
have just arrived on the boardwalk.

CRIMES

The usual petty thefts occur on Co-
ney Istand, but they seidom draw the
notice of heroes. More to the point, the
Ringmaster and his Circus of Crime
used deserted amusement park rides
as hideouts, and some criminals fol-
low that example today. One in partic-
ular deserves mention.

A deserted amusement complex
has avoided urban renewal for years.
Beneath its grounds lies one of the
Murderworlds built by the eccentric
assassin Arcade!

Seagoing criminals, such as At
fuma or other renegade Atlanteans,
might emerge from the sea at Coney
Island and threaten “puny air breath-
ers”

A rogue mutant, or a young one
whose powers are just appearing and
not yet under control, couid take over
the carnival rides. Whether by acci-
dent or on purpose, the mutant (per-
haps a telekinetic like Marvel Girl)
could endanger many lives and inflict
great damage—on both Coney Island
and on the heroes.

CAMPAIGN USE

New York: Coney Island, as a recre-
aticn or diversion, serves the same
story function as the Bronx Zoo (see
entry below).

Cther Cities: The description of Co-
ney lsland can easily be adapted to
any large amusement park or beach in
another campaign city.



QUEENS: MAY PARKER'S BOARDING HOUSE

OVERVIEW

One large home in the Forest Hills
neighborhood is a boarding house for
senior citizens run by May Reilly
Parker, aunt of Peter Parker {alias
Spider-Man). Recently Peter and his
wife Mary Jane moved in with her, af-
ter being evicted from their apartment
on Manhattan’s Upper West Side.

Address: Ingram Street near Puri-
tan Avenue, Forest Hills.

THE AREA

Queens was named for Queen
Catherine of Braganza, wife of En-
gland’s King Charles |l. Settled by
Quaker refugees and other British pio-
neers in the early 1600s, Queens has
become primarily residential and sub-
urban. The borough remains strongly
segregated along racial lines, and ra-
cial tensions have escalated in recent
years. _

Garvin's Garage in northwest
Queens (on 74th Street in Steinway) is
home to the sentient construct known
as Machine Man. The robot works
with “Gears” Garvin under the alias of
Aaron Stack. Machine Man formerly
worked as an investigator for Queens’
Detmar Insurance Company.

Shea Stadium

Queens is the home of the National
League’s New York Mets baseball
team, headquartered in Shea Sta-
dium.

Built in 1964, Shea was the first sta-
dium to feature field sections that
could be moved around, changing the
structure from a baseball arrange-
ment to one for foothall. Shea seats
55,300 people. Its surface is natural
grass. From home base to the walls it
measures 338 feet (212 areas) down
the foul lines, and 410 feet (3 areas) to
straightaway center field.

Because of the large numbers of in-
nocent civilians at every game, Shea
is a ready target for terrorists.

Forest Hills

This middle-class garden commu-
nity was once known as Whitepot,
from a legend that the Indians sold it

for three white pots. It was renamed
Forest Hills by a housing developer,
and it has retained the quiet character
of a housing development ever since.
Notable residents have included He-
len Keller and Daie Carnegie. The
West Side Tennis Club is nationally
known.

DESCRIPTION

May Parker's Boarding House is a
two-story  Colonial-style house,
painted white with brown trim, in For-
est Hills. The wooden walls are Poor
strength. There is no outward sign
that it is a boarding house.

The house has five bedrooms, two
and a half baths, and a large front
yard. The basement has been remod-
eled to provide an additional bedroom
and a photographic darkroom where
Peter Parker develops his news pho-
tos for the Daily Bugle. Peter uses
the darkroom to enter and leave the
house unseen, via a basement win-
dow at the back of the house. The
small back yard is fenced in and lined
with large shrubs, so, with his super-
human speed, he has so far escaped
detection.

The Boarders

Six senior citizens are paying
boarders in May Parker’'s house,
though pay is often chancy on a senior
citizen’s budget. They weré formerly
residents at a New York nursing
home, but May and her friends real-
ized that they could take care of them-
selves if they all pitched in and shared
duties. :

Peter and Mary Jane Parker re-
cently became boarders as well as a
result of the machinations of wealthy
Jonathon Caesar, who became so in-
fatuated with Mary Jane that he tried
to kidnap her. But Spider-Man
stopped him, Mary Jane spurned him,
and Caesar has vindictively devoted
himself to ruining her life. As owner of
the Bedford Towers condominium in
Manhattan where the Parkers lived,
Caesar had the couple evicted—on
Christmas Eve. Swell guy.

Peter and Mary Jane occupy one
upstairs bedroom of the boarding
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house; the sisters Sophie and Martha
use another; and boarders Victor and
Rose Palermo occupy the third. Na-
than Lubensky, who cannot use the
stairs, lives in one first-floor bedroom
at the back of the house; May Parker
uses the other. Arthur Chekov lives in
the basement bedroom. Mary Jane’s
cousin Kristy sleeps on the sofabed in
the living room.

The large living room has a picture
window. The kitchen is not large but is
well-equipped. There is also a small
dining room. :

NPCs

May Reilly Parker

F A S8 E R | P
Fe Ty Fe Fe Ty Gd Ex
Heaith: 12 Karma: 36

Resources: Poor(4) Popularity: 2
Appearance: 5'3", 103 Ibs. Cld, tiny,
frail, with- white hair worn in a bun.
Wears plain high-collared dresses
and the occasional knit sweater for
flash. Support hose and orthopedic
shoes.

Typical Dialogue: “Land sakes! If
you young folks are going out gadding
about, eat some more of these cook-
ies to build up your strength!”

Story Function: Aunt May is the pro-
totypical dependent NPC. She has of-
ten been endangered and needed
rescuing. For many years she was the
only reason Peter Parker did not re-
veal his Spider-Man identity to the
world. “The shock would kill her” he
believed. Now, as a married man, Pe-
ter has other reasons to keep his se-
cret.

Mary Jane Watson-Parker

Model.

F A S E R | P
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Health: 26 - Karma: 22
Resources: Poor(4) Popularity: 4

Mary Jane is the niece of May’s
former next-door neighber, Anna Wat-
son. She is one of the few people who
knows of Peter’s other identity.

Mary Jane has not let marriage in-
terfere with her modeling career. But
unfortunately she cannot say the
same for Jonathon Caesar, who has



decided to ruin her life in any way he
can.
Appearance: A knockout! 5'8", 115
Ibs. Brilliant red hair, green eyes,
shapely figure, vivacious manner. Al-
ways attractively dressed (but she’d
look goed in a burlap sack). _
Talents: Obviously, a born model.
Mary Jane has also shown the ability
to think fast during a crisis.
Story Function: As May Parker’s, but
Mary Jane is much more capabile.

Nathan Lubensky
Retired vaudevillian, gambier

F A S8 E R | P
Ty Fe Ty Gd Gd Gd Ty
Health: 24 Karma: 26

Resources: Poor(4) Popularity: 3

Nathan is a retired {and wheeichair-
bound) vaudevillian. He met May
Parker at a retirement community, be-
came one of her boarders, and now
helps her run the house. They are en-
gaged to be married.

Nathan has recently been strug-
gling to overcome his compulsion to
gamble. He has run up thousands of
dollars in debts to loan sharks.
Whether he can get out of debt and
out of tfroubie remains to be seen. But
Nathan is a crusty and resourceful
man who has shown the ability to de-
fend himself despite his handicap.
Appearance: Skinny old guy with short
white hair and horn-rimmed glasses.
Solitary, with a gruff manner. Nathan’s
wheelchair weighs 28 pounds and is
made of Typical material.

Talents: Theater. Not gambling.
Story Function: PC heroes may try to
help Nathan out of his gambling prob-
lem, much as Peter Parker has.

Kristy Watscon

Mary Jane's cousin ;

F A 8§ E R | P
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Health: 16 Karma: 18

Resources: Good(10)  Popularity: 0
Teenaged Kristy has provoked
some friction between Peter and Mary
Jane because of her overt flirtations
with Peter. Peter has actively tried to
discourage Kristy’s crush on him, but
to no visible effect. Racently her cb-
session with thinness has turned into
a case of anorexia/bulimia.
Appearance: Like a 13-year-old Mary
Jane, but now very skinny. Freckled,
tomboyish. Wears sweaters and jeans.

MAY PARKER /S SPENDING A QUIET AFTER-
NOON WITH HER FAVORITE NEFPHEW...

THAT WAS A LOT OF
FUN, PETER. WE
REALLY MUST DO /|
T MORE OFTEN :

i
I PON'T KNOW (FI'M
UP TO IT, AUNT MAY,

T's BEEN A LONG TIME

SINCE I BUILT A SNOW-

MAN THAT QIG

Talents: Eavesdropping, eating, talk-
ing on the phone. Flirting (Feeble).
Typical Dialogue: “Aw, gee! Do we
hafta leave? | wanted to hear the good
stuff”

Story Function: A snoopy kid who
may find out more than PCs want her
to.

May Parker’s other boarders

Victor and Rose Palermo have been
married for 40 years and have been
quarreling for 39 years and 11
rmonths.

Sophie and Martha, sisters (last

name unrevealed), find each other
better company than anyone else.
They are “young-at-heart””

Arthur Chekov, who tries 1o be dap-
per on a tight budget, is a poet, gour-
met, and bon-vivant.
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CAMPAIGN USE

New York: If the PC heroes associ-

ate with Peter Parker or the Daily Bu-
gle, or they have somehow discovered
Spider-Man’s secret identity, a visit to
Forest Hills may foliow for many rea-
songs: to seek Parker’s help, to get the

true story on a battle that was misre-

ported in the press, or just to drop off
some film.

Other Cities: This is a generic sub-
urban house. It fits anywhere. A group

of senior citizens makes an offbeat

collection of dependents for a group of
player character heroes.




OVERVIEW

Some say ali of New York City is a
zo0, but for the real thing, head north
of Manhattan to the Bronx. The New
York Zoological Garden—better
known as the Bronx Zoo—has propor-
tionately more species of animals in
its 265 acres than any other zoo in the
country.

Address: 185th Street and South-
ern Boulevard, the Bronx.

THE AREA

The Bronx is more hilly, its streets
less regular than the other boroughs
of New York City. And its neighbor-
hoods, especially in the South Bronx
(Hunt’s Point, Morrisania, and Mott
Haven), are equally irregular, not to
say uniivable.

The South Bronx is sometimes
calied, ironically, “the neighborhood
of Presidents,” because it seems that
every US President comes here and
swears to bring the neighborhood
back to civilization. But no one has fig-
ured out how to make money from re-
building the South Bronx, and so it
remains a burned-out urban jungle.

The wind blowing cold through the
empty lots and arson-blackened build-
ings of Charlotte Street make ithard to
believe that this area was first seen in
history as a huge, pleasant farm, be-
tonging to one Joseph Bronck. That
was 1838. From savage wilderness to

urban development and back to sav-
agery took 350 years.

This part of the Bronx is split into
east and west by a wide avenue called
the Grand Boulevard and Concourse.
The southern end of the street, in Mott
Haven, brings one near Yankee Sta-
dium (River Avenue and East 161st
Street). Even larger than Shea Sta-
dium, it serves the same story func-
tions as Shea (see Queens entry
above).

The Grand Concourse continues
north through University Heights and
Jerome Park, into the beautiful and
prosperous suburbs oi the central
Bromx, and ends not far west of Bronx
Park, where the zoo is located.

Other names tc drop in Bronx ad-
ventures include the neighborhoods
Riverdale, Edenwald, Baychester,
Westchester Heights, and three along
the East River: Hunt’s Point, Clason’s
Point, and the picturesquely named
Throg’s Neck. '

DESCRIPTION

The New York Zoological Park,
founded in 1895, takes up the south-
ern half of Bronx Park. Other features
of this large park include Bronx Lake,
woodland walks, and the immense
New York Botanical Garden. The last,
filling the northern half of the park, has
neary every imaginable kind of plant
from crocus to cactus.

14

The Bronx Zoo itself is about a mile
long, three-fifths of a mile wide, and
measures over 250 acres in area.
About 3,800 animals of 700 species
are on exhibit here. Attempts to list
them all would be foolish; just assume
that whatever exotic animal the player
characters are looking for is here.

Selected Features

Entering from the north, one first
sees the Sea Lion Pool, and beyond it
the Lion and Monkey Houses. At the
other end of this quadrangle stands
the Elephant House. To the east, past
L.ake Agassiz and the Bison Range, is
the outstanding World of Birds, made
up of five oval aviaries joined by
ramps. These enclosures simulate
swamps, savannah, and tropical rain
forests . . . right down to the rain
storms.

To the west lies the Aquatic Bird
House (penguins, ete.), the Dedur Avi-
ary, and the Rare Animal Range. Be-
yond the Elephant House is the
Children's Zoo, with three acres of
farm animals, a beehive, pony rides,
and even camel rides. Adults cannot
enter unless with a child.

Other highlights of this large area in-
clude the Reptile House—useful for
any adventure involving the Lizard—
the Great Ape House (“the most dan-

_gerous animals in the worid!”}, and the

World of Darkness, an aimost lightless
building that displays nocturnal crea-
tures under dim red illumination.



The animal enclosures are ar-
ranged according to the continents
the animais came from. Most enclo-
sures have a speaker box activated by
the turn of a plastic elephant-shaped
key. Visitors can buy these keys at the
zoo entrance. Turning the key starts a
pre-recorded message thai tells about
the animal on display.

The Bronx Zoo originated the wide-
spread modern practice of displaying
zoo animals in re-creations of their
natural habitats, rather than in cages.
Most animals are exhibited in open ar-
eas, separated from the public by
wide moats and steep concrete walls.
Moat widths vary; assume that a spe-
cific moat is twice the animal’s maxi-
mum leap.

Buildings are generally quite low
(except for the Carter Giraffe House).
Assume 1 area as the height for most
buildings, 2 for iarge buildings. Cages
have concrete walls of Excellent
strength and iron bars of Remarkable
strength.

Vehicles

An aerial tram called the *Skyfari”
travels over the African Plains, Great
Ape House, and Goat Hill. The steel
tram cars ride very slowly on cables of
Excellent strength, about 60 feet (4 ar-
eas) above the ground. Each car
holds four to six people, and there are
perhaps a dozen cars above the park
at any time. Cables are supported by
concrete pillars that weigh about six
tons apiece (requiring Incredible
strength to lift) and are of Remarkable
maiterial strength.

The Bengali Express Monorail cov-
ers 38 acres of hilly woods called
“Wild Asia,” where over 200 rare ani-
mals dwell in natural habitats. The
train uses the Monorall statistics given
in the table on page 49 of the Players’
Book. its weight and length vary ac-
cording to the number of cars at-
tached. Assume a typical length of 30
feet, load of 60 passengers, and
weight of several tons (Incredible
strength to lift). The Judge can alter
these figures at his discretion.

Mcenoralil tracks are elevated about
30 feet (2 areas) above the ground on
the average. Both the tracks and their
supporting pillars have Remarkable
strength. A protected electric railing
on the track powers the monorail train.
Anything that touches this railing (a

difficult task, since it is accessible only
from the top of the track) takes Excel-
lent damage.

NPCs

For stats of representative animals,
consult pages 58-60 of the Judge's
Book in the Advanced Set.

The zoo staff are all normal people
with Typical abilities. They are skilled
in zoology, animal handling, and at
least the rudiments of veterinary sci-
ence,

Hokkor and R’dall

“Popo the Chimp’” and “Euell the Gib-
bon”

Skrulls

F A 8 E R | P
Gd Ty Ty Ty G&Gd Ty Ty
Health: 28 Karma: 22
Resources: Feeble(2) Popularity: 0

These two aliens are low-placed
Skrull espionage agents. Like many
agents throughout the vast Skrull Em-
pire, they were trained to use their
shape-changing ability to take on in-
conspicuous forms and scout out the
defenses of worlds targeted for inva-
sion.

These two agents were in central
Africa, where they had taken on ani-
mal form to investigate the priceless
vibranium deposits of Wakanda.
Then, on a distant asteroid, the Skrull
overlord Zabyk triggered a hyperwave
bomb that froze all Skrulls in the uni-
verse in the form they were in at that
moment. Two weli-trained espionage
agents found themselves stuck as a
chimp and a gibbon. Then they were
captured and shipped to the Bronx
Zoo. What a fix!

But Hokkor (the male) and R’dall
{the female) have hopes of escape
from the zoo, and perhaps even of re-
gaining their original forms.
Appearance: An ordinary adult chim-
panzee and an ordinary adult gibbon.
Talents: Martial Arts E, Espicnage,
spacecraft piloting, astrogation.
Typical Dialogue: “Ook-00k-urk-
urk.”

Story Function: See the mini-
scenario for the Bronx Zoo on page 37
of the Adventure Book.

15

CRIMES

The Bronx Zoo, because of its size
and prestige, showcases ths rarest
animals on Earth. These rare animals
can be a tempting lure for villains.

Suppose the zoo is loaned a rare al-
bino Siberian tiger. Kraven the Hunter
might try to steal this magnificent
beast so that he can stalk it on his own
Aifrican game preserve. Kraven would
hever kill the beast in the zoo, since
this would not be honcrable.

Reptiles with unique poisons might
attract the attention of the Lizard, who
could use his control powers to make
them escape their cages. He would
send the entire reptile population of
the Zoo to attack innocent bystanders.
How can the heroes fight an army of
snakes?

Minor sorcerers seeking an exotic
ingredient (say, tarantula hair or leop-
ard’s eye) could break into the Zoo to
procure the ingredient “on the hoof,”
as it were.

Masters of the mystic arts, such as
Doctor Strange and Baron Mordo,

‘have progressed beyond the need for

these ingredients. It would take a
whole group (coven?) of minor adepts
to challenge a group of PC heroes.
But maybe the ingredient they obtain
lets the adepts summon an entity
strong enough to challenge anything!

CAMPAIGN USE

New York: Heroes on a holiday from
Manhattan crimefighting visit the
Bronx Zco. Either they're relaxing,
visiting friends, or maybe they’ve
been invited to a charity event. It's no
trick to throw just as much action at
them as they’'d find downtown. The
Zoo is an offbeat background for a
super-powered slugfest.

A hero’s friends or relatives who
visit the Zoo could be kidnapped or
otherwise threatened, forcing the
hero 1o rescue or ransom them.

Other Cities: No other zoo matches
the Bronx Zoo in size, but there is a
similar one within driving or flying dis-
tance of nearly any community.



BROOKLYN: THE BROOKLYN BRIDGE

OVERVIEW

As one might expect of a city built
on the water, New York City has 65
bridges. One, the Verrazano-Narrows,
was for many years the longest sus-
pension bridge in the world.

Eighteen bridges connect Manhat-
tan Island with the outside world. One
is the most famous since London
Bridge fell down: the Brooklyn Bridge.

This section also describes other
important bridges in the Manhattan
area. The material included here can
be used to deal with the way any
bridge functions in an adventure.

THE AREA

The largest of the New York rivers is
the Hudson River. The Harlem River,
bounding Manhattan to the north, is
essentially a tributary of the Hudson.
To the east is the aptly named East
River.

All of these rivers are heavily pol-
luted and (usually) quite cold. The
Judge should require unprotected
swimmers to make an Endurance
FEAT roll for every ten minutes they
spend in these waters. Failure means
a temporary -1 CS drop in Endurance.
When Endurance reaches 0 the char-
acter will drown within a few turns
(Judge’s discretion) unless rescued.
Once out of the water, the character
recovers one Endurance rank per
turn. These rules do not apply to
rained swimmers or heroes with wa-
ter powers; they can remain in water
almost indefinitely.

The Hudsen River originates in up-
state New York and empties into New
York Bay. It separates Manhattan and
the Bronx from the New Jersey cities
of Hoboken, Weehawken, Jersey City,
and athers.

At one time Dactor Octopus (in his
short-lived “Master Planner” alias)

kept an underwater headquarters in.

the Hudson off the Greenwich Village
waterfront, but this was destroyed in a
battle with Spider-Man.

The East River, which separates
Manhattan from Queens and Brook-
tyn, connects New York Bay with Long
Island Sound, a large body of water

between the Bronx, New York siate’s
Long Island, and Connecticut. Stane
International is headquartered on
Long Island, and the villain known as
the Wizard maintains a mansion
there.

An uncharted underwater tunnel

once connected Avengers Mansion
with Hydro-Base in the Atlantic
QOcean. Since the base has been
moved to New York’s harbor (see
“The Statue of Liberty” above), the
Avengers no longer use the tunnel
and will no doubt fill it in eventually. (A
Judge who needs game statistics for
this tunnet should use the ones for the
Holland Tunnet, in the next section.)

Staten Island

Since the Verrazano-Narrows
Bridge connects Brooklyn and Staten
fsland, this is an appropriate time to
describe Staten Island. Once called
Richmond, this borcugh derives its
current name from a Dutch term,

“States-General,” used in the Dutch

Republic.

Some of Staten Island remains resi-
dential and comparatively rural. Its
suburbs include many old, wealthy
families. But there is pienty of indus-
try, including manufacturing, ship-
building, and oil refining. The most
tamous feature of Staten Istand is its
connecting link to Manhattan’s Bat-
tery Park, the Staten Island Ferry. i
carries about 320 million passengers
a year. :

A farm on the southern tip of the is-
land is the property of spice dealer
Wilson Fisk. The farm includes a dirt
airstrip suitable for landing smail pri-

_vate planes. At this farm Fisk returned

to New York to resume his career as
the Kingpin of crime.

The highest point on America’s
eastern seaboard is on Staten Island:
Todt Hill, a towering 410 feet above
sea level. Other names to drop in-
clude South Beach, the Gateway Na-
tional Recreation Area (including
Great Kills Parik and Miller Field), New
Dorp, and St. George, the business
center of the island.
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DESCRIPTION

The Brooklyn Bridge was designed
by John Roebling; who died before it
was completed in 1883. His son,
Washington, supervised its construc-
tion. The bridge took 14 years to build,
cost 15 million dollars, and took the
lives of at least 20 workers. :

The 6-lane traffic deck, 85 feet
wide, carries 100,000 vehicles every
day. A walkway about 10 feet wide
runs down the middle of the bridge.
New Yorkers walk, jog, and bicycle
down this promenade, and there are
wood-and-iron benches (Typical
strength) for those who want to take a
breather on the way. .

The Brooklyn Bridge remains an ar-
chitectural landmark, a masterpiece of
bridge design. lis towers project the
majesty of a Gothic cathedral, and its
criss- crossing wires, under the grace-
fully curving cables, belie the bridge’s
colossal weight. Beautiful.

Statistics ;

The bridge is 1,595 feet (12 areas)
long, 135 feet (9 areas) talt at the road-
way, and 276 feet (18 areas) tall at the
two towers. Each of its four cables has
278 strands of 36" thick sieel wire; the
whole bridge uses 3,515 miles of wire.

For material strengths, see the next
section.

OTHER BRIDGES

The following table includes the
lengths of six of the major connecting

_bridges in Manhattan, as well as the

Verrazano-Narrows Bridge between
Brooklyn and Staten Island. Measure-
ments are given in both feet (before
the slash) and areas (after the slash).
The table also gives each bridge’s
neighborhood of origin in Manhattan.
For descriptions of these neighbor-
hoods, see the next chapter.
Approaches to the bridges are not
given in the bridge lengths, but they
can sometimes be almost as fong as
the bridges themselves. For instance,
the approach to the Brooklyn Bridge
from the New York side is 1,562 feet.
Judges can fudge the rest by using
this figure for the approaches to all of



these bridges.

All but the Queensboro are suspen-
sion bridges, with the cables bearing
the weight of the bridge and traffic.
The Queensboro is a cantilever
bridge, lower and less imposing than
the suspension type. Encyclopedias
often have pictures of these types of
bridge.

The George Washington and
Verrazano-Narrows each has two traf-
fic decks, separated by 30 feet (the
equivalent of 2 stories). The other
bridges have one deck.

All bridges have pedestrian walk-
ways with chest-high raitings. Traffic
lanes are also edged with railings.

Material Strengths

Modern bridges, built with high-
tensile steel and reinforced pre-
stressed concrete, are astoundingly
strong. The cables for suspension
bridges have strengths on the order of
dozens of tons per square inch; they
are anchored in solid bedrock as
much as 200 feet deep. Foundations
are congrete monoliths sunk deep into
the earth. Large bridges can weigh
over 100,000 tons.

Going strictly by the rules, bridges
are invulnerable to any attack short of
CL5000 power. But if it would make a
dramatic threat, the Judge can reduce
the material strength ranks to more
fragile levels. That way a master vil-
fain can threaten the PC herces with
catastrophe.

Recommended material strengths:
main cables—Monstrous; supporting
cables—Amazing; tralfiic decks—
Amazing; railings—Increditle; towers
and foundations—Unearthly.

The Verrazano-Narrows Bridge

Completed in 1964, the Verrazano-
Narrows carries twelve lanes of traffic
on two levels. lts four cables are 36
inches in diameter, with 142,000 miles
of wire. The bridge weighs 144,000
tons-~and that’s just the steel,

The Verrazano-Narrows founda-
tions are concrete masses measuring
130" x 230'. These two monoliths are
several hundred feet off the shores of
Brooklyn and Staten Island.

The bridge is so long that the tops of
the towers are 1.6 inches farther apart
than their bases—because of the cur-
vature of the Earth.

Bridge Length
George Washington 3500/27
Manhattan 147011
Queensboro 1182/9

Triborough 1380/10
Verrazano- Narrows 4260/32
Williamsburg 1600/12

Origin

Washington Heights
Lower East Side
Upper East Side

East Harlem
Brooklyn-Staten Island
Lower East Side

In 1981 a longer suspension bridge
was completed over the Humber in
England. That bridge is 4,580 feet
long, 320 feet longer than the
Verrazano- Narrows.

Rules

Fights on bridges almost inevitably
use the rules for falling. Consult pages
20-21 of the Players’ Book in the
Advanced Set.

Traffic. Many thousands of cars use
the bridge at all hours. The traffic can
pose a threat to a character who lands
on (or gets thrown onto) the deck.

Anyone who takes plenty of time
and looks both ways before entering
traffic will not be hurt. A character who
must leap out at a moment’s notice (to
rescue someone, for example) must
make an Agility FEAT roll to avoid be-
ing hit. This roll takes -1 CS during
rush-hour traffic (7:00-8:30 AM and
4:00-7:30 PM). _

A character falling onto the deck
from above may make a simitar Agility
FEAT roll, if still conscious. Success
means the hero has guided his or her
fall to land between traffic lanes. Fail-
ure means the hero not only hits the
bridge but promptly gets hit by a car.
(See the rules for Crashes, pp. 50-51
in the Players’ Book.)

If the falling hero is unconscious,
the Judge makes the Agility FEAT roll
on the Feeble column of the Universal
Table. The unconscious character
cannot spend Karma to alter this roll.

CRIMES

“Psst! Wanna buy the Brookiyn
Bridge?” Con men don’t try to seli
bridges much any more, but they do
extort “tolls™ from tourists and the gul-

fible.

Kidnappers often use bridges to
meet with the families of their victims,
to collect ransom money. Distressed
people leap from them in suicide at-
tempts. Others have leapt just for pub-
licity. PC heroes can prevent any of
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these, and all can lead to larger ad-
ventures.

Villains sometimes try to destroy or
occupy bridges, for reasons given in
the next section.

CAMPAIGN USE

Manhattan: Judges can use
bridges in two ways.

First, minor villains (who are trying
to become major) take bridges hos-
tage because of the publicity inherent
in such an act. The heroes happen 1o
be in the vicinity when the takeover
commences—returning from Coney
Istand or one of the other places in this
section, perhaps? Then a bridge
makes nice background scenery for a
cne-shot battle.

Second, major viltains, the kind who
try to conquer whole cities, take
bridges (as well as tunnels) because
of their strategic importance. In a
huge, well- coordinated plot, they
flood tunnels as diversions, or block
bridges to cut off the city from outside
aid. -

In such a case, the heroes are un-
likely to be present during the take-
over. Instead, they might hear about

- the larger scheme, try ta get to the city,

and must fight through the interdicted
bridge or tunnel to reach the scene of
the real action. Or they hear about the
bridge takeover, foil that, then isarn of
the master plan. “Oh no! This was just
a diversion!”

In any bridge battle, Judges can
easily jeopardize the lives of hundreds
of innocent citizens, giving players a

~ choice between saving lives and foil-

ing the bad guy.

Other Cities: Major bridges in other
cities—though not so large as the
Verrazano-Narrows or so famous as
the Brooklyn-—are just as vulnerable
to villain takeover or similar shenani-
gans.



THE HOLLAND TUNNEL

OVERVIEW

New York City is said to have almost
36,000 miles of tunnels. This incredi-
ble figure includes not only subways
but also sewers, accessways to eiec-
trical wiring, and—of course—the
Morlock Tunnels. _

Four huge automobile tunnels run
from Manhattan island to New Jersey,
Queens, and Brooklyn. These arteries
are likely scenes of villainous may-
hem. The most famous is the Holland
Tunnei.

Location: The Manhattan entrance
lies at Spring Street where it inter-
sects the West Strest highway, in the
Lower Broadway district (see next
chapter). The tunnel exits in Jersey
City, New Jersey, at Rademan Place
and Boyle Place.

Jerseyites enter the tunnel at 12th
Street and emerge in a confusing net-
work of streets around Canal in Man-
hattan.

DESCRIPTION

The tunnel is named in memory of
its designer, Clifford M. Holland. A bril-
liant civil engineer, Holland worked
around the clock on the project from
ground-breaking in 1920 until 1925,
when exhaustion finally Killed him just
days before the two tunnel ends met
under the Hudson River.

Holland's successor, Milton Free-
man, aiso worked himself to death try-
ing to complete the tunnel. The
Manhattan plaza entrance to the Hol-
land Tunnel is officially named Free-
man Square, though this name is
seldom used by New Yorkers.

Another engineer, Ole Singstad, fi-
nally completed the tunnel in 1927,
Thirteen workers died during its con-
struction.

Today up to 2,400 cars an hour use
the tunnel to travel between the Lower
Broadway neighborhood and Jersey
City, New Jersey. The trip, which took

half an hour before the tunnel was -

built, now takes three minutes. The
tolls that drivers pay have recouped
the cost of the tunnel several times
over.

Statistics

The Holland Tunnel is 8,557 feet (65
areas) fong. Actually, there are two
tunnels, twin tubes separated by 60
feet of riverbed. Each tunnel is 29'%

feet in diameter and has two automo-

bile lanes.

Ordinarily one tube handies east-
bound iraffic, the other westbound.
But during rush hours (7:00-9:30 AM
and 4.00-7:30 PM), one tube is divided
to take the overflow. Three lanes han-
dle traffic in one direction—into Man-
hattan in the morning, away in the
evening—and one lane takes the re-
verse traffic.

Each tube has two-foot-wide cat-
walks on either side, about two feet
above the traffic lanes. Only one cat:
walk has a railing. The railing is steel
pipe (Excellent strength) mounted
about three feet high. Tunnel police
travel the catwalk using custom-

" made motorized carts.

The tubes lie about 20 feet beneath
the bottom of the Hudson river (and
100 feet below the surface). The earth
above them is thick black silt. Silt is
Feeble material at best, but thergis a
whole lot of it, and it’s very heavy.

So tunnel walls are built to be virtu-
ally indestructible. The tile on the
walls is only Typical, and the asphalt
on the roads is Good, but the tem-
pered steel of the tunnel casing is at
least Shift Z.

Again, though, the Judge is advised
to reduce the wall's material strength
rank below “realistic” levels, perhaps
to Monstrous level. Why have a battle
in a tunnel if there’s no danger of
breaking through a wall and flooding
everything?

Ventilation

Vehicular tunnels are ventilated 1o
prevent the buildup of dangerous ex-
haust gases. The Holland Tunnel pio-
neered the modern ventilation
technigue.

Huge fans at both ends of the tunnel
blow fresh air into ducis beneath the
road. Venis at curbside blow this air
into the tunnel, and exhaust fans at
the top of the tunnel pull polluted air
out. The polluted air is piped to the
surface through a separate network of
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ducts. The tunnel’s air is completely
changed every 40 seconds.

The giant tunnel fans are housed in
four ten-stary buildings. Twe fans, cne
at each end of the tunnel, pump fresh
air to the center. The other two, on
piers 1000 feet into the Hudson River
aon each side, pump air down to the
tunnel, then out the nearest entrance.

The system works so well that it's
said that the air in the Holland Tunnel
is cleaner than that of Midtown Man-
hattan.

OTHER TUNNELS

This table gives statistics for the
other three tunneis into Manhattan.
Lengths are given first in feet, then in
areas. “River” means, of course, the
river that tunnel runs under.

Tunneli Length River
Brklyn-

Battery 9,117/69 East
Lincoln 8,216/62 Hudsan
Queens-

Midtown 6,414/48.5 East

"TUNNEL RULES

Thousands of cars per hour use a

. tunnel during rush periods. Often the

traffic is slow and presents no hazard.
But for less congested times, see the
traffic rules under “The Brooklyn
Bridge” in the previous section. The
same rules apply to tunnel traffic.

Page 22 of the Players’ Book deals
with swimming and drowning, topics
that may arise during tunnel battles
under a river. The following optional
rules expand on the underwater envi-
ronment.

Ruptures

Damage to a tunnel wall Creates a
rupture, exposing the riverbed silt be-
yond. Ordinarily this silt is packed very
hard, and no water leaks through from
the river 20 feet above. But that’s no
fun.

During construction of the Holland
Tunnel, workers hit a weak spot in the
silt. Water began leaking in, then
pouring in. Luckily, no one was injured
in that instance.



The Judge can decide that any
breach in the tunnel wall made during
a battie hits a similar weak spots. In
the first turn after the breach, water
begins tricking in. On the second turn,
it increases 1o a gushing stream. On
the third, it becomes a waterfafl of
Shift-0 strength. Heroes can use
these three turns to carry bystanders
to safety.

On each turn thereafter until the
hole is patched, the water increases
one rank in sirength: Fesble, Poor,
and so on, to a maximum of Incredi-
ble. At Poor, it breaks through and im-
merses that entire area of the tunnel.
The water floods toward both ends of
the tunnel. To determine its velocity,
see the next subsection.

Meanwhile, on the river surface, a
geyser erupts, caused by air escaping
the tunnel below. The disturbance
may endanger any small boats that
happen to be passing. {The Judge
should endanger a boat only if a hero
is nearby to rescue it.) ;

Biocking a Rupture: Unlike the little
Dutch boy, herces can’t stick their
thumbs in the rupture to hold back the
water. But any Power that works over
an area can delay the flood until the
water pressure increases beyond the
Power’s strength rank. Then it ali
breaks through at that intensity.

Swimming Against the Current

The Judge decides the velocity of
the current—that is, how fast the wa-
ter is flowing—io determine the cur-
rent’s strength. Use the Land/Watsr
column of the Long-Distance Move-
ment Table (Players’ Book, p. 23) to
determine speed, but then reduce the
_strength to the next lower rank. For in-
stance, a 30-mph current would ordi-
narily be Poor strength, but reduce it
to Feeble instead.

A character swimming with the cur-
rent adds its movement rate to his or
her own to figure velocity. A character
swimming against the current sub-
tracts the current’s movement rate
from his or her own. Note that by these
rules, any current up to 15 mph has no
effect on a hero’s movement.

For example, the Sub-Mariner, who
can swim four areas per turn, swims
against a Feeble current (one area per
turn). Subtracting the current’s move-
ment rate from his own, Prince Namor
can swim only three areas a turn

against the current.

if the current’s rate is faster than the
character’s own, the character cannot
swim in any direction and is swept
along. See the next subsection.

Staying above Water

To avoid damage in a rushing cur-
rent, a character must make an Agility
FEAT roll each turn. The roll takes -1
CS for each area of difference be-
tween the water’s speed and the char-
acter’s swimming speed.

For example, Prince Namor is
caught in an Incredible riptide. After
the one-rank speed reduction de-
scribed above, the water moves at the
Remarkable speed of six areas per
turn. Namor, swept along, takes -2 CS
to his Agility FEAT roil each turn.

A white roll means that the charac-
ter hits some obstacle, such as a tun-
nel wall or (in a river) a rock, and takes
the current’s strength rank in damage.
The character’s breath is knocked
out. The character starts drowning
next turn unless he or she ¢an gel air.

A green roll means that the charac-
ter doesn’t hit anything, but can’t get
air this turn, Consult the rules for hold-
ing one’s breath or drowning. The
character is swept forward at the wa-
ter’s speed.

A yellow or red FEAT roll means that
the character doesn’t hit anything,
manages to keep his or her head
above water, and can breathe this
turn. The character is swept forward
at the water's speed if desired, but he
or she can grab arailing, rock, or other
obstacle to stay in one spot.

Getting Ouf of the Water: In a tunnel
the water stops when it reaches the
river level or the nearest exit (usuaily
the same thing). Velocity drops to
zero. Survivors can get out at will,

Herces trapped in a tunnel can also
try to launch themselves out of the wa-
ter, swim out the breach, or throw oth-
ers out. This requires a Strength FEAT
modified -1 CS per strength rank of
the current. Outside the tunnel, the
current’s velocity drops one rank per
area of distance from the breach.

CRIMES

The Holland Tunnel has trapped nu-
merous criminals who flee into it from
Manhattan, oniy to find the tunnel po-
lice waiting to catch them before they
reach Jersey. For statistics of the po-
lice, see “New York’s Finest” in Chap-
ter 4. Note that tunnel police are
trained in auto mechanics in order to
deal with the 25 breakdowns that hap-
pen every day in the tunnel.

Saboteurs planning to attack the
Holland Tunnel would likely target, not
the tunnel, but the huge fans that keep
its air fresh. Without them, exhaust
gases would socon render the tunnel’s
air unbreathable. But while they oper-
ate, even the worst calamity, such as
the 1949 explosion of a chemical
truck, would not turn into a major di-
saster.

CAMPAIGN USE

Manhattan: See the discussion un-
der “The Brooklyn Bridge” in the pre-
vious section. All the same ideas
apply to the Holland Turnel and the
rest.

Other Cities: Not many other
places are so thoroughly supplied
with tunnels as New York, but some
major cities built along wide rivers can
plausibly host a duplicate of the Hol-
land Tunnel.
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RYKER'S ISLAND

OVERVIEW

Ryker’s Island Correctional Facility,
one of New York's largest state prison,
once held many famous villains. Now
its inmates are ordinary humans, but it
remains an interesting stop on any he-
ro’s patrol.

THE AREA

Ryker’s Island lies in the East River
between the Bronx and Queens, just
off the shore near Queens’ LaGuardia
Airport. Less than 200 yards of pol-
luted water separates them at their
narrowest point. The heavily guarded
Ryker’s Island Bridge runs about 4s of
a mile to Bowery Bay and into the
Steinway neighborhood of Gueens.

The island’s size is classified, but it
is approximately 150 acres of barren
rock surrounded by dangerous
shoals. A swimmer would need Re-
markable ability to navigate these
safely; failure means the swimmer is
washed against a rocky outcropping,
taking Good damage. Keep making
FEAT rolls until the swimmer suc-
ceeds or falls unconscious.

Swimmers who survive the rocks
also have to brave the icy waters of
the river. See “Bridges and Tunneis”
in this section for rules on enduring
cold water.

On every side of the island signs are
posted in English and Spanish:

KEEP OFF!

ONLY GOVERNMENT BOATS
WITHIN 200 YARDS!
TRESPASS AT YOUR OWN RISK!
Those who approach more closely are
hailed by megaphone, then fired upon

with machine guns.

The terrain on Ryker’s Island is
fairly even. There are no caves to hide
in, but the island’s edges are pocked
with erosion gullies that can provide
temporary sheiter from searchlights.
The interior, however, is a flat expanse
where any moving figure stands out.

The prison compound lies at the
western tip of the island, on a bluff
above pounding surf. At the other end
of the island is the only safe beach,
where prisoner ships landed before
the bridge was built. An old wooden
wharf still stands here.

DESCRIPTION

Note: This is Ryker’s Island in the
Marvel Universe. The description has
no relation to the real Riker’s Island
priscn complex in our world. (Note the
different spellings of the two.)

The most dramatic way to begin de-
scribing this maximum-security prison
is to list some material strengths. The
outer wall, of solid stone 3 feet thick
and 45 feet (3 stories) tall, has
Amazing strength. '

The four machine-gun towers at the
corners of the outer wall rest on bases
of concrete reinforced with iron
girders {Remarkable strength). They
are 4 stories tall, and guns from at
least two towers can be trained on any
point in the prison. For more about the
towers, see below.

Building walls, 18 inches of rein-
forced concrete, are Remarkabie
strength. Windows, naturaily, are
bullet-proof (Excellent strength).

Doors are sheet stesl (Amazing
strength) with gun ports and buliet-
proof glass peepholes; these are Ex-
cellent strength.

The bars on the cells, windows, hall-
ways, storm drains, laundry, garages,
and the prison library are titanium
steel, with cores of steel cable to de-
feat files and hacksaws {(Remarkable
strength).

About the only things on Ryker’s of
less than Excellent strength are the
guards’ wooden desks and plastic tel-
ephones (Poor) and the searchlight
lenses in the exercise compound
(Feeble).

Layout
Almost the entire Ryker's complex
lies within the four outer walls, which

~mark out a square 396 feet (3 areas)

on a side. Only three structures stand
putside the walls. Two of them are an
aluminum-can recycling machine and
a trash incinerator. These dumpster-
sized metal structures are of Excellent
strength and lie east (downwind} of
the compound.

The third structure outside the
prison walls is the motor pool, a brick
garage (Good strength walis) big
enough to hold 18 vehicles. The ones
most cften present are guards’ per-
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sonal cars, one or two armored police
paddy-wagons, and the warden’s pri-
vate limousine. By reguiation there
are 1o be no tools left out here, but in
practice one can often find a jack or
tire iron. There is awall phone wired to
the prison administrative offices, and
a flare gun to be fired in the event of
trouble. (See tower description be-
low.)

On a concrete pad north of the ga-
rage is a battle helicopter. A guard-
pilot is on duty at all times, and the
chopper lifts off at any alarm.

In the center of the compound stand
11 large cell biocks, labeled A through
K; a service building; and a small two-
story administrative building. Smaller
buildings, the shops where convicts
work, lie along the north wall. The only
gate is in the center of the south wall.
The gate is 20 feet wide and blocked
by foot-thick steel doors of Amazing
strength. :

The compound’s open exercise

- yard is hard-packed earth, not sand;

convicts might try to take some and
throw it in a guard’s eyes. Apart from
the buildings, the yard is empty.

The yard is big enough to land the
helicopter in, and ali cell-block roofs
are sturdy enough to support its
weight. No other building can do so.

Towers

At the top of each four-story tower is
a platiorm made like a sheet-metal
cube eight feet on a side, with large
windows of bullet-proot glass (Excel-
tent strength). Each is manned at all
times by two prison guards. The
guards have their personal equipment
as well as the weaponry in the tower.

The only access to a tower is by an
iron ladder. In the fioor of the tower is a
locked entry door. The guards inside
the tower can see through the buliet-
proof window in the entry door to con-
firm the identity of anyone who wants
1o get inside.

Each tower has two machine guns,
two hand-held grenade launchers,
and one searchlight. Equipment in-
cludes spare bulbs for the light, 20
tear-gas grenades, and plenty of
ammo for the guns. Searchlight and
guns revolve on universal mounts. At
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least one gun can train in any direc-
tion, and both can train on any one
spot in that tower’s part of the com-
pound. The searchlight can train in
any direction and any altitude.

Atop each tower is an alarm klaxon.
This can be activated from inside the
tower or from any guard office within
the prison.

A guard tower also has a first-aid kit,
a telephone linked to the prison of-
fices and other towers, a two-way ra-
dio linked the same way, and a flare
gun. The flare pistol is used for emer-
gencies when both phone and radio
are knocked out.

If a disturbance breaks out, guards
sound the alarm if necessary, then try
to break it up with tear-gas grenades.
If that doesn’t work, they switch to ma-
ching guns and shoot to kiil.

Cell Blocks
Cell blocks measure 110 feet (1
area) by 66 feet (Y= area) and are 45

feet (3 stories) tall. These windowless
buildings hold 90 cells apiece. In each
block the cells are arranged in two
banks, three stories tall, around a cen-
tral atrium. From the concrete fipor a
guard can look up at a bank of celis
and see all the inmates in the three 15-
cell rows. Concrete waikways 5 feet
wide, with steel railings 3 feet high,
service the cells in upper stories;
these are Excellent strength.

Each cell measures 6 feet wide by 8
feet deep. It contains one metal bunk
(Remarkable strength) that folds out
from the wall; a porcelain washbasin
and a toilet without a lid or seat (Good
strength); two thin plywood shelves
over the sink (Poor strength) for shav-
ing equipment and such; one wooden
peg to hang clothes; and, across from
the bunk, one sheet steel (Excellent
strength) folding sheif bolted to the
wall, which serves as a seat or desk.
Each cell has a ventiiator grille, 6
inches square, of Remarkable
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strength. And that’s ail. Note that no
plumbing is exposed to the inmates,
and no cell has a light.

Cell doors do not open outward but

slide back. Electrically operated, they
cannot be opened at the cell itself. A
guard at the end of a row operates
concealed controls to open any or all
cells in the row. The prison has its own
power supply; but in the event of a
power interruption, the doors are me-
chanically designed to slide shut un-
der their own weight instead of staying
open. The banks do not touch the
block’s outer walls at any point. Be-
hind each bank is a 5-foot-wide utility
corridor with wiring and plumbing.
* Fhe central atrium, or “broadway,”
between the cell banks is 40 feet wide.
It is fit by fluorescent lights along the
ceiling.

Cells are painted an obnoxious light
aquamarine color. The walkways and
broadway are unpainted concrete.
The whole cell block smeils like a



locker room, an odor masked by a
heavy layer of disinfectant. Every
sound echoes up and down the biock.

The block entrance is protected by
a steel door with a gunport and peep-
hole. Beyond the door is a one-story
“office” with a single wooden desk,

an enclosed restroom, and a wall tele-

phone. The office measures 10 feet by
12 feet and is otherwise empty.

There is a 10-foot gap between the
cell banks and the block entrance.
This is for the barred “gun galieries”
from which guards can fire from cover
on any cell or any point in the broad-
way. One cannot enter a gun gallery

rom inside the block; they are acces-
sible only by separate entrances out-
side the building.

Air conditioners fill the small sub-
basements beneath each block.
These, too, are inaccessible from in-
‘side. With the touch of a button, prison
officials can, in emergencies, release
tear gas or smoke through the ventila-
fion system.

Beneath Cell Block A is ‘“‘the
dungeon”—the group of celis for soli-
tary confinement. Each of these eight
cells measures 5 by 8 feet and holds a
bunk and a toilet. There are no bars;
instead, each cell has a steel door. In-
side, it is pitch dark. Prisoners are
punished for various infractions by
stays in the solitary celis. By law, no
prisoner may be confined 1o solitary
for more than 15 days at a stretch.

The Service Building _

This is the same size as a cell block,
but has only cne story and a base-
ment. The main floor contains the
laundry, prison library, kitchen, and
mess hall. in the basement are the
power generator, tools, and other util-
ity equipment.

The single entrance to this building
holds a buili-in metal detector, or
“snitch box” in the inmates’ jargon.

The Administrative Building

Measuring 45 feet long by 28 feet
wide, this simple two-story building
holds a receiving area for visitors, a
small infirmary, the guards’ lounge,
and the warden’s office. The second
story is taken up by the guards’ uni-
form-lockers and the storage lockers
for the prisoners’ effects. The admin
building is the only one in the prison
with windows.

A RYKER'S
ISLAND

The admin building has two sepa-
rate basements. One, reached by a
staircase off the main hailway, has
three temporary holding cells. The
other, accessible only by a gahgway in
the warden’s office, leads to the
prison armory. This holds 80 wooden
batons {truncheons), 80 assaulit rifles,
40 tear-gas grenades, 40 smoke
bombs, 40 flak jackets, and plenty of
ammo. The armory is protected by
steel walls of Amazing strength. The
lock is exceptionally difficult to pick (-1
CS to attempts). Only the warden and
two senior guards have keys.

- Shops

The shops, all ane story tall, are of
various sizes—generally around 60
feet long by 20 feet wide. Here the
convicts make brooms, twine, and,
yes, license plates. They earn 18
cents an hour, payable when their sen-
tence is finished. (Departing convicts
alsc get a new suit and a stern ecture
from the warden).

Each building has machinery ap-
propriate to its function. In general,
machines weigh 1000 pounds and are
of Excellent material, but take only
Typical damage before they stop func-
tioning.

Each shop has one door with a
metal detector. Most have loading
bays, but these are always locked ex-
cept when actually in use—and then
they are carefully guarded. Convicts
often try to sneak aboard the trucks
and hide amid the supplies. The ones
who are caught earn a stretch in soli-
tary. The ones who aren’t get outside
the complex, but are usually found by
searches at the island bridge.

The Prison Routine

At any time there are 40 guards on
duty—2 per ceil block, plus 8 on the
walls and 10 in the yard or the admin
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building. There are also 2 guards at the
motor pool and 4 at each end of the
bridge. During business hours another
two dozen support staffers are in the
prison’s kitchens, shops, and offices.

A convict’s day begins at 6 AM,
when wake-up bells rouse him. After
20 minutes to clean up, he stands at
the cell front for morning head count.
Then down to the mess hall, hreakfast
(20 minuies), check in the ftatware,
down into the yard and into the shops,
work until 11:20 AM, another trip to
the mess hall and 20 minutes for
lunch, work in the shops untit 4:30
PM, dinner, evening head count, back
to the cell. Lights out at 9:30 PM. Re-
peat endlessly.

On Sundays convicts get an hour in
chapel and an hour in the exercise
yard. On Christmas and New Year's,
an extra hour—when it's so cold one
can hardily stand it. Ng other holidays.

This is the prison routing. No won-
der everyone wanis out. But only cer-
tain convicts have had the power {o
fuliili their dreams.

SUPER VILLAINS AT
RYKER’S

Cell Block K was once the “Special
Security” block. Shortly after the mod-
ern age of super humans began, this
bleck was hastily upgraded to contain
super-powered villains, notably Elec-
tro, the WVulture, the Sandman,
Buliseye, and Paste-Pot Pete (before

- he renamed himself the Trapster).

The Special Security block also
served as a temporary holding facility
for villains of other states or nations
while they were awaiting extradition.
Among these were Diablo, Kraven the
Hunter, and Mysterio.

For various reasons, many viliains
have never stayed at Ryker’s. Those
who commit federal crimes are sen-
tenced to federal penitentiaries. Mad-
men such as the Scorpion and Doctor
Octopus go to asylums upstate. Doc-
tor Doom, as monarch of Latveria, has
diplomatic immunity from prosecu-
tion. And then there are the ones no
prison can hold, like the Hulk and the
Sub-Mariner.

Special Security
Prison officials retrofitted the celis
in Block K with special modules.



These cell-sized “coffins” slid into the
existing cell compartments. Designed

" by Stark Enterprises (now Stane Inter-
national), these modules were meant
o hold the toughest super villains.

The modules had thick titanium
steel alloy walls of Monstrous
strength. Guards passed food and wa-
ter inside through double-chambered
“airlock” slots in the doors. Sanitary
arrangements are not recorded, but
may have used the same system.

Individual modules could be tai-
lored for their inhabitants. The Sand-
man’s module, for instance, was
completely airtight, so he could not
flow out the cracks. Electro’s was well-
grounded and insulated; it was lit only
by chemical luminescence, not eiec-
tricity.

Obviously the modules did not
work. Jailbreaks from Ryker's were
scandalously frequent, and wardens
were changed almost with the sea-
sons. Something had to give.

Villains on the Move

Ryker’s no longer holds super-
human criminals, due to the difficulty
of restraining them. Also, families of
ordinary inmates complained that
they were endangered by close prox-
imity to super-human villains. After
numerous jailbreaks did massive
damage, Ryker's “Special Security”
block was shut down.

Ryker's sent its super-human in-
mates to several other facilities, nota-
bly the semi-secret energy research
facility in the Adirondack Mountains
calied Project: Pegasus. When that
too proved incapable of holding vil-
lains without damage, the federal gov-
ermnmment constructed the Maximum
Security installation for the Incarcera-
ticn of Super-human Criminals, nick-
named *The Vault.”

NPCs

Bennett B, “Big Ben” Stanford
Warden
F A 8 E R i P
Ty Ty Ty Ty Gd Gd Ty
Health: 24 : Karma: 26
Resources: Good(10)  Popularity: 4
Stanford is the latest in a long line of
Ryker’s wardens and is well aware of
the high turnover. But with the super-
human villains gone, he hopes to
achieve job security.

Warden Stanford achieved this post
through talent and tact, after a long
career in a small minimum-security fa-
cility in California. It must be said that
the transition to Ryker’s, where the
prisoners call the warden names and
there are no tennis courts, has taken
him aback. Still, he’s coping so far.
Appearance: 5117, 190 Ibs. Stout,
biack hair {bald on top), well- dressed.
Quiset manner, given to long piercing
stares. Dry sense of humor. Stanford
has quit smoking and lives in misery
because of it—he sucks pencils,
chews gum, and eats too much.
Talents: Administration, police proce-
dures, criminology, diplomacy.
Typical Dialogue: “Out in Sacra-
mento we’d punish this man by cut-
ting his weekend furloughs. ! imagine
that won’t work here. Recommenda-
tions?"

Prison guards

F A S E R | P

Gd Gd Ty Gd Ty Ty Ty -
Health: 36 Karma: 18
Resources: Good{10)  Popularity: 0
Appearance: Black long-sleeved shirt
and slacks; police-style black cap;
black boots. Guards do not wear neck-
ies, because convicts may try to use
them as garrotes.

Talents: Law enforcement.
Equipment: Pistol, nightstick (treat as
club}, halogen flashlight, mace canis-
ter, two-way radio. Guards in cell
blocks also carry handeuffs. In emer-
gencies guards and other staffers
wear flak jackets.

Typical inmate

F A 8 E R | P
Gd Ty Ty Ty Ty Ty Pr
Health: 28 Karma: 16
Resources: Good{(10}) Popularity: -1
Appearance: Male (Ryker’s has no fa-
cilities for female prisoners), gray-blue
denim shirt and trousers, haunted or
sullen look.

Equipment: All of a prisoner’s pos-
sessions are taken and stored when
he reaches Ryker’s. The prisoner is is-
sued two sets of clothing and six pairs
of socks; toiletries such as a tooth-
brush, toothpaste, safety-razor holder,
and shaving mug; a handkerchief,
towel, mattress, and bed linens; a tin
cup; a hand mirror and nail clippers;
and one pair of shoes. And that’s all.
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CRIMES

The inmates here have committed
every conceivable crime short of gen-
ocide. Continuing these habits, the
prisohers get accomplices or hribed
guards to smuggle in drugs, weapons,
and contraband. Leaders of highly or-
ganized operations, such as Maggia
chiefs, often continue to run things
while in jail.

Obvigusly the central crime in a
prison is the escape attempt. No con-
vict thinks of anything else.

The showiest escape from Ryker’s
was actually broadcast live on na-
tional TV. Talk show host Tom Snyde
presented an exclusive interview with
Bullseye, shown from the assassin’s
own cell. Builseye stole a guard’s gun,
took Snyde hostage, made his way
into the yard, and shot out the tower
searchiights. In the darkness the bat-
tie chopper came down for a good
shot; Bullseye grabbed it, climbed up,
kilied everyone inside, and flew away.
Snyde was fired, and so was yet an-

~ other Ryker’s warden.

In another case a convict didn’t
even have to escape. A ClA official got
covert permission to take Frank Cas-
tie, the vigilante called the Punisher,
cutside the walls to capture a drug
gang. The Punisher killed the gang
members, and then, of course, es-
caped the CIA to continue his one-
man, illegal war on crime.

CAMPAIGN USE

Manhattan: If heroes want to follow
through after a particularly tough hat-
tle and say, “I'm hauling this bozo to
prison myselfl”—send the prisoner to
Ryker’s.

The prison also provides a dramatic
backdrop for a jailbreak scenario, or a
hostage situation. A villain takes a few
guards hostage and demands that his
old enemy (a PC hero) come in un-
armed and helpless. Does the hero
comply? If not, the guards die, and the
Karma loss is the hero’s!



CHAPTER 2: Manhattan

- Given the upheaval Manhattan has
endured in the Marvel Universe, one

wonders how it still stands, let alone

thrives.

Super-human villains knock over
banks and jewelry stores with monoto-
nous regularity. The villain Graviton
raised an entire Fifth Avenue depart-
ment store into the air and tried to hold
it for ransom. Another villain, Light-
master, blacked out the city at one
time, and the Shocker threatened to
do the same unless the city govern-
ment paid him a million dollars. The

" American government super soldier
called Nuke devastated part of the
Hell’s Kitchen neighborhood before
Daredevil defeated him.

Other villains based in Manhattan
include Dreadnought, the Helifire
Club, Killer Shrike, Madcap, Mad
Dog, selected Morlocks, the Rose, the
Tinkeres, the newest Yellowjacket,
White Dragon, and many more. (For
these villains’ descriptions and statis-
tics, see the Gamer’s Handbook of the
Marvel Universe, Concrete Jungle,
New York, New York, and other
MARVEL SUPER HEROES™
products.)

The Kingpin’s criminal organization
grows in power. The Maggia families
are on the run, but still make mischief.
The amoral corporation Roxxon is
based in Manhattan, and the villains it
employs sometimes wind up operat-
ing closer to home than board execu-
tives like. Vigilantes such as the
Punisher and Nimrod are based here
as well.

Over the years, Atlantis has in-
vaded the island of Manhattan three
times. The evolutionary offshoot of hu-
manity called the Deviants has re-
cently attacked it. The villainous
organization known as Zodiac erected
a force field around Manhattan and
demanded ransom. In his numerous
attempts to devour the Earth, Galac-
tus has atways tried to start in Manhat-
tan. And when the fire demon Surtur
tried to conquer Asgard, home of Thor
and the other Norse gods, Manhattan
was hit by blizzards of snow in the
heat of summer.

During the second so-called *'Se-
cret War” an omnipotent other-

dimensional being called the
Beyonder roamed all over Manhattan,
experimentally creating chaos and
then wiping memories of the events
from the minds of witnesses.

The recent crisis called “Inferng”
plunged Manhattan into chaos, as
waves of heat and cold struck the city;
telephones, fireplugs, and other inani-
mate objects came to life and at-
tacked passersby; minor demons
roamed the streets; and the Empire
State Buitding grew a mile high. How-
ever, when the X-Men and X-Factor re-
solved the crisis, New York was
magically restored to normality and,
again, inhabitants retained no mem-
ory of its events.

Most spectacular of the disasters
striking Manhattan came from Galac-
tus’s onetime herald, Terrax. He sur-
rounded the istand with a force field,
as Zodiac had, but then levitated the
whole works high into space, above
the Earth’s aimosphere, Terrax meant
to coerce the Fantastic Four into fight-
ing Galactus. Though his scheme
failed dismally, he created havoc with
the city's bridge and tunnel systems.
~ Manhattanites certainly live excit-
ing lives.

OVERVIEW

Smallest of New York City’s bor-
oughs, Manhattan Isiand measures
13.4 miles long by 2.3 miles at iis wid-
est point. For the hero plugging num-
bers into a spaceship or helicarrier
computer, Manhattan’s coordinates
are 40 degrees north latitude and 74
degrees west longitude.

The name “Manhattan” comes
from an Algonqguian Indian word
meaning “istand of the hills”” Today
the hills are concrete and stesl sky-
scrapers, and the borough is the cen-
ter of finance, commerce, art, and
society for New York City and the en-
tire United States.

Climate

The climate is typically New En-
gland: hot summers, coid and snowy
winters, beautiful autumns, and short
and uncertain springtimes. The fol-
lowing chart gives typical tempera-
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tures for the seasons, rounded off to
the nearest degree Fahrenheit. With
this chart, Manhattan’s herces have a
standard for comparison when man-
made or supernatural phenomena al-
ter the weather.

Month High Low Avg.
January 39 26 32
April 61 44 52
July 85 68 77

October 67 51 59

Humidity remains fairly constant at
60-67% year round, winds are seldom
strong in the city, rainfall is moderate,
and about three feet of snow fall in a

“nhormal winter.

Geology

It is frequently observed that Man-
hattan is built on solid bedrock—
usuaily by incredulous natives when
seme villain creates an earthquake.
But in fact northern Manhattan is cut
by several geclogic fauits, the longest
bisecting the island from northwest to
southeast above Ceniral Park. This
fault, deep beneath the surface, pro-
vides an avenue down to the undis-
covered city of the Lava Men, mlles
beneath Manhattan. '

Still, Manhattan's geology is re-
markably stable. Some of the rock
types found here are named for the
city: Manhattan schist, Brooklyn
gneiss. Only CL1000 power could cre-
ate significant seismic disturbances
along the faults, or CL3000 force eise-
where.

Layout

Visitors are always told not to drive
in Manhattan. This is exceilent advice,
but not necessarily because of a con-
fusing layout. The streets are hazard-
ous to the visitor because they are
crowded, parking is either expensive
or nonexistent, and traffic jams are
frequent. But for most of its length
Manhattan’s layout is strikingly regu-
tar.

Blocks streich in a neat rectangular
grid from the northernmost tip of the
island (“uptown”) to about five-sixths
of the way downtown. There they give
way to the labyrinths of Greenwich Vil-
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iage (in the west) and Chinatown and
the Financial District (near Battery
Park, the southernmost point of Man-
hattan). These are the oldest parts of
the city, built before its layout was
planned.

New York's streets are. generally
wide and weil designed, but also
crowded, dirty, and in poor repair. For
more about life on the streets, see
Chapter 5. This section describes the
street layout for heroes who need to
get around town.

The north-south verticals in the
Manhattan grid are the avenues, num-
bered from east to west, First through
Twelfth. Fourth Avenue turns into Park
Avenue above 14th Street; Lexington
Avenue lies between Third and Park;
and Madison Avenue, home of the na-
tien’s advertising industry, lies be-
tween Park and Fifth.

Fifth Avenue is the ritziest avenue in
New York. Cross-street addresses in-
crease east or west from Fifth. The av-
enue’s name stays resolutsly Fifth all
the way up to the Harlem River.

“Sixth” Avenue is more accurately
known as the Avenue of the Americas,
and banners of all the nations in
North, South, and Central America
hang along its length. Above Central
Park this avenue becomes Lenox Ave-
nue. Several other numbered ave-
nues alse changs names as one
moves uptown.

In the Lower East Side, tour addi-
tional avenues run parallel to First Av-
enue, lettered A through D toward the
East River.

The horizontal bars in the grid are
the streets, numbered from 1st to
215th (and even higher in the Bronx).
These form rectangular biocks that
are sometimes much longer than they
are wide. In general, assume 20
blocks per mile heading north-south,
but as few as five or six moving east-
west.

Running diagonally across the
whole length of Manhattan is Broad-
way, a legend in theatrical history and,
around Times Square, a breeding
ground for crime and vice. Broadway
runs north from Battery Park and
South Ferry to 10th Street, then an-
gles left to run in a diagonal streak
across the island. Above 77th Street it
turns north again and eventually
merges with Eleventh (West End) Ave-
nue. It continues over the 225th Sireet

Bridge and into the Bronx.

Almost all stregéts and avenues in
Manhattan are one-way 1o traffic. The
two-way streets, twice as wide as the
others, are Canal, Houston, 14th,
23rd, 34th, 42nd, 57th, 72nd, 79th,
86th, 96th, 106th, 116th, 125th, 135th,
and 145th. Traffic on Broadway is two-

way above 58th Street, one-way

southbound beiow it.

Street Address Finder

With over 200 streets crossing the
avenues, how do the Judge and play-
ers know where to find a given avenue
address? Use this handy locator.

Take the avenue address, drop the
last figure (for instance, 460 Park Ave-
nue becomes 46), divide this number
in half (46 becomes 23), and add the
key number for the appropriate ave-
nue from the following table {in this ax-
ample, 34). Subtract numbers
preceded by minus signs. The result
is approximately the nearest cross
street. (In the example, 23 + 34 =
57th Street.)

Key Numbers
Avenues A, B, C,and D: 3
First Avenue: 3
Second: 3
Third: 10
Lexington: 22
Park: 34
Madison: 27
Fourth: 8
Fifth: -
Up to 200: 13
201-400: 16
401-600: 18
801-775: 20
776-1286: See exceptions
below
1287-1500: 45
1501-2000: 24
Sixth {Ave. of Americas): -12
Lenox (Sixth above Cent. Park):
110
Seventh: 12/ 1801 +: 20
Eighth: 9
Ninth:; 13
Columbus (Ninth above Broad-
way): 59
. Tenth: 13
Amsterdam (Tenth above 57th):
59
Eleventh: 15
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West End (Eleventh above 57th):
59
Broadway:
1-754: below 8th Street {do not
make a change)
755-858: -29
859-958: -25
Above 959: -31

Exceptions: For the following
streets, drop the last digit of the ad- |
dress but don't divide the resuit.
Add or subtract this key number:

Fifth Avenue, 776-1286: -18

Central Park West: 50

Riverside Drive:

1-567: 73
568+:78

To try an example: Suppose you
know that the Helifire Club Mansion is
located at 840 Fifth Avenue. Take the
street number (840), and drop the last
digit (84); because it falls in an “ex-
ception” area (see above), do not di-
vide by 2. Then look up the key

number listed above—Tfor this section

of Fifth Avenue, it's —18. Adding that
to what we had before, we get 66. So
the mansion is located near the corner
of Fifth Avenue and 66th St.

The Highways
Manhattan’s coast is bounded by

“two giant highways. The Elevated

Highway runs along the East River
waterfront, tunneling under the United
Nations complex at 42nd Street and
emerging as the Franklin D.
Roosevelt Drive, also known (very de-
scriptively) as the East River Drive..
On the western waterfront, a single
highway starts in the south as West
Street, then hecomes in succession
Eleventh Avenue, Twelfth Avenue, the
West Side Elevated Highway, and the
Henry Hudson Parkway. This is cne
street! Yes, Manhattan’s avenues are
strikingfy regular, but there are excep-
tions. ;
In the Marvel Universe, part of the
West Side Highway is abandoned. A
forty-five block (212 mile) stretch ex-
tends north from the World Trade Cen-
ter. Joggers run on the empty
highway, and Daredevii has been
seen using it as a shortcut over traffic
below. :
The highway’s underside is high,



dark, and unexplored-—a perfect hid-
ing place. For years the Casket of An-
cient Winters, a powerful magical
artifact, lay hidden there. It was re-
trieved and opened as part of the fire
demon Surtur’s scheme to destroy the
universe. The casket contained “'the
fury of Niffleheim,” the frozen reatim of
- the dishonored dead in Norse mythol-
ogy. When it was opened, New York
City was plunged into winter in July.
The thunder god, Thor, ied the forces
that defeated Surtur’s plan and re-
stored Manhattan’s weather to nor-
mal.

The Casket of Ancient Winters was
hidden under the West Side Highway.
Who knows what else may lie there?

The Waterfront

New York’s bay is one of the great
natural harbors of the world. However,
the city itself sees comparatively little
water traffic nowadays. Most freight
trafiic, now handied in containerized
shipping, goes through the container
terminal across the bay at Port Eliza-
beth, New Jersay.

Passenger vessels in Manhattan
dock at a few Hudson River piers on
the Lower West Side, between 45th
and 54th Streets. These are almost all
luxury ships headed for or returning
from Caribbean cruises. In the old
days, gambling ships full of rich folks
would sail into the Atlantic beyond US
territorial waters and set up water-
borne casinos. Now gambiers just
drive down the coast to the casinos of
Atlantic City.

Hudson River piers are numbered
from 25 to 99, south to north, though
many numbers are skipped. Pier 25
axtends from the Tribeca area of south
Manhattan, and the rest are lined up
northward at reguiar intervals about
300 feet (2 areas) apart. To locate
Piers 64 through 99, subtract 4G from
the pier number to find the number of
the nearest street. For instance, Pier
69 is right by 28th Street.

East River piers are fewer in num-
ber than those in the Hudson River.
They start with the Municipal Ferry
Terminal just east of Battery Park,
where the Staten island Ferry docks.
Five piers(6,9,11, 13, and 14 south to
north) stretch out from the Financial
District; Pier € is a heliport. Three
more piers, just south of the Brooklyn
Bridge, make up the South Street
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Seaport Museum. All of these extend
off South Strest, which runs along the
waterfront by the Elevated Highway.
Above the Brookiyn and Manhattan
Bridges on the Lower East Side lie
Piers 34-44. There is no gasy numeri-
cal way to locate these piers.

A typical pier is about 500-800 feet
{4 to 5 areas) long. Width and materi-
als vary widely, but in general assume
a pier 20 feet wide and made of wood
boards of Good strength. Dock sup-
ports, or pilings, are thick ocak of Ex-
cellent strength.

Transport

If the characters don’t want to drive
on the crowded, pothole-ridden, un-
nerving streets, New York also offers
crowded buses, crime-ridden sub-
ways, and unnerving taxicabs, Orthey
can walk.
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Buses: Routes run on all avenues,
major crosstown streets, and a few
weird zigzag patterns. There is usu-
ally a bus stop every couple of biocks.
The system is completely bewildering,
and good luck getting the drivers to
tell you anything.

Fare is one dollar, exact change re-
quired {no bills), with free Add-A-Ride
transfers. As often as not, though, he-
roes hitch free rides atop the bus.

For a physical description of a typi-
cal bus, see Chapter 4.

The Subway: Slightly less compiex
thar the bus system, the subway sys-
tem is also more crowded in the day-
time and more dangerous at night. lts
three main lines are abbreviated IRT,
IND, and BMT. Each line has four to
six train routes. In general, these run
north-south across Manhattan and
into neighboring borcughs. But a few



lines take a sharp right at Central Park
into Queens.

Subway stops can be found every
few blocks downtown, and every four
to six blocks uptown. Fare is one dol-
lar, in the form of a token bought in the
station.

For more about subways, see
Chapter  5: Underground Manhattan
and the system maps on the cover to
the Adventure Book.

Taxicabs: Heroes seldom take cabs,
but it is not unknown. Even the FF had
to flag one down to go to the Baxter
Building when their aireraft crashed in
Central Park.

By law, drivers cannot refuse “or-
derly’’ passengers transport any-
where in the five boroughs. In
practice, good luck if youwanttogoto
Brooklyn or Queens, or the jungle of
the south Bronx.

Fare is $1.10 for the first ninth of a
mile, a dime per additional ninth; driv-
ers expect a tip of 15 to 20 percent,
and woe betide the fares who stiff
them. Passengers pay highway tolls.
Most cabs carry no more than four
passengers.

Several competing cab fleets troll
the streets downtown. It is usually a
routine matter to flag one down . . . ex-
cept during rush hours and bad
weather—and when you really need
one.

In addition to the cab companies,
“gypsy cabs” roam the streets. These
private entrepreneurs, meteriess and
unlicensed by the city’s Taxi and Lim-
ousine Commission, can be seen as
romantic freelancers or extortionists,
depending on one’s viewpoint.

Physical description of taxicabs and
typical drivers are in Chapter 5.

Ajr Travel: The city has four heli-
ports, not 1o mention landing facilities
for various exotic spacecraft atop
Four Freedoms Plaza.

The two airports that service Man-
hattan are both in Queens. See the
entry for “May Parker's Boarding
House” on page 12.

Government

Since Manhattan hosts New York
City's City Hall, a brief mention of the
city’s government is in order here.

The chief political figure is the
Mayor, who is elected to a four-year
“term. In Marvel Manhattan, as in our
world, the Mayor is currently Edward

Koch. However, in the Marvel Uni-
verse Koch did not win the last elec-
tion; he lost to Randolph Winston
Cherryh, a career politician with orga-
nized crime connections. Cherryh
was a puppet of the Kingpin, but Dare-
devil forced the crime lord to give up
Cherryh. Though he won the election,
Cherryh followed the Kingpin’s orders
to the end, admitted his crime connec-
tions, and resigned before taking of-
fice. Koch became Mayor instead,
and Cherryh’s current whereabouts
are unknown. '
Mew Yorkers also elect a 39-
member City Council every four
years. The third major governing body
is the Board of Estimate, which has
the vital task of preparing the city
budget. The Mayor, the City Council
president, and the comptroiler (trea-
surer) each have three votes on the
Board, and the presidents of the five
boroughs have two voles apiece.
New York’s government seldom fig-
ures in Marvel adventures, but there
has been widespread corruption in its

- upper reaches since the 19th-century

days of Boss Tweed and Tammany
Hall, it not before. This political graft is
white-collar crime, notin the usual run
of viliainous schemes—but any crime
can be the springboard for a role-
playing scenario.

MANHATTAN’S
NEIGHBORHOODS

As mentioned earlier, New York City
is a huge conglomeration of neighbor-
hoods, each with its own character,
population, history, and atmosphere.
Such rich diversity is impossible to
summatrize, but here is a naive at-
tempt, confined to Manhattan afone.
The districts are described in rough
geographical order, moving from
south to north.

White Hali, Wall Street, and Lower
Broadway

Area: White Hall and Wall Street be-
gin at the southern tip of Manhattan
above Battery Park. Fulion Street is
their northern boundary. Lower Broad-
way lies just above both, between the
Lower East Side (boundary: Park
Row) and Tribeca to the west {(bound-
ary: West Broadway).
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Description: These towering sky-
scrapers are part of what is usually
called the Financial District. This is
what people around the world think of
when they think of New York City—
and, to a certain extent, of America.

But there is a patch of green here,
too, at the extreme tip of the island.
Battery Park, so named because it
once held a fort with an artillery bat-
tery, is laden with commemorative
monuments. Castle Clinton is a re-
stored circular building with red sand-
stone walls eight feet thick
(Remarkable strength). The Staten ls-
land Ferry docks here. '

Landmarks: The twin skyscrapers
of the World Trade Center; the New
York Stock Exchange; Chase Manhat-
tan Bank, Citibank, and nearly every
other national bank; the AT&T Build-
ing; and City Hall, including the May-
or’s offices.

Notable Residents: Very few peo-
ple live in the Financial District. A rare
residential site includes the studio of
biind sculptress Alicia Masters Storm,
wife of the Human Torch.

Notes: For more information, see
“The Financial District” listing in the
next chapter.

Tribeca

Area: Southwest Manhattan, west
of Lower Broadway. A triangular area
bounded by Canal Street (north), West
Broadway (east), and West Street
(west).

Description: Tribeca is an abbrevi-
ation for the “TRlangle BElow CAnal
Street.” This is one of the current ref-
uges for artists, nonconformists, and
other bchemians in Manhattan, pre-
vious domains like Greenwich Village
having grown too fashionable and ex-
pensive. Warehouses and factories
have become living quarters and stu-
dios, and now restaurants, clubs, and
bars have begun to follow the artists.
There’s some industry here, too.

Landmarks: Exit from the Holland
Tunnel (see page 18) on Canal Street.
Former headquarters of X-Factor, now
demolished.

Lower East Side and the Bowery
Area: Southwest Manhattan water-
front. South boundary, Fulton above
the Wall Street district. The neighbor-
hood stretches north along the East
River waterfront like a cancer. Inland it



is stopped only by the Bowery and
Chinatown, and farther north by First
and Second Avenues.

Description: This area was built in
the last century to house a meiange of
poor ethnic immigrants, and it has re-
mained poor and diverse ever since-—
old buildings, shops that display their
goods on the sidewalk, ethnic restau-
rants. Heavy crime, especially at
night.

Landmarks: Josie’s, a bar for low-
lifes (just off South Street on the wa-
terfront).

Notable Residents: Hoodlum Turk
Barrett and his buddy Grotto. A shack
beneath a pier is the hideout for the
small-time Slaughter assassination
ring, which does some work for the
Kingpin.

- Notes: For more information, see
the “Yancy Street” Hotspot listing in
the next chapter.

Chinatown

Area: Baxter Street east to Park
-Row and the Bowery, south of Bayard
Street.

Description: Home to much of
Manhattan’s Oriental population, this
area is a major tourist attraction. It fea-

tures many souvenir shops and terrific .
Chinese restaurants. Visitors notice

narrow streets, tenement buildings,
newsstands loaded with Chinese
newspapers and magazines, un-
friendly shopkeepers, and lots of
lights and neon. :

In the Marvel Universe, gang war-

fare has been a problem here. The
Kingpin supports attempts by the vii-
lain White Dragon to consolidate
these gangs; the Kingpin himself has
remarkably little influence in China-
town. White Dragon’s gang, the Drag-
onlords, clashes with another gang
called the Tiger's Claw, dedicated to
peaceful protection of the Chinatown
area.

Landmarks: Criminal Courts Build-
ing; District Attorney Tower’s offices.

Little ltaly

Area: Northwest of Chinatown in
lower central Manhattan, bounded by
_Houston (north), Lafayette Street
(west), the Bowery (east), and Canal
(south).

Description: This neighborhood is
said to he the most crime-free in New
York. The residents are of predomi-

nantly ltalian descent, and the district
offers some of the best italian restau-
rants and street cafes in the country.
Little [taly was the site of a rampage
by the super-powered villain Vermin
during a recent San Gennaro Festival
(held each year in early September).
Spider-Man and Captain America

stopped the rat-like predator. For

more about Vermin, see Chapter 5.

Landmarks: The main streets in Lit-
tle ltaly are Grand and Broome, which
run east-west, and Mulberry and Mott
(north-south).

SoHo

- Area: The district “SOuth of HOus-
ton Street,” and also west of Broad-
way, east of West Broadway, and
north of Canal.

Description: No connection to Lon-
don’s Soho district. Lots of century-old
cast-iron buildings, and at one time
plenty of cast-iron artists who endured
the conditions of windy lofts and stu-

- dios. Once the area became fashion-

able, rents drove the artists out (see
Greenwich Village). Trendy galleries,
rock clubs, fashionable shops and
restaurants. All of SoHo is protected
as a national landmark,

Landmarks: Ukifuni Qddities (Ca-
nal Street and W. Broadway}, a shop
selling Japanese weaponry and trin-
kets, once a base for the QOriental as-
sassins' guild called The Hand.

- Notable Residents: Sersi, an Eter-
nal who specializes in transformation
powers, keeps a loft on Grand Street

- off Broadway.

Notes: Houston Sireet is pro-
nounced “HOUSE-ton.”

East Village

Area: Bounded by Houston (south),
14th Street (north), First Avenue
(east), and Broadway (west).

Description: So called because it is
the eastern part of Greenwich Village
(see below), the East Village enjoyed a
brief vogue as a psychedelic hippie
hangout in the 1960s. Today there is
light business activity, but most of the
East Viilage is given over to tenements.
There is an active Ukrainian commu-
nity. Also, like Tribeca, the East Village
is getting more artists, students, and in-
tellectuals fleeing the high rents of
Greenwich Village and SoHo.

Landmarks: Empire State Univer-
sity.
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The Cofiee Bean (2nd Street off
Second Avenue) is a small coffee
shop and cafe that caters to the col-
lege and teen crowd (including, in
times past, Peter Parker and the origi-
nal X-Men).

Owned by two old men who haven’t
been teenagers since the Hoover ad-
ministration, “the Bean” has always
been about a year late in joining any
given fad. It has been a beatnik hang-
out, a go-go psychedelic joint, a disco,
and a fern bar. Now it’s trying to cash
in on breakdancing. No fad is dead
until it appears at the Coffee Bean.

Notable Residents: The post W. H.
Auden once lived here. Nick Fury has
an apartment on 10th Street between
First and Second Avenue.

Notes: For more information, see
the “Empire State University” Hot-
spot listing in the next chapter.

Greenwich Viilage

Area: An irregularly shaped collec-
tion of irregular neighborhoods in
lower west Manhattan, bounded by
Broadway (east), the Hudson (west),
Houston (south), and 14th Street
(north}.

Description: Once nonconformist,
unfashionable, and cheap, the area is
now posh but still nonconformist. The-
aters, coffehouses, art galleries, jazz
clubs. See “Doctor Strange’s Sanc-
tum” in the next chapter.

Landmarks: Washington Square
Park at the foot of Fifth Avenue; New
York University, above and below the
park; Bleecker Street; Christopher

- Street.

The site of the former Triangle Waist
Factory is at 22 Washington Place. In
1911 the historic fire here took the
lives of 150 workers. The incident be-
came a rallying point in the labor
movement, and led to laws improving
factory work conditions,

Notable Residents: Doctor
Stephen Strange, Sorcerer Supreme;
Misty Knight, haif of Nightwing Resto-
rations.

Murray Hill and Gramercy Park

Area: Gramercy is a wide rectangle
just above the East Village, bounded
by 18th and 23rd Streets and by Third
and Fifth Avenues. Murray Hill, above
Grameroy, is bounded by the same av-
enues beiween 23rd and 42nd
Streets.



Description: Mostly low-rise office
buildings, light manufacturing, artists’
and photographers’ lofts, some very
good residential housing. Not much
night life.

These districts used to be quite the
fashionable spots in the days of gas-
light. Now “faded elegance” best de-
scribes some sections. The Vanderhilt
Hotel became Four Park Avenue,
high-class apartment suites. An old J.
P. Morgan carriage house (211 Madi-
s0n) is now a cosmetics school. And
so it goes.

A few skyscrapers and major firms
do business here. On Fifth Avenue at
39th Street, on the border between
Murray Hill and the Garment District,
stands an attractive office building,
headquarters for the Kingpin.

Landmarks: Gramercy Park, Madi-
son Square Park; several insurance
company skyscrapers; the Police
Academy; the J. P. Morgan Library.

Notes: The Kingpin’s building is
briefly described in “The Financial
District” in the next chapter.

Cheisea

Area: On the west side of Manhat-
tan abcove Greenwich Village. From
14th Street north to 28th Street (Fifth
to Eighth Avenues) and to 30th Street
{from Eighth to the Hudson River).

Description: Restaurants, small
bars, renovated brownstones, and a
quiet style of life have made this area
traditionally attractive to writers.

Landmarks: Thomas Wolfe, Dylan
Thomas, and Brendan Behan lived at
the Chelsea Hotel (222 West 23rd
Street).

Notable Residents: Lowell
Thomas, Arthur Godfrey, James Mi-
chener, and Dale Carnegie all lived
here at one time. Maxine Lavender,
assistant district attorney (London Ter-
race Towers, Ninth Avenue and 23rd
Street). Peter and Mary Jane Parker
lived at 410 Chelsea Street, but were
recently evicted and now reside with
Peter’'s Aunt May in Queens.

Notes: For more information, see
the “SHIELD Headquarters” Hotspot
listing in the next chapter. . -

Garment District

Area: A rectangle in south central
Manhattan bounded by 28th and 38th
Streets (south and north) and by Fifth
and Ninth Avenues (east and west).

Description: Between a fifth and a
third of all the clothing worn in Amer-
ica is made in this congested patch of
Manhattan. Hundreds of showrooms
line the walks, and above them hun-
dreds more workshops, factories, and
storage rooms hold dresses, hats,
jumpers, overcoats, and the special-
ized high-tech equipment that makes
them. .

By day 150,000 people work here.
union “push boys” wheel open racks
along its narrow, crowded sidewalks.
Trucks jam the streets. At rush hour
the district becomes a madhouse.
Then at night it's deserted.

From 25th to 30th Streets between
Sixth and Eighth Avenues is the Fur
District, which manufactures 90% of
all furs secld in this country.

Landmarks: Macy's (34th Street
and Seventh); Gimbel’s (Broadway
and 33rd); Pennsylvania Station,
where trains enter and leave via un-
derground tunnels (31st Street West
and Seventh Avenue);, General Post
Office (31st Street West and Eighth
Avenue). Herald Square (Broadway
and Avenue of the Americas) figures
prominently in George M. Cohan’s
song “Give My Regards to Broad-
way.”

Midtown, Sutton, and Tudor City

Area: The eastern half of central
Manbhattan, from the Lower West Side
and Theater District {(see below) to the
East River. Bounded by 42nd Street
(south), 59th Street (north), Avenue of
the Americas up o 53rd, Eighth Ave-
nue up to 59th.

Description: Midtown is the elite
business district in Manhattan
(though property values are not quite
as high as those around Wail Street).
Expensive restaurants, night life.
Posh Fifth Avenue department stores,
including Farmingdale’s (47th Street),
Tiffany jewelers (57th), Gucci fashions
(54th), furriers, high-priced art gal-
leries, and other tempting targets for
villains who need money. Midtown
West and East are shown on two of the
fold-up maps included in this set.

Sutton is the district immediately
surrounding the United Nations, and
includes littie private housing.

Tudor City, immediately below the
United Nations, is a self-contained 12-
building apartment complex with its
own park, hotel, stores, and 3,000
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apartments, Rather high-class, it
dates from the 1920s.

Landmarks: Four Freedoms Plaza,
former site of the Baxter Building and
home of Fantastic Four Inc.; the
United Nations; the Empire State
Building; Marvel Comics; Rockefeiier
Center; St. Patrick’s Cathedral. Mid-
town is headquarters for the biggest
companies in the Marvel Universe, in-
cluding Roxxon Qil. SHIELD’s public
headquarters once occupied Mid-
town’s Citicorp Building. The Daily Bu-
gie Building is at 39th Street and
Second Avenue.

Bellevue Hospital, the oldest gen-
eral hospital in North America, occu-
pies about 12 square blocks on the
East River between 25th and 30th
Streets. It has areputation as a mental
hospital, but in fact it treats every con-
ceivable illness. It pioneered the first
ambulance service (1863), nursing
school (1873), and women medical
students in New York {1888). It devel-
oped open-heart surgery and today

‘leads the world in advanced micro-

surgery for the reattachment of sev-
ered limbs. its morgue processes tens
of thousands of bodies each year. Bel-
levue’s new building, opened in 1973,
is 25 stories tall.

Also in Midtown stands the New
York Public Library (Fifth Avenue at
42nd Street), the second largest in the
United States after the Library of Con-
gress in Washington, DC. This superb
library holds over five million volumes.
Its large reference library could help
heroes in an investigation. For in-
stance, it includes telephone directo-
ries for every city in the United States,
a help in deciphering clues.

Notable Residents: The Fantastic
Four.

Notes: For more information, see
the Hotspot listings in the next chapter
for many of the landmarks listed
above and the Financial District.

Times Square & Theater District

Area: Broadway from 41st to 53rd
Streets, and cross streets west to
Eighth Avenue; a few theaters and
many associated restaurants east to
the Avenue of the Americas (Sixth Av-
enue).

Description: Center of New York's
night life, this district includes both so-
phisticated theaters and the sleaziest,
most corrupt streets in Manhattan.




The main avenues are lined with
cheap movie houses, souvenir shops,
and burlesque joints; side streets offer
beautiful Art Deco architecture from
the days of vaudeville. It is a study in
contrasts.

Landmarks: Times Square; the
Gem Theater, once headquarters for

Power Man and Iron Fist, Heroes for -

Hire (234 West 42nd Street).

Motable Residents: Josie, some-
time informant for Daredevil (no per-
manent address). Her *‘boyfriends”
include some of the city’s top criminal
figures.

Notes: For more information, see
the “Times Square” Hotspot listing in
the next chapter,

Lower West Side

Area: From 34th Street {south) to
72nd Street (north), and from Eighth
Avenue west to the Hudson River.

Description: See the “Hell's
Kitchen’ entry in the next chapter.

Landmarks: Holy Ghost Cathedral,
base of operations for Cloak and Dag-
ger (42nd Street off Eighth Avenue).
The Kingpin owns a nondescript build-
ing on 50th Street and Eleventh Ave-
nue, where he hid out in a
sub-basement when he first returned
to New York to resurrect his criminal
organization.

MNotable Residents: Matt Murdock
and Karen Page; Melvin Potter, once a
minor villain called Gladiator, now re-
formed and owner of a costume shop
on 44th Street off Ninth Avenue.

Upper East Side

Area: East of Central Park, from
59th Street (south) up to 79th (east of
Lexington) and 96th (west of Lex-
ington).

Description: The most expensive
residential area in the United States.
In the western part, doctors, lawyers,
and bankers live in slick condos on the
avenues, and in elite, solidly built row
houses on the side streets. The east-
ern half, where the rents are slightly
less stratospheric, houses yuppies
and singles. Lots of fine restaurants
and night life here.

Landmarks: Hellfire Club Mansion
(475 Third Avenue); Latverian Em-
bassy (61st Street and Lexington Ave-
nue); Wakandan Embassy (Madison
Avenue at 76th Street); Rockefeller
University {on the river between 63rd

and 70th).

The Symkarian Embassy (Madison
at 80th) represents the Balkan
postage-stamp country of Symkaria,
original home of the mercenary ad-
venturess Silver Sable.

Maria Stark Park (formerly Aveng-
ers Mansion, 890 Fifth Avenue) is a

beautifully landscaped park, created

when the latest incarnation of the
Masters of Evil super-human villain
group demolished much of Avengers
Mansion. The Avengers relocated to
Hydro-Base (now Avengers Island)
and turned the mansion site into
parkland. The park is named for the
maother of Tony Stark, patron of the

-Avengers and secretly Iron Man.

Maria Stark Park measures 88
yards (2 areas) on a side. Its cobble-
stone pavement is of Good strength,

in the park stand several large mar-
ble statues of the founding members
of the Avengers. Each of these statues
is of Excellent material strength. Each
weighs about a ton, requiring Remark-
able strength to lift and Incredible
strength to throw. A large central

statue of ail five original Avengers -

weighs three tons and is +1 CS to lift
or throw.,

Notable Residents: Many of New
York's most prosperous citizens live
here, including, before he was dis-
barred from law practice, Matt Mur-
dock. J. Jonah Jameson, publisher of
the Daily Bugle, has a luxurious pent-
house on Lexington Avenue at 74th
Street, not far from the Whitney Mu-
seum of American Art,

The Century Club, a five-story
brownstone (Park Avenue near 81st)
is an exclusive men's dinner club.
Members include Jameson and
Wilson Fisk, the Kingpin. Fisk comes
here occasionally to play billiards.

- Notes: For more information, see
the “Helifire Club Mansion” Hotspot
listing in the next chapter.

Yorkville

Area: From 59th Street (south) to
96th Street (north); from Lexington Av-
enue easf 10 the East River.

Description: Once known as “Ger-
mantown,” the pepulation in this de-
sirable Upper East Side
neighborhood is now more diverse.
High-rise apartments have begun to
replace old brownstones.

Landmarks: Gracie Mansion (Carl

31

Schurz Park, East End Avenue at 88th
Street), home of New York’s Mayor.
This clapboard structure was the first
house built facing the East River
(1770, rebuilt 1798).

Notable Residents: The Mayor.

Central Pari _

Area: A thin vertical rectangie in
central Manhatian between Fifth and
Eighth Avenues, bounded to the south
by 59th Street and to the north by
110th. To the east lie the Upper East
Side and East Harlem; to the west are
the Upper and Lower West Sides.

Description: New York City's
“green lung,” this huge park is beauti-
fully landscaped. it includes lakes and
a great reservoir, as well as sculp-
tures, footpaths, gardens, and a small
z00.

L.andmarks:Metropolitan Museum
of Art, Receiving Reservoir.

Notable Residents: Frogs and rats
have been warring here for several
years, a struggle that involved Thor
and Doctor Strange at different times.

-Notes: For more information, see

‘the Hotspot listings for ““Central Park”

and the “Metropolitan Museum” in
the next chapter.

Upper West Side

Area: West of Central Park from
72nd Street (south) to 110th Street
{north).

Description: On its western and
eastern sides, a posh residential and
retail district, also known for some
elite night spots. In the center, along
Broadway and Amsterdam, the area is
seedier; this was the ariginal setting of
the Broadway play and movie West
Side Story. _

Prosperous professionals, artists,
and middle-class families passing
through from their co-ops and condos
do a good job of ignoring the bag
ladies that sleep on Broadway’s grat-
ings.

Many of New York's best Chinese
restauarants are concentrated in this
area, earning it the nickname “Sze-
chuan Valley” among diners. _

Landmarks: Lincoin Center, virtu-
ally a neighborhood by itself (Broad-
way and 65th Street); Riverside Park,
along the waterfront by the Henry
Hudson Parkway, stretching north into
Morningside Heights;

The Dakota Apartments (1 West



72nd Strest at Central Park West),
first luxury apartment house in Man-
hattan (1884), is still highly fashion-

able. It is a beautful Neo-
Romanesque brownstone, now best
known as the last home of rock star
John Lennan. The film Rosemary’s
Baby was made here.

The American Museum of Natural
History and Hayden Planetarium
(79th Street and Central Park West)
was the site of a pitched batile be-
tween the forces of the Owl and Doc-
tor Octopus. It caused considerable
damage that closed parts of the mu-
seum for weeks.

The Upper West Side area holds
P.S. 42 and 1.S. 44, the schools at-
tended by the Power children (Power
Pack).

Numero Uno {(Columbus and 74th),
once one of New York's most exclu-
sive nightciubs during the disco
craze, has hosted at least one per-
formance by the Dazzler. The club is
iess popular now but remains the
best-known of its type in the super-
human community.

The Magical Child, the most com-
plete occult bookstore in the western
hemisphere, is on the Upper West
Side.

Notable Residents: Nightwing
Restorations keeps offices here (68th
Street, half a block west of Central
Park). The Eternal Sersi lives on
Eighth Avenue at 74th Street oppoesite
Central Park.

Mary Jane Watson-Parker lived on
79th Street near Broadway betore
marrying Peter Parker. Clint Barton
(Hawkeye) lived on Eighth Avenue
and 86th Street, facing Central Fark,
before leaving New York to form the
West Coast Avengers. The Asgardian
enchantress Lorelei once lived in a
penthouse facing Central Park, not far
from Barton’s residence. Lorelei has
since returned to Asgard. Franklin
“Foggy” Nelson lives on Columbus
and West 70th (Apartment 6E).

Morningside Heighis

Area: From 110th Street (south) to
125th (north), and from St. Nicholas
Avenue (a block west of Eighth above
Central Park) to the Hudson River.

Description: This area and those
north are residential districts of pro-
gressively lower class.

Landmarks: Columbia University

(Broadway and 116th}, an lvy League
campus with 23,000 studenis;

Barnard College, nearby, the alumnus

of Mrs. Hoag of Damage Control; Riv-
erside Park, Morningside Park.

The Cathedral of St. John the Di-
vine (Amsterdam Avenue and 112th
Street) is intended to be the largest in
the world when completed—some
time in the late 21st century!

General Grant National Memorial,
popularly known as Grant’s Tomb
(123rd Street in Riverside Park), is im-
mortalized in an idiot trivia question
(“Who's buried there?”). The
mausoleum-like monument is made of
white granite (Excelient material) and
stands 150 feet (10 areas) tall. Inside,
surrounded by white marble walls and
windows of golden glass, sits the open
crypt bearing the sarcophagi of Presi-
dent Ulysses 8. Grant and his wife,
Julia Dent Grant.

Notable Residents: The late Daniel
Rand, otherwise known as lron Fist,
lived in an apartment on 104th Street
off Broadway.

Harlem and East Harlem

Area: East Harlem, from 95th Street
north to the Harlem River. Harlem,
from Fifth Avenue above Central Park
(east) west to the Hudson River, out-
side Morningside Heights; and north

{0 151st Sireet.

Description: Home of many of New
York’s muttitudes of black residents,
who make up a guarter of the popula-
tion, Harlem has seen better times. it
had 2z vogue in the 1920s, when well-
to-do whites went “slumming” there
to see Duke Ellington and other jazz
greais at the Coiton Ciub. But the Cot-
ton Club was razed to make way for a
housing development, and Harlem is
a rotting ghetto of filthy streets and
closed storefronts.

One lively street is West 125th. In
the wake of the 1960s civil rights
movement, this sireet has been
renamed—not King, not M, L. King,
not even Martin Luther King, but, sat-
isfying the most exacting standards of
the politically correct, Martin Luther
King Junior Boulevard. Though resi-
dents mean no disrespect toward the
great man, they pragmatically abbre-
viate the jawbreaking name to “MLK.”
It is full of fast {food restaurants, gro-
ceries, bars, boutiques, and discount
stores, and the noise of ghetio blast-
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ers is constant.

Landmarks: Mount Morris Park,
Jefferson Park. The Theresa Hotel
(125th at Adam Ciayton Powell Blvd),
no longer a hotef, was once the home
of Fidel Castro. The Schombur Library
{515 Lenox Avenue at 135th Street) is
the world’s largest collection devoted
to black culture and history.

Motabie Residents: Colleen Wing,
one half of Nightwing Restorations,
lives in an apartment in East Harlem
(Lexington Avenue at 120th Street).
The Morgan organization, a small
crime ring deeply involved in heroin
smuggling, is based in Harlem.

Washington Heights and Above

Area: Washington Heights reaches
from 151st Street north to 181st
Street, and to the Hudson and Harlem
Rivers on both sides of Manhattan Is-
land.

Fort George extends from 181st
narth to Dyckman.

Inwood, northernmost of Manhat-
tan’s neighborhoods, covers all the
area north of Dyckman. Last stop on
the A subway line.

Description: These quiet, hilly resi-
dential neighborhoods seidom figure
in adventures. ' ,

Landmarks: Dyckman House
(Broadway and 204th), the only surviv-
ing farmhouse in Manhattan.

The Cloisters, a collection of re-
stored medieval structures imported
from Europe and reassembled at
Manhattan’s highest point. Much of
the Metropolitan Museum’s coliection
ol medieval art is here, including the
famous Unicorn Tapestries and the
golden Cup of Antioch.

This overview of Manhattan's
neighborhoods omits hundreds, if not
thousands, of noteworthy sites. But it
indicates how prominent the city has
been and remains in finance, the arts,
fashion, and cosmopolitan culture.

The following chapter describes
some of these notable sites in more
detail. Chapters 5 and 6 take different
views of the same city: of the typical
city street and its inhahitants, and of
the murky underworld beneath the
streets.



CHAPTER 3: MANHATTAN HOTSPOTS

CENTRAL PARK
OVERVIEW

One of the largest metropolitan
parks in the world, Central Park pro-
vides a breath of relatively fresh air for
Manhattan’s citizens. lis 840 acres
{about five per cent of Manhattan Is-
land) include beautifully landscaped
meadows, reservoirs, sporting fislds,
a small zoo, and the Metropolitan Mu-
seum of Art. (See separate entry later
in this chapter} In the Marve!l Uni-
verse, Central Park is the battle-
ground in an ongoing war between
New York’s frogs and rats.

Address: Bounded by 59th Street
(south), 110th Street (north), Eighth
Avenue (west), and Fifth Avenue
{east). The first three are called “GCen-
tral Park South” or “East” or ‘“West”
for the length of the park, but Fifth Av-
enhue remains resolutely Fifth Avenue
forits entire length. Grand Army Plaza
lies at the southeast corner, and Co-
lumbus Circle at the southwest corner.
See the fold-up map included in this
set.

THE AREA

Central Park is well named, be-
cause it octupies almost the exact
center of Manhattan Island. The prop-
erty fronting the park is some of the
choicest residential land in the world.
Just ask Clint Barton (Hawkevye), who
used to live here, or Sersi, who still
does.

Art museums and history ceniers
also front the park: the Frick Collec-
tion (Fifth Avenue at 70th), the Gug-
genheim Museum (Fifth at 88th), the
American Museum of Natural History
and Hayden Planetarium (Eighth Ave-
nue between 77th and 81st Streets),
and many others. This section of Fifth
Avenue is sometimes cailed “Mu-
seum Mile.” :

At 890 Fifth Avenue (near 72nd
Street} is Maria Stark Park, once the
site of Avengers Mansion. The Aveng-
ers are now quartered on Avengers ls-
land {formerly called Hydro-Base), off
Liberty Island in New York Bay.

On the south side of Central Park

stands the posh Plaza Hotel, where
visiting dignitaries or playboy heirs to
great weaith often stay. Hotel security
is good by conventional standards,
but it is not up to dealing with an as-
sault by determined forces. Whether
any force would assault it, and why, is
up to the Judge (see “‘Campaign
Use,” balow).

At the corner of 63rd Street and
Eighth stands a humbler edifice, the
YMCA. Several notable people have
staved here in emergencies or to hide
out, most recently Peter Parker’s
friend Fiash Thompson.

DESCRIPTION

The park is 2.4 miles (95 areas) long
by almost half a mile (19 areas) wide.
Like the Statue of Liberty, it owes its
existence to a newspaper crusade,
this one by poet and journalist William
Cuilen Bryant writing in the New York
Post, starting in 1850,

Along with several other literary and
political figures, Bryant urged the city
to acquire and landscape what was
then a swamp north of the city, inhab-
ited only by squatters and their live-
stock. After a long fight, the city
bought the land in 1856. Frederick
Law Olmsted and Calvert Vaux de-
signed the park. The city chased out
the squatters, and over a billion tons
of earth were moved in the landscap-
ing.

Today more than 80 million people a
year visit Central Park, which is an of-
ficial national landmark. The city gow
ernment clearly agrees with Olmsted:
“It is of great importance as the first
real park made in this country—a
democratic development of the high-
est significance and on the success of
which, in my opinion, much of the
progress of art and aesthetic culture in
this country is dependent.”

Terrain and Layout

The entire park is surrounded by

high stone walls (Excellent strength),
but open gates punctuate the walls
every few blocks. Four asphalt roads
allowing auto traffic cross the park
from east to west. The park is closed
to vehicies on weekends and at mid-
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mornings and evenings on weekdays.

Though photos sometimes make
the park look like dense forest
throughout, the terrain is rather var-
ied, not to mention rugged. However,
all of it is quite beautiful. For a taste of
the park’s variety, see the next sec-
tion.

The southern part of the park, bor-
dering the ritziest areas in Manhattan,
is by far the most visited section. But
above the Receiving Reservoir,
around 86th Street, the adjacent
neighborhoods grow rougher. Central
Park’s terrain here has been left al-
most untouched, making it the most
atiractive area of the park. However,
the crime rate here makes that section
dangerous for anyone but a hero.

Speaking of heroes, none figure
among the many statues that dot the
park. New Yorkers hold some heroes
in great respect, but the government
decided that enshrining their images
in Central Park would present a dan-
gerously tempting target for any villain
with a grudge. However, nearby Maria
Stark Park includes statues of all the
Avengers.

Points of interest

There are too many of these to
cover in this brief overview. Here are a
few major features (moving generally
from south o north):

The Pond: This lies right by Grand
Army Plaza in the park’'s southeast
corner, its most popillar entrance. Be-
yond the pond lies a bird sanctuary
with the most photographed pelicans
in Manhattan.

The Zoo and the Arsenal: A small
zoo has an accompanying children’s
zoo, a favorite of the Power Pack chil-
dren. The Arsenal, a Gothic Revival
building of gray stone and red brick
with octagonal turrets, was built in the
1840s as a weapons storehouse. it
has since been a weather station, a
police precinct, and the first home of
the American Museum of Naturai His-
tory (now on Central Park West be-
tween 77th and 81st Streets). The
Arsenal now houses the New York City
Parks and Recreation Dept.

Chess and Checker House: This
building, which is exactly as it sounds,



shows that park planners have not ne-
glected sedentary leisure pursuits.
Lots of old guys sit at checkerboards
taking on all comers. Sometimes this
means more than they bargained for;
see the Central Park scenario in the
Adventure Book.

Across a path stands the Dairy, a re-
stored Victorian Gothic building that
houses the park’s Visitor Information
Center. Nearby is a merry-go-round,
the Friedsam Memoaorial Carousel.

Sheep Meadow: The finest open ex-
panse in the park, so named because
sheep grazed here as late as 1934. On
this grassy meadow Frank Castle and
his family were picnicking when they
got caught between warring gangs.
Castle’s family died in the crossfire.
Grief-stricken and vengeful, Castle
took on his vigilante identity, the Pun-
isher.

The Mali: The only formal section of
the park, this is a straight avenue lined
with elms and with busts of famous
authors and composers. It leads to a
bandshell where orchestras play free
concerts in summer, and 1o Bethesda
Fountain, the park’s first sculpture.

Strawberry Fields: On the park’s
west side, this garden commemmora-
tes slain songwriter/entertainer John
Lennon, whose last home was nearby.

_ The Lake: The visitor soon notices a
certain generic quality to the names
given to Central Park’s features. The
Lake features boating in summer.
Nearby is the Conservatory Pond, and
beyond it stand statues of Hans Chris-
tian Andersen and, perhaps the most
notable sculpture in the park, Alice in
Wonderiand.

The Ramble: A hilly forest with wind-
ing footpaths.

Shakespeare Garden: Planned to
include every plant mentioned in the
bard’s work. Mearby stands the Dela-
corte Theater, where the “Shake-
speare in the Park’ festivali is staged
each summer.

Great Lawn: This grassy expanse
was once the city’s original reservoir,
dug in 1862. i.ater drained, it became

a refuge for the homeless during the -

Great Depression. Now baseball and
football teams play here, and the Met-
ropolitan Opera and New York Phil-
harmonic perform summer concerts.
Obelisk (“Cleopatra’s Needle”):
Egypt's Khedive ismail Pasha do-
nated this monument to the city in

1880. It was installed in the park, at

(what was remarked at the time) “the
worst place within the city for getting
an obelisk to.” Despite its nickname,
the sculpture comes from Heliopolis,
predates Cleopatra by five or ten cen-
turies, and has no historical associa-
tion with her.

The obelisk is made of pink granite
{Excellent material, although any
damage at all would ruin it as a monu-
ment}. It is 77 feet tall and weighs 200
tons (Shift-X strength to liff). Badly
weathered hieroglyphics tell of the
reigns of ancient Egyptian pharachs.

Metropolitan Museurn of Art. See
Hotspot entry in this chapter.

Receiving Reservoir: This great
body of water, cccupying a fourth of
the park’s area, is surrounded by
pleasant foot and bicycle paths. The
water is cold but not deep. To the north
are tennis and handball courts.

Beneath the gatehouse on the
southern shore live the frogs of Cen-
tral Park (see beiow). Under the gate-
house, a frog-sized passage leads far
beneath the ground, down to the
Morlock Tunnels. {(See Chapter 6,
“Underground Manhattan.”)

North of the Reservoir; This part of
the park has mainly been left to
nature—and to muggers and gangs (it
borders on Harlem and East Harlem).
But points of note in these reaches in-
clude the North Meadow and East
Meadow, the attractive Conservatory
Gardens, Great Hill, The Pool, The
Loch (generic naming again), and a
pend called Harlem Meer.

Throughout the park are many com-
fort stations, hot-dog stands and ca-
fes, and lots of tracks for strollers,
joggers, bicyclers, and horse-drawn
cabs.

NPCs

Thousands of people crowd into
Central Park every day: strollers,
sports enthusiasts, sunbathers, nan-
nies and their children, office workers
taking an open-air lunch, boaters, kite
fiiers, cyclists, and people watchers,
The people watchers sometimes see
very unusual people; for example,
Captain America regularly jogs
through the park.

But there are more residents in
Central Park than just the humans.
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Puddlegulp, Guilywhump, Bugeye,
Princess Greensong, Dewlap

Frogs

F A 8 E R | P

Fe Pr Fe Pr Pr Ty Ty
Health: 12 Karma: 16
Resources: Feeble(2) Popularity: 0

It is not clear why the park’s frogs
and rats are at war, nor how long the
conflict has raged. All that is known is
that the rats are definitely the aggres-
sors against the peace-loving frogs.

The general public remains un-
aware of the struggle. But circum-
stances detailed below have brought
two different members of New York’s
super-human community into the
thick of the war.

The Mighty Thor fended off a rat at-
tack on the frogs and foiled the rats’
plan to poison the Receiving Reser-
voir. But he was too late to prevent the
rats from killing the frog king,
Glugwort, in a treacherous attack.

Though the frogs offered Thor the
kingship and the hand {er, foot) of Prin-

- cess Greensong, he refused this

honor. The new frog ruler is unknown.
One frog, Puddlegulp, was once a
human. "“Got on the wrong side of a
fortune-teller in the Village,” he ex-
plained, “and she turned out to be more
genuine than the usual arlicle” But
Puddlegulp enjoys life as a frog and has
no desire to return to humanity.
Appearance: They look like frogs.
Talents: Jumping, swimming, croak-
ing.
Typical Dialogue: “Welcome, stran-
ger. Haven’t seen you around the
pond. Where'd you hop in from?”
Story Function: Allies for trans-
formed heroes, or information
sources aboul the park for those who
can talk to animals.

Southside, Ratso, Rizzo
Rats
F A S E R | P
Pr Gd Fe Ty Pr Pr Fe
Health: 22 Karma: 10
Resources: Feeble(2) Popularity: 0
Southside leads the remnants of
Central Park’s rat gang. Evidently all
other rats are named either “Ratso”
or “Rizzo.” Perhaps these designate
males and females. if not, it is unclear
how the rats tell one ancther apart, but
perhaps among rats this is not impor-
tant,
They are all pretiy nasty. The rats



broke into a park ranger’s warehouse
and took a garbage bag full of rat poi-
son. They intended to dump it in the
Reservoir to kill the frogs—not to men-
tion a lot of peopie in Manhattan. Thor,
in frog form, lured alligators from the
tMorlock Tunnels to decimate the rat
population. Then Piper, one of the mu-
tant Morlocks, lured most of the re-
maining rats down underground, no
doubt as a continuing supply of alliga-
tor food. '

Appearance: Small, gray, furry, na- _

ked gray tail, beady black eves.
Talents: Running (as if Endurance
were Good), biting, hiding.

Typical Dialogue: “Get 'em, gang!
Show the slimy creeps we mean busi-
ness!” :

Story Function: Small-scale villains
1o oppose the frogs and their allies.

The Mighty Thor

In frog form

F  GD(10}) Health: 44

A GDOG

8 PR Karma: 76

E EX{(20)

R Ty (6) Resources: FE(2)
| EX (20)

P AM({50) Popularity: 0

Thor's evil half-brother, Loki, turned
Thor into a {rog as part of a plot to rule
Asgard, home of the gods. But though
far weaker than in his human form,
Thor was still quite powerful by frog
standards. He fell into the struggle be-
tween the frogs and rats and proved
decisive in winning a great battle for
the frogs.

In frog form Thor eventually recov-
ered his enchanted Uru hammer,
Mjoinir, and managed to lift it. By do-
ing so he gained “‘the power of Thor,”
reiurned te normal size and power
{though he still lcoked much like a
frog), and eventually reversed Loki's
enchantment.

Appearance: The biggest green bull-
frog anybody had ever seen.

Known Powers: Thor's Body Armoy,
usually Excellent in human form, was
Poor in frog form. Thor could not con-
trol his Uru hammer, Mijoinir, in frog
form, but he was still able to lift it. Thor
had nc weapon talents in frog form.

Doctlor Strange

in rat form

F PR Health: 22

A GD(19)

8 FE@ Karnma: 185

E TY(®B)

R GDB(10) Resources: FE(2}
! MN (75)

P UN({100) Popularity: 0

When the dimensional conqueror

Dormammu  took over Doctor
Strange’s body, the Sorcerer Su-
preme fied in astral form. To escape
magical detection, Strange was
forced 1o hide in the body of a rat. in
this form Strange infiltrated his Sanc-
tum Sanctorum and retrieved his talis-
mans of power. Aided by the
sorceress Clea and the empaih To-
paz, Strange drove Dormammu away
and re-entered his body.
Appearance: As an ordinary rat (fe-
maie, as it turned out).
Known Powers: In rat form Strange
did not dare display magical powers,
lest he alert Dormammu to his where-
abouts. But in the final confrontation
with the Dread One, Strange used hig
magical talismans with customary
skill. Therefore, he probably retained
most or all of his magical powers in rat
form.

CRIMES

Central Park is notorious nation-
wide for its crime rate, especially after
dark and especiaily in the north, in the
sections bordering Harlem. Mug-
gings, stabbings, and purse-
snatchings are routine. Vandalism is
common. Gangs ftight their baltles
there, as Frank Castle (the Punisher)
can testify.

A hero on patrol or just wandering
through Central Park is as likely as not
to encounter some thug beating up a
wino—or a young kid trying to join a
gang by stealing an old lady’s purse—
or teenagers feeding poison to zoo an-
imals. Sometimes one wonders
whether the zoo cages hold the right
occupants.

The reservoirs in Central Park
present a temptation to any madman
who feels like poisoning a lot of people
at once. Even the rats have tried this.

Central Park features other haz-
ards, as well. Small companies on
80th Street rent horses by the half-

35

nour. Gunshots or an automobile
backfire can send these mounts siam-
peding, with their riders holding on for
dear life. This gives passing PC he-
roes & chance to do a good deed and
pick up a little Karma. And who
knows? Perhaps the person rescued
proves to be a valuable connection for
the PCs to know, or can lead them into
a scenario.

CAMPAIGN USE

Manhattan: Most heroes need to
relax. if they can’t make the long trip
out to Coney lsland (see previous
chapter), the Judge can set them in
Central Park to enjoy the scenery,
roie-play, and meet NPC romantic in-
terests. Then liven the scenario with
an ordinary mugging or attempt at
vandalism. Foiling petly crimes lets
players show off in a relaxed mood.

Heroes strolling in Central Park can
be handy withesses to a kidnapping,
museum robbery, or mass destruction
taking place in the ritzy establish-

“ments on the park’s fringes. The Plaza

Hotel may hold a visiting ambassador
whe is being kidnapped. Someone is
robbking a museum or rich man’s man-
sion. A stranded alien invades the
Hayden Planetarium, trying to find a
way to phone home. '

if they are visiting the park in their
secret identities, the heroes may be
delayed getting to the scene of the
crime while they switch inte costume.
The Judge may indulge in a few sadis-
tic jabs at the player, describing the
chaos at the crime scene while the
hero pulls off his tie and shoves on his
mask.

For a really offheat adventure, turn
the heroes into frogs or rats and put
them in the middle of the ongoing war!

Other Cities: Central Park is not the
largest park in the worid; it’s actually
around 15th. Several other American
cities have equivalent green areas,
notably San Francisce’s Golden Gate
Park. Heroes in any campaign can go
1o the park.



THE DAILY BUGLE

OVERVIEW

This is Manhattan’s largest newspa-
per, with a circulation of five miition. It
employs reporter Ben Urich, a confi-
dante of Daredevil, and freelance pho-
tographer Pater Parker. Publisher J.
Jonah .Jameson is the sworn oppo-
nent of ali super-human heroes, espe-
cially Spider-Man.

Address: 39th Street and Second
Avenue.

THE AREA

The Bugle building is in Midtown.
For more information, see *The Fi-
nancial District” later in this section.

DESCRIPTION

A few years ago, Jameson bought a
46-story office complex in Midtown
called the Goodman Building. Jame-
son renamed it the Daily Bugle Build-
ing and relocated the paper’s entire
operations there. The Daily Bugle logo
stands on the building’s roof in letters
thirty feet tall.

Some New Yorkers speculate that
Jameson insisted on buying the
Goodman because it is one story taller
than the headquarters of the Bugle's
arch-rival, the Daily Globe. In fairness
to Jameson, though, the Goodman
was one of the few skyscrapers with
sub-basement facilities large enough
to contain the huge Bugle newspaper
presses.

The Bugle itself occupies only three
floors of offices and the two sub-
basements. The rest are leased. The
City Room is on the 17th floor, Layout
and Production are on the 18th, and
Jameson’s executive suite and meet-
ing rooms are on the top (46th) floor.

The City Room

The 17th-floor City Room is the
nerve center of the operation. Here
are the reporters’ desks, editors’ of-
fices, darkroom, and the file room or
“morgue.” See the map on the inside
cover of the Adventure Book.

Most of the flocr is one large open
room with two rows of reporters’
desks. These are mainly heavy Army-
surpius monsters made of strong steel
{(Good material strength, Excelient

strength to lift). But a few of the older
desks are wood (Typical strength)—
Jarneson can’t bear to throw anything
out.

Each desk has a computer terminal
linked to the mainframe on the 18th
floor. Terminals weigh 20 pounds and
take Feeble damage before breaking.
Some desks have adjacent file cabi-
nets lpaded with copy. These are ordi-
nary sheet metal (Good strengthj,
weigh about 200 pounds apiece, and
are locked with simple cylinder locks
(+1 CS on attempts to pick them).

Small private offices and file rooms
line the north and south walls of the
City Room. The City Editor’s office is
in the center of the north.wall, and the
Editor-in-Chief's office lies opposite it
on the south wall. The southwest cor-
ner holds the conference room where
the editors decide what stories go in
the paper each day. Office walls are
thin wood (Typical strength)} with large
glass windows (Feeble strength). Fur-
niture is like that in the main City
Room.

The darkroom complex is near the
northeast corner of the floor Here
news photos are deveioped and
printed with advanced equipment.
The eqguipment is heavy but fragile
(Typical damage before it breaks).

By day the City Room is brightly
lighted by overhead fluorescents and
targe picture windows. Dozens of re-
porters, editors, production people,
and copy boys run around, especially
just before deadlines (2 AM for morn-
ing editions, 2 PM for the evening edi-
tion}.

At night, with the Venetian blinds
drawn and (after 2 AM) the overhead
lights out, the City Room takes on an
eerie, expressionistic appearance.
Hardly anyone is around after the
morning edition has been put to bed,
except reporters working late on sto-
ries.

The Presses

The gigantic presses fill the buiid-
ing’s entire basement. The roliers are
12 feet wide and 6 feet in diameter.
They are built of solid steel (Amazing
material strength), weigh about 4 tons
apiece {Incredibie strength to lift), and
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de Amazing damage to anything
caught between them.

A control panel along one wall hoids
regulator dials, gauges, and one big
red button that starts the presses roll-
ing. There is also an emergency cutoff
iover. Flipping the lever stops the
presses immediately.

Other huge machines attached fo
the presses cut the printed paper into
newsgpaper-sized sheets, coilate them
into finished copies, and fold the cop-
ies and bind them into stacks with
string, for distribution around the city.

Stacked along the walls and in stor-
age rooms are huge rolls of paper, the
same size as the press rollers but
weighing about 750 pounds (Remark-
able strength to lift). Fifty- gallon steel
drums of ink stand in stacks alongside
the paper rolls. These drums weigh
400 pounds each {Good strength to
lift) and are made of thin iron (Good
strength). The ink is thick sludge that
can be flung in a blinding attack. Ink is
usually black, but a few drums hold
other colors.

At any time except after the morn-
ing edition is gone, there are usually
15 to 20 ink-smeared press operators
on hand. Technically, less than a
dozen are needed 1o run the presses,
but union featherbedding accounts for
the surplus. The operators are normal
people with Typical abilities.

The high-ceilinged room is brightly
lighted with fluorescents. The presses
make a tremendous noise when run-
ning. The whole room is filled with the
pungent odor of ink. _

J. Jonah Jameson stands here
each evening to watch the presses
start roliing. “Big, greasy, beautiful
monsters,” he says. “They're our
voices. They et us give the news to
five million souls—old, young, good,
bad, angry, sad, and happy—the
whole teeming city.

“The folks of New York: they may
foul up a hundred times ayear . . . but
not because they don't know what's
happening. We tell 'em . . . through
our presses. | never get over loving
this moment.”



NPCs

J. Jonah Jameson

Publisher

F A S E R ! P

Pr Ty Ty Ty Gd Ty Ty

Health: 22 Karma: 22

Resources: Excellent{20)Popularity: 7

Jameston started as a stringer for
the Bugle during the Depression,
while still in high school. Through hard
werk and talent, he rose to become its
editor and publisher. He has earned a
reputation for fairness, shown great
leadership ability, and has crusaded
selflessly for many just causes. But
Jameson is a petty man at heart, and
his secret envy ot costurmned heroes
forces him to editorialize against them
constantly.

Such is Jameson’s obsessive haired
of Spider-Man that Jameson bankrolled
the creation of the villainous Scorpion to
defeat the wail- crawler. When the pub-
lic found out, the scandal forced Jonah
to resign his editorship, But he stili exer-
cises a firm hand as publisher, he edits
NOW Magazine, and he is still devoted
1o the news.

The villainous master of disguise
called the Chameleon recently imper-
sonated Jameson and used his paper
to do even more damage to Spider-
Man. But since the wall-crawler de-
feated the Chameleon, Jameson is
back in control.

Jameson is married to Dr. Marla
Madison and has a grown son, former
astronaut John Jameson. Neither of
them shares Jameson’s hatred of
Spider-Man. John Jameson has re-
cently gone to work for the Avengers.
Appearance: Black crewcut hair
(white at temples), tiny black mus-
iache, expensive suits worn sloppily.
Always smokes smelly cigars.
Talents: Jameson has Remarkabie
Reason in matters concerning the
news, scandals, cover-ups, and inves-
tigations.

Typical Dialogue: “Those blasted
super freaks aren’t going to ruin my
cityl 'll see them all in jail first!”
Story Function: When a PC hero’s
life is going too smocthiy, the Judge
can produce a fulminating Jameson
editorial to cut him or her down to size
in the public’s estimation. Jameson
can be a reluctant ally in publicizing
criminal activity—provided the allega-
tions are backed up with evidence.

Joe “Robbie’” Robertson

Former editor-in-chief

F A 8 E R | P

Ty Ty Ty Ty Ty Ty Gd
Health: 24 Karma: 22
Resources: Poor(4) Popularity: -1

Roberison was Jameson’s city edi-
tor for many years, then took over the
chief editorial position when Jamsson
resigned. Robbie fulfiled his duties
well for many years, earning the re-
spect of all who knew him.

But Robertson’s life turned sour
when a Pennsylvania court convicted
him of misprision of a felony—
concealing information regarding a
20-year-cld Philadelphia murder by
Lonnie Lincoln, the mob hit man
calied Tombstone. A municipal judge,
frustraied by many reporiers who
would not reveal their informaticn
sources, decided to make an example
out of Robertson. Robbie got three
years in prison.

in an upstate penitentiary Robbie
was befriended by a convict nick-
named “Bruiser” Bruiser eventuaily
broke out of jail and hauled Robbie
along. Then Bruiser died. Robertson
is now along, on the lam, and search-
ing desperately for evidence to clear
his name.

His post at the Bugle remains offi-
cially vacant, but Jonah Jameson has
resumed his duties as de facto editor-
in-chief,

Robertson has a wife, Martha, one
son, Randy, and a daughter-in-law,
Amanda.

Appearance: Tall and solidly buiit,
with prematurely white hair cut very
short. A young 44. Smokes a pipe.
Has acquired a haggard, hunted look
since his legal troubles began.

Talents: Management, investigative
reporting, applied psychology.

Story Function: Roberison might
seek out PC heroes to enlist their aid
in finding evidence to exonerate him.
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‘Ben Urich
City reporter

F A 8§ E B I P
Pr Ty Pr Ty Gd Gd Pr
Health: 20 Karma: 24

Resources: Good(10}  Popularity: 8
One of the paper’s best reporiers,
Urich has Excellent Reason involving
events in the city, particularly criminal
events. He figured out Daredevil’s se-
cret identity, and has aided and sup-
ported Daredevil many times.
Daredevii has saved Urich’s life just
as often. Urich keeps his secret faith-
fully. Urich is happily married to Doris
Urich and smokes too many ciga-
rettes.
Appearance; Fortyish. Average
height. Pale, extremely thin, long
face, thick spectacles, sloppy dress.
Tie never tied right. Coughs, smells of
tobacco.

Story Function: The all-purpose ity |

reporter, whenever the Judge needs
one in an adventure. Knows where all
the bodies are buried.

Betty Brant Leeds
Editor-in-chief's secretary
F A § E R | P
Ty Ty Ty Ty Ty Ty Ty
Health: 24 Karma: 18
Resources: Good(10)  Popularity: 0
Betty has always been defined by
the men in her life. She was Jame-
son’s secretary while he edited the
Bugle, and is now Robbie Robertson's
secretary. Once an early sweetheart
of Peter Parker’s, she later married
Ned Leeds. When Ned was killed (be-
cause he was the villainous Hobgob-
lin}, Betty naturally took the death very
hard. She is trying to put together the
pieces of her life and establish her
own identity.
Appearance: Attractive, late 20s,
styled brown hair, prim wardrobe.
Story Function: Betty is a typical ro-
mantic interest or hostage.

Phil Fox
Columnist (deceased)
F A S8 E R | P

Pr Ty Ty Ty Ty Gd Pr
Health: 22 Karma: 20
Resources: Typical{8) - Popuiarity: 0
Phil Fox wrote a daily slice-of-life
and gossip column for the Bugle.
When Luke Cage started out as “Hero
For Hire,” prior to taking on his Power
Man alias, Phil Fox investigated

Cage, found out about Cage’s back-
ground as an escaped convict, and
tried to blackmail the hero. Fox died,
though not at Cage’s hands, and
Power Man’s secret remained safe
(for a while, at least).

Appearance: Wavy brown hair, pudgy
face and build, annoying “friendly”
‘manner that could turn nasty fast.
Talents: Investigation, writing.
Typical Dialogue: “Hey hey, my read-
ers would love to know all about you.
And | mean all. Maybe vou wouldn’t
like that. Let’s talk.”

Story Function: Fox is dead, butin a
new incarnation the little weasel could
try to blackmail any PC hero whose
past conceals a dark secret. The flip
side of Ben Urich (above), Fox is not a
big operator himself, and his tendency
to ally with unstable partners works
against his own interests.

Other staffers

The Daily Bugle employs thousands
of workers, and many have shown up
in Spider-Man's adventures. Glory
Grant is Jameson’s secretary. She re-
cently became involved in a danger-
ous romance with Eduardo Lobo, who
turned out 1o be a mutant werewolf.

Other staffers have led slightly less
adventurous lives. Kate Cushing is the
paper’s City Editor. Charlie Snow, Joy
Mercado, and Wendy Thornton are staff
reporters. Jacob Conover is a popular
daily columnist (Phil Fox’s reptacement,
in fact). Lance Bannon is a talented
freelance photographer like Peter
Parker, and competes with Parker for as-
signments. Mack Stennet is the paper's
chief researcher; he can ferret anyihing
out of the newspaper’s morgue.

CRIMES

© The Bugle has figured in several
criminal schemes, either as a targst or
a vehicle.

As a demonstration of power, to be
followed by a hillion-dollar ransom de-
mand, the criminal madman Doctor
Octopus threatened to kili five miilion
people. Octopus intended to contami-
nate the ink used to print the Bugle with
a powerful contact poison mixed with
DMSO, a chemical that promotes skin
absorption of whatever is mixed with it

Spider-Man foiled Octopus’s
scheme after a pitched battle above
the basement newspaper presses.
Bui did that make Jameson better dis-
posed toward Spider-Man? Noooo. . .
{The Bugle never dared to print the
story, since it might have made read-
ers fear the ink was poisoned after all!)

CAMPAIGN USE

Manhatian: The Bugle dissemi-
nates adventure information to the
player heroes. (“The paper says rare

_jewels are on display at the museum

this month.”} On the other hand, Ja-
mesen’s editorials can make life hard
for any supser-human vigilante. As a
campaign subplot, the Judge can
have a columnist from the paper pry
into heroes’ secrets.

Other Cities: Several large cities
have screamer-headline dailies like the
Bugle, though they are usually less re-
spected and less devoted to true jour-
nalism. If the campaign city is niot large
enough to host a paper with the Bugle's
immense resources, the city might have
a bureau for a national daily that could
serve the same function.
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DOCTOR STRANGE’S SANCTUM

OVERVIEW

This dimension’s most powerful ma-
gician lives in a peculiar building in
New York’s Greenwich Village. Now
officially known as the Stephen
Strange Memorial Metaphysical Insti-

tution, it remains the Sanctum Sanc-

torum of the Sorcerer Supreme,
Doctor Strange.

THE AREA

Greenwich Village: almost a syno-
nym for individuality and eccentricity.
Once Twain, Poe, O. Henry, Henry
James, Edward Hopper, and count-
less other writers, poets, playwrights,
nonconformists, and inteliectuals
lived here, especially in the first dec-
ades of this century. It was cheap. In
that materialistic time, any pursuit be-
yond making money was disreput-
able, and so those in “the Village”
were shunned as peopie one should
‘ot know.

After World War |, a lightening intel-
lectual climate made these “bohemi-
ans” fashionable. High society moved
in 10 hobnob with the artists; rents
rose (they are now among the highest
in New York); and artists had to move
out. First they went to SoHo, where
the cycle repeated. Now they congre-
gate in Tribeca and the “East Village”
{Lower East Side).

We live once again in an age of ma-
terialism, but this time the rich enjoy
associating with the artistic elite. So
the cycle seems likely to continue.

The Layout

Greenwich Village once was an ac-
tual village outside the city bounda-
ries. Its wagon ftrails twisted
haphazardiy. After the American Rev-
olution, i housed the state prison,
which became a tourist attraction.

A series of epidemics in the city
brought a migration of the well-to-do
to the safety of the Village. Huge num-
bers of refugees arrived during a bad
bout of yellow fever in 1822, and sud-
denly the winding cowpaths became
city streets. Greenwich Village streets
to this day remain the most bewilder-
ing on Manhattan Island. Now thatitis
has been named a historic district,

they should remain that way.

The Village is a collection of differ-
ent neighborhoods centered argund
and west of Washington Square Park.
Many of the old houses still survive,
bright painted buildings just a few sto-
ries tall. But now there are just as
many modern apartment blocks, ex-
pensive restaurants, pastry shops,
movie houses, and fern bars.

By day, lost but happy tourists wan-
der along, looking at art galieries, es-
presso houses, antigue shops, and
expensive restaurants. At night the
tourists are joined by the fashionable,
and by the returning artists, students,
and intellectuals. They atlend off-
Broadway theaters, visit night clubs,
and eat at dimiy lighted all-night cafes.

The main street in the Village is
West 8th, a commercial area. Chris-
topher Street is the center of New
York’s gay community. And then there
is Bleecker Street, an eccentric collec-
ticn of specialty grocery shops, an-
tique stores, vegetable stails, Italian
restaurants, night spots, and cin-
emas. And the Stephen Strange Me-
morial institute (see below).

Washington Square Park

The heart of the Village, this small
rectangular park once served as a
“potter’s field,” a burial ground for
paupers and the anonymous. in the
1700s it became popular as a dueling
ground and a place of public hang-
ings. A few of the gallows trees still
stand. Over 10,000 bodies filled the
grounds by 1823, when the militia
made it a drill ground.

Four years later, when the sur-
rounding area had become fashion-
able, the wealthy of New York turned it
into a park. Henry James wrote a
novel, Washington Square, about
these aristocrats. The park serves as
a gathering place for Villagers, and as
unofficial campus for New York Uni-
versity, the largest private university in
America (1988 enroliment, over
31,000). ks buildings stand north and
south of the park. Empire State Uni-
versity stands nearby; see its entry
later in this section.

Here kids skateboard, coilege stu-
dents sleep on the grass in pairs,
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street musicians play guitars, joggers
form almost a solid ring around the
square, and dope dealers mumbie a
litany, ‘*‘sense-coke-speed-ludes”
{sensimillia grass, cocaine, ampheta-
mine, Quaaludes). The park has be-
come rather seedy but, like every
public place in New York, it is still
crowded with people of ail ages,
races, creeds, and backgrounds.
The center of the park is Washing-
ton Square Arch. Built in 1895, this
arch stands 86 feet (6 areas) tall and is
30 feet across. It is made of white mar-
ble (Excellent strength) and weighs
about 700 tons (Shift-Z strength to kift).
Its two statues of George Washington
face forthrightly up Fifth Avenue, as
though wanting to go shopping.

DESCRIPTION

Doctor Strange’s three-story town-
house sits at 177A Bleecker Street, at
the corner of Fenno Place. Before Eu-
ropeans colenized the New World,
American Indians used the site for ar-
cahe sorcerous rituals. in colonial
times pagan cults built a sanctuary
there. Over the course of generations
it has become a focal point for super-
natural energies, and, in fact, the
house is widely believed to be
haunted. All previous structures on
the site mysteriously burned down or
were otherwise destroyed. Doctor
Strange has had better luck with his
Sanctum Sanctorum.

As sometimes happens with such
places of power, the Sanctum is much
larger inside than outside. Most of its
many corridars, chambers, and fur-
nishings change from time to time, be-
wildering visitors. However, the
locations and furnishings of several
rooms never change, and Doctor
Strange never has difficulty finding his
way around.

The “fixed” rooms are these:

Basement: Furnace, laundry room,
storage cellar, .

First Floor: Foyer, drawing room, li-
brary, living room, dining room,
kitchen. _

Second Floor: Strange’s bedcham-
bers, guest quarters, study, Wong'’s
bedchamber.



BASEMENT:
FURNACE

LAUNDRY ROOM
WONG'S STORAGE
CELLAR

FIRST FLOOR:
FOYER
DRAWING ROOM
LIBRARY

LIVING ROOM
DINING ROOM
WONG'S KITCHEN

SECOND FLOOR;
STRANGE'S BEDCHAMBERS
GUEST QUARTERS

WONG'S BEDCHAMBERS
STUDY

THIRD FLOOR:
MEDITATION CHAMBER
LIBRARY '
STORAGE AREA FOR
OCCULT ARTIFACTS




Third Fioor: Meditation chamber, K-
brary, storage area for occult artifacts
(now almost emply), Chamber of
Shadows (where Strange once kept
the Orb of Agamotto). -

The distinctive window on the third
floor is a skylight above the meditation
chamber. The window’s four-stroke
design is a glyph or rune pogularized
in this dimension by an ancient Lemu-
rian sect. It represents the harmony of
spirit and body, earth and the cosmos.

A spiral staircase leads from the
third floor onto the roof. '

The building is made of pink Egyp-
tian granite (Excelient strength versus
physical attacks, CL1000 versus mag-
ical attacks).

An alleyway behind the house leads
to a smali courtyard out of sight of the
street. At least one door from the
townhouse leads to the courtvard
(though not always the same door).
Here Valkyrie tethered her winged
horse, Aragorn, when they visited the
Sanctum. Valkyrie belonged to the de-
funct hero group called the De-
fenders, which has recentiy
recrganized as the Dragon Circle.

Detensive Spells

Doctor Strange exploited the Sane-
tum’s “aura” in the defensive spelis
he wove in a large sphere around the
house. These spells protect with Un-
earthly ability against magical inva-
sion. Also, because a wizard is always
most powerful on his home ground,
spells cast within the Sanctum by
Doctor Strange or his allies receive
+1 €8, to a maximum of Unearthly.

In times past, the Sanctum’s pro-
tective spells have prevenied those
outside from detecting anything unu-
sual going on inside it. For example,
when Doctor Strange looked out a
window while wearing his Cloak of
Levitation, the spell made him appear
in ordinary street clothes. When he
swore by the Vishanti or the Crimson
Bands of Cytorrak, an ocutside eaves-
dropper would hear only, “Good heav-
ens!” or the like. The intricacy of this
illusion makes it very fragile, and
Strange has not always maintained
this spell on the Sanctum.

DOCTOR STRANGE IN
THE VILLAGE

For most of his career, Doctor
Strange was known to the general
public as an eccentric authority on the
occult. Other occult experts knew of
his residence in Greenwich Village,
but very few knew his role as Sorcerer
Supreme.

Then Strange battled with Urthana,
an alien from another galaxy in our di-
mension who challenged him for the
title of Sorcerer Supreme. To defeat
the evil wizard and save the lives of his
friends, Strange was forced io destroy
the Orb of Agamotio, the Greater
Book of the Vishanti, and his other tai-
ismans of power. Urthona escaped
with the Darkhold, a supremely evil
text that was beyond even Sirange’s
power to destroy. His parting words;
*“You have broken the bonds on a hun-
dred darknesses by your victory.”

The destruction liberated many
creatures of dark magic who had been
confined through the ages by the 1alis-
mans’ power. These creatures couid
easily locate Strange in his Sanctum,
and some even had means of bypass-
ing his defenses. To protect his friends
from this danger, Strange was forced
to “go undsrground.”

In an elaborate spell of forgetting,
Strange made the worid believe he
had perished in battle with the Beyon-
der during the second so-calied “se-
cret war” Strange even created a
videotape of the funeral ceremony,
which was broadcast nationwide on
network television. Then he left his
home and resumed his onetime alias,
Stephen Sanders. The Sanctum
Sanctorum is now the Stephen
Strange Memorial Metaphysical insti-
iuie, a tax-exempt institution.

Strange had to resort to black
magic to return the ancient evils to
captivity. He was instructed by Kaluu,
once the Ancient One’s companion
early in that sorcerer’s career, iater a
would-be conqueror. Strange became
too impure to wield his Eye of Aga-
motto, and instead relied on a power-
ful evil artifact called the Wings of
Needless Sorrow.

In the succeeding struggle, Doctor
Strange lost his left eve (though not
permanently), slew the cosmic entity
Shuma-Gorath, and died—for the sec-
and time. In that death he merged with
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the godhead, the pure force of life.
This time, as before, he was resur-
rected.

When he succeeded in recapturing
the most dangerous evil ones,
Strange returned to his Sanctum and
removed the spell of forgetting from
the minds of his immediate circle of
friends. The world at large, however,
still believes him to be dead.

NPCs

Waong

Manservant

F A § E R ! P

Ty Ty Ty Gd Ty Ty Gd

Health: 28 Karma: 22

Resources: Good(10)  Popularity: 0
Wong comes from a Buddhist order

that traditionally supplies manser-

vants to this dimension’s Sorcerer Su-

preme. Hamir the Hermit, the Ancient

One’s former servant, comes from this

order. Wong is unstintingly loyal and

devoted to his master, and Strange re-

turns his devotion.

Appearance: 5'6", 130 Ibs. Thin, baid
Oriental man in his early 30s. Light
green housecoat and pants with vel-
low trim. Subservient, humble man-
ner.

Tatents: Cooking, housekeeping,
Martial Arts A and E.

Typical Dialegue: “Will you reguire
anything else of me this evening, mas-
ter?”

Story Function: Wang greets alt who
visit Doctor Strange’s Sanctum. He is
frequently endangered by Sirange’s
foes. ' '

Sara Wolfe

Business manager

F A & E R 1 P
Ty Ty Ty Ty Gd Gd Ex
Health: 24 Karma: 40
Resources: Good(10)  Popuiarity: 0

Woife handles Doctor Strange’s fi-
nances and those of the Institute. She
has shown some talent for magic, and
is cheerful, friendty, and self-assured.
Appearance: 527, 135 Ibs. Black
hair, black eyes, reddish skin. Attrac-
tive Amerind woman. Favors sweat-
ers, jeans, and casual attire.

Talents: Accounting, home finances,
small business management. Sara is
a sports fan.

Story Function: Much like Wong’s.



Rintrah
Alien apprentice sorcerer

F  GD(10) Health: 80

A EX(20)

S BM(30) Karma: 90

E RM(30)

R EX(20) Resources: None
| BM (30)

P IN{40) Popularity: O

When Doctor Strange carelessly al-
lowed his Cloak of Levitation 1o be de-
stroyed, he took it to an other-
dimensional being called Enitharmon
the Weaver to be reconstrucied. The
weaver's apprentice, the huge and
monstrous Rintrah, delivered the re-
paired Cloak during Urthona’s atiack
on Strange. Rinirah remained with
Strange to help him battle the alien
sorcerer, then to study with him. Rin-
trah’s current whereabouts are un-
Known.

Appearance: 8’2", 400 |bs. Muscular,
hulking humanoid alien with short tur-
quoise fur. Rintrah has cow eyes and
bull horns, a snout like a camel, and
small tusks. He is very gentle.
Known Powers: Rintrah has so far
demonstrated very few powers. As a
skilled apprentice, he undoubtediy
knews more than the following:

Astral Projection (P). Unearthly abil-
ity.

Shield. Individual (P). As Personal
Force Field, able to repel magic at-
tacks.

Possession (P). Rinirah and Docior
Strange ‘‘traded bodies” during
Strange’s batile with Urthona. Rin-
trah’s astral form took over Strange’s
unoccupied body. Rintrah cannot pos-
sess a body inhabited by a spirit.

Magic Dstection (P). Incredible abil-
ity.

Rintrah aided Doctor Strange in
casting the spell of forgetfulness. He
can lend +2 CS 1o a more powerfu!
mage in a ritual.

Talents: Rintrah presumably knows
the skills involved in creating magical
items like the Cloak. He was suffi-
ciently adept to use Strange’s Eye of
Agamotio, which requires unusual
gifts.

Typical Dialogue: “Enitharmon
taught me time and again the deep re-
sources that are woven into alk life.”

Story Function: An unusual ally in a

magical adventure. Rintrah would be an
offbeat choice to alert the PCs to some
magical danger to Doctor Strange.

Topaz

Empath

F  PR(4) Health: 26

A TY(B)

S TY(6) Karma: 22

E GD{iD)

R GD({(10) Resources: Typi-
cal(B)

| TY (6)

P TY(B) Peopularity: 1

The origin of Topaz's powerful em-
pathy is unrevealed, but she is proba-
bly either a mutant or a naturally

" talented sorceress. During her child-

hood in India she lived as a street ur-
chin in Punjab, until an evil Indian
scroerer named Taboo recognized her
abilities.

Taking her as his “familiar,” Taboo
raised her to adulthood. All the while
he planned to exploit her powers for
his own ends. Jack Russell, once
known as the Werewolf By Night,
foiled Taboo’s scheme and rescued
Topaz when Taboo died.

Topaz wished to learn more about
her powers, and eventually she came
to Doctor Strange’s Sanctum. There
the alien Urthona (see above) used
her to attack Strange. But since
Lirthona’s defeat, Strange has helped
Topaz master her powers. Topaz now
lives in New York City, but her address
has not been revealed.

Topaz has strong powers, but has
always been easily manipulated by
more powerfui or less naive magi. She
has proven extremely vuinerabie to
mind control and persuasion. Thus
her Intuition and Psyche scores are
oniy Typical.

Appearance: 510", 140 lbs. About
22. Beautiful woman with pale skin
and white hair. Usually dressed in
loose, flowing clothing. Shy, peaceful
manner.

Known Powers: Topaz has the follow-
ing powers at Monstrous ability level:
Healing, Telepathy, Mind Control, Tele-
kinegis (not for flight or force fields,
however), and Animal Empathy.

Topaz can use her Healing power
on herself. Her power once worked
accidentally, in unexplained fashion,
to transfer the mind of Jack Russell’s
stepfather into a mutated monster's
body.

Topaz has sworn not to use her
powers to kill a living creature.

Story Function: A healer always
comes in handy after a tough battle.
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Note that Doctor Strange and many
otherwise powerful sorcerers have no
healing magic.

CRIMES

In general, anything that can pene-
trate Doctor Strange’s Sanctum is
pretty much beyond the power of your
typical hero. But there are notable ex-
ceptions.

One ot these was Lucius Dilby, a
servant of Doctor Doom and the dread
Dormammu. They bestowed great
power on him to prepare for a danger-
ous, still unexplained event called the
“Bend Sinister” Part of this prepara-
tion involved an atiack on Doctor
Strange.

Thaugh Dilby succeeded in captur-
ing Strange, the Sorcerer Supreme
managed to send out a psychic call for
help that alerted none other than
Spider-Man. The webslinger tracked
Dilby to Strange’s Sanctum, then to
Central Park. Dilby had brainwashed
hundreds of New Yorkers to gain their
participation in a bizarre ritual atop the
Latverian Embassy. Strange was to be
sacrificed on a giant magical crystal.

At the last possible moment,
Spider-Man shattered the gem and
freed Doctor Strange. Strange was
about to neutralize Dilby when Dor-
mammu retrieved his erring servant.
Dilby is now trapped, presumably for-
ever, in a tiny copy of his crystal.

CAMPAIGN USE

Manhattan: When the player char-
acters are stumped by magical spelis,
devices, or entities, a visit to Doctor
Strange is in order. Strange (as an
NPC) receives such visitors courte-
ously, but customarily avoids reveal-
ing much about any magical topic.

Other Cities: A haunted mansion
like the Sanctum offers spooky adven-
ture possibilities. The heroes must go
in 1o rescue someone or something.
Once inside, the layout shifts every
time they turn around! Perhaps the
house is haunted by spirits who must
be laid to rest, or it is a gateway to an-
other dimensicn—and another adven-
ture,



EMPIRE STATE BUILDING

OVERVIEW

For many years the tallest building
in the world, the Empire State Building
remains an imposing architectural
landmark and one of the most durable
symbols of New York City. [t temporar-
ily became the world’s tallest building
again during the recent “Inferno” cri-
sis, when the structure grew to be
over a mile tall. it has since returned to
normal with the rest of Manhattan, but
it remains an excellent backdrop for
adventures,

Address: Fifth Avenue at 34th
Street. See the map included in this
set.

THE AREA

Midtown Manhaitan. For more infor-
mation, see “The Financial District”
later in this chapter.

DESCRIPTION

The Empire State Building’s site
was the Thompson-Lawton farm until
1827. Then William Backhouse Astor
bought it and built a family mansion. in
the 1880s Astor’s descendants built
two posh hotels, eventuaily joined to-

gether as the famous Waidorf-Astoria.

When Midtown grew more commer-
cial and industrial, the hotel was
closed in 1829 to make way for a new
office building.

The building was the brainchild of
John Jacob Raskob, who had risen
from poverty to become an executive

- at General Motors. He selecied the ar-

chitectural firm of Shreve, Lamb, and
Harmon to produce the building; Wil-
liam Frederick Lamb designed it. Con-
struction began on March 17, 1930,
and was completed in a startlingly
short time, by March 1, 1931,

To identify his office building
strongly with New York (the “Empire
State”), Raskob enlisted the aid of
former Governor Al Smith. Smith’s
high profilte guaranteed the new
Empire State Building plenty of news
coverage. Though the building
opeaned in the depths of the Great De-
pression, it proved an immediate suc-
cess, and by the 1940s enjoved 98
percent occupancy.

The building is a masterpisce of Art
Deco architecture and is still symbolic
of the modern age. It is commem-
morated in popuiar culture as the
building that King Kong climbed.
(Note that King Kong is just as fictional
in the Marvel Universe as in our own.)

Statistics

The Empire State Building is 1,250
feet tall, with a 204-foot TV tower that
makes the total height 1,454 feet. The
building has 886 floors of office space,
but adding the tower (equal to 14 sto-
ries) and the two sub-basements
brings the total to 102 stories, the fig-
ure usually quoted.

The building occupies its entire ¢ity

block. lts lot measures 200 feet (12

areas) along Fifth Avenue by 425 feet
(3 areas) between 33rd and 34th
Streets.

The building’s voilume is 37 million
cubic feet. It has just over 2 million
square feet of rentable space. It in-
cludes G0 miles of water pipe and
3,500 miles of teiephone and tele-
graph wire. There are 8,500 windows.
Two million tourists visit its observaio-
ries every year.

The building’s skeleton of steel
girders is clad in Indiana limestone
and granite with the mullions of its
windows made of stainless steel {Ex-
cellent strength). The steel weighs
60,000 tons and the limestone almost
as much, so nathing less than L5000
power could lift it. Just picking up the
building by a corner would destroy it,
but telekinesis or the like could pre-
serve its structure.

Foundation

The Empire State Building is built
on a foundation of bedrock 55 feet (4
areas) down. There are two under-
ground floors, and beneath them are
giant air conditioners that coo! the en-
tire building with Amazing ability.
Shift-X strength can rip these air con-
ditioners loose; merely Unearihly
strength is needed to throw them.

Lobby

This is a beautiful entrance hall of
gray marble (from ltaly, France, Be-
lgium, and Germany), stainless steel,
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and glass. The lobby features an ex-
hibit of “The Eight Wonders of the
World,” opened in 1963. These eight
illuminated paintings, by Roy Sparkia
and Renee Nemorov, show the Seven
Wonders of the Ancient World and, of
course, the Eighth Wonder—the Em-
pire State Building.

At the rear of the lobby is a black
granite wall with an image of the build-
ing inlaid in aluminum, superimposed
over a map of New York state, in front
of it is a heavy information desk (Re-
markable strength to lift and throw).

Elevators .

The buiiding has seven miles of ele-
vator shafts and 73 elevators. Most
run at 600 fest (40 areas) a minute,
while the high-speed elevators that
carry tourists to the 86th Floor Observ-
atory run at twice that speed (B0
areas/minute). Judges can let the ele-
vators run faster if a non-fiying hero
needs to reach the top in a hurry.

To reach the 102nd floor, tourists
must switch at the 86th floor. No singie
elevator runs the entire height of the
buiiding. (Judges can also be lenieni
on this point, if there is dire need.)

In case the elevators aren’t work-
ing, there are 1,860 steps from ground
tevel to the 102nd floor.

86th Floor

The Empire State Company
charges admission to go to the ob-
servatory on the 86th floor., Elevator

tickets are available for a few doilars

from an office in the basement,

The observatory has a glass-
enclosed area that is temperature-
controlled and an outdoor promenade
which goes around ali four sides of the
building. From this aititude visitors
can see 40 miles when the skies are
clear.

The promenade is surrounded by
tall wire fences of Good strength.
Since the building rises in a series of
steps, or “setbacks” anything (or
anyone} falling from the observatory
would strike one of the lower setbacks
before hitting the street. The lowest
setback, above the 5th floor, is 80 feet
{1z area) wide.

The 86th floor also includes a snack



bar, souvenir counters, and vending
machines (Remarkable strength to lift
and throw). Assume all counters to be
Good strength. A booth rents high-
power binoculars (Amazing ability) to
visitors,

The atmospheric conditions at this
height sometimes produce static elec-
tricity. Touching someone can give a
tiny electric shock.

102nd Floor

This ohservatory is completely en-
closed. At its height of 1,250 feet (102
areas), visihility is 80 miles in clear
weather,

At this altitude, viewers sometimes
see snhow or rain, blown by wind cur-
rents from the street below, falling up!

Communications Tower

This was originally meant as a
mooring mast for dirigibles. This
proved too dangerous, presumably
because of high winds. In any case,
airships went out of fashion abruptly
after the Hindenburg explioded in New
Jersey in 1837. The tower has never
been used as a mast.

The Communications Transmission
Center, a radio and TV antenna, was
added much later. Three metropolitan
TV stations transmitting from here
reach eight million TV sets in four
states. Fifteen FM radio stations
broadcast simultaneously from the
Master FM Antenna. in addition, the
tower hosts many other radio and mi-
crowave broadcast facilities.

Lighting

- The upper 30 floors of the building
are lighted every night from sunset to
midnight. Floodlights are located on
the various building setbacks.

Usually the buiiding is lit in white,
but special evenis are marked by ap-
propriate color schemes:

Valentine's Day—red and white;

Washington’s Birthday, Indepen-
dence Day—red, white, and biue;

St. Patrick’'s Day—green;

Columbus Day—red, white, and
green {national colors of ltaly, Colum-
bus’s hometand); and

Christmas to New Year's—red and
green.

The building’s color scheme also
changes to commemmorate special
events, such as when one of New York’s
baseball teams wins the World Series or

the city survives some spectacular
threat by super-human villains.

THE EMPIRE STATE
BUILDING IN |
“INFERNO”

The most recent spectacular threat
the city survived was never commem-
morated in the Empire State Building.
This is ironig, since this building was
the crux of the entire crisis.

During the “Inferno” that took over
Manhattan, the buiding grew tc be
over a mile high. The demons of
Limbo caused this to happen when
they were attempting to open a per-
manent gate between their home and
Earth. {For more about the back-
ground and resolution of Inferno, see
the Adventure Book.)

In this crisis the Empire State Build-
ing grew to a height of 5,400 feet (360
areas). Interior and exterior walls
turned pale green or grew red crusis
of unknown but repellent nature.
These looked like demonic faces, and
some of these {aces actually were de-
mons. Walls gained Monstrous mate-
rial strength. '

All mechanical devices inside the
building became demonically pos-
sessed and hostile to human beings.
Elevator cabs possessed their pas-
sengers; phones wrapped their cords
around callers’ necks; doughnut carts
pursued victims through the halls,
while coffee machines squirted scald-
ing liquid and laughed maniacally.

The top of the building
mushroomed intc & rocky piateau,
with terrain identical to Limbe’s. This
plateau measured 44 yards on a side
{1 area square}), but mountainous out-
croppings behind the plateau added
ancther 3 areas to the fotal.

When the X-Men, X-Factor, and the
New Mutants succeeded in closing
the gateway to Limbao, all traces of In-
ferno’s effect on Manhattan vanished.
The Empire State Building returned to
its normal size. Citizens of New York
do not remember the crisis.

CRIMES

A master villain who wants to broad-
cast threats or ransom demands to a
wide audience could do a lot worse
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than o take over the Empire State
Building’s communications tower. A
Judge wouldn’t have to worry about
alerting the heroes to this peril, since
everyone in four states would know
about it as soon as the villain began
broadcasting demands.

The villain would probably shut
down or sabotage the elevators, mak-
ing entry to the communications tower
difficult for non-fiying heroes. And fli-
ers would have to face artillery, death
rays, and so on from agents on the ob-
gservatory promenade.

A B-25 Mitchell bomber crashed
into the 79th floor of the Empire State
Building on July 28, 1845. Thatwas a
Saturday, so few people were in the
building, and no lives except those of
the crew were lost. This crash was an
accident, of course, but &8 madman
with a private plane could re-creaie
the event, committing suicide in spec-
tacular fashion.

A schoolchild’s legend has it that if
one drops a penny from the top of the
Empire State Building, the coin gains
enough velacity to kill anyone it hits at

© ground level. Passibly so, but the set-

backs would prevent the penny from
hitting the street. Still, a hero on the
cobservatory promenade might see a
vandal throw a heavy object far away
from the building. Then the choice be-
comes catching the mischief-rnaker or
catching the object before it hits.

And, of course, there are always vil-
lains who like to blow up prominent
landmarks. The likely place for a really
large bomb would be the air condition-
ers beneath the basement levels.

CAMPAIGN USE

Manrhattan: The Empire State
Building serves best as a characteris-
tic backdrop for a stugfest. Be sure to
carry the fight as high off the ground
as possible, and take care that some
of the PC heroes can fly—so they can
catch falling heroes who don't,

Other Cities: Some other major cit-
ies have skyscrapers almost as tall as
the Empire State, and one of these
{the Sears Tower in Chicago) is even
taller. But any city’s tallest building
can fulfill the same plot functions,
even if it isn't as stratospheric as this
one.



EMPIRE STATE UNIVERSITY

OVERVIEW

This is one of many small universi-
ties in Manhattan. Pster Parker
(Spider-Man) attends college here as
ateaching assistant and graduate stu-
dent in Biophysics.

Address: Southern Manhattan, on
the block bounded by Lafayette Street
(west) and the Bowery (east), and by
Great Jones Street (north) and Bond
Street (south).

THE AREA

The East Village, so called because
it is the eastern part of Greenwich Vil-
lage, became an artists’ hangout after
Greenwich Village proper became
fashionable as an artists’ hangout. s
atmosphere closely resembles that of
the Village itself. See Chapter 2 and
the Hotspot entry for ‘“Doctor
Strange’s Sanctum” above for more
information. ;

DESCRIPTION

Empire State University, founded in
18486, Is an accredited institution that
awards both four-year and graduate
degrees. As of last fall it had 4,778 stu-
dents enrolled and 292 members of
the faculty or staff. Small by New York
standards, ESU achieves a reputation
far in excess of its size. Graduates in-
clude Reed Richards and Ben Grimm
of the Fantastic Four. Victor von Doom

attended, but dropped out before

graduation.

The university is independent of city
affiliation, unlike City College of New
York (Convent and 138th in Harlem),
and of the state, unlike nearby New
York University (Washington Square
in Greenwich Village).

Empire State’s funding derives from
alumni donations, research grants,
and tuition fees. Significant funding
comes from the basic medical patents
derived from the work of Dr. Curt Con-
nors and other faculty researchers.

The Campus

A ten-foot-high brick wall surrounds
the grounds. Of Good strength, the
wall is intended primarily to prevent
distractions for students studying in-

side. There are four 15-foot-wide en-
trances, one in the middle of each
block. These have no gates, but over
each is a wrought- iron arch (Excellent

_ strength) reading “ESU.”

In the campus area, green with
smog-resistant grass, stands a central
fountain of Excellent concrete. Seven
low buildings in a variety of architec-
tural styles are arrayed around the
fountain.

To the right of the main (Bond Street)
entrance stands the old Science Build-
ing (Curt Conners’ office is here), and
beyond it is the medern Physics Build-
ing where Peter Parker studies.

Continuing coumnterclockwise
around the fountain, next comes the
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Humanities Building, then the library
(80,000 volumes), a track and two ten-
nis courts, a gymnasium, and an art
school.

Unlike other universities in Manhat-
tan, Empire State offers student living
space on campus. The dormitery, a
featureless glass box in the modern
style, houses several hundred stu-
dents from out of state. Resident stu-
dents commute onto campus via
nearby bus and subway lines.

NPCs

Several people at ESU have had
brushes with the super-human com-
munity.
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One professor, Dr. Curt Connors,
has had a criminal career as the inhu-
man Lizard. (See the Judge’s Book, p.
48, in the Advanced Set for his statis-
tics.) ;

A student, Hector Ayala, briefly be-
came New York’s first Puerto Rican
- hero, the White Tiger. (See MHAC?7,
Concrete Jungle, for his statistics.)

Another student, Peter Parker’s fel-
low graduate student Steve Hopkins,
experimented with super-villainy by
riding a rocket-powered skateboard
and calling himself Rocket Racer.
Spider-Man stopped him, Hopkins re-
formed, and now he occasionally aids
Spider-Man whether the webslinger
likes it or not.

Dr. Morris Sloan
Biophysics department chairman

F A 5 E R 1 P
Pr Ty Ty Ty Ex Gd Ty
Health: 22 Karma: 36

Resources: Good(10)  Popularity: 0
Sloan is a rather gruff, well- dressed
man in his early 80s.

Eugene “Flash” Thompson
Student, part-time boxing instructor
F A & E R | P
Gd Gd Ty Gd Ty Ty Ty
Health: 36 Karma: 18
Resources: Poor(4) Popularity: 0

Once the bane of Peter Parker’s life
when the two went to Midvale High,
Flash has become Peter’s loyal friend.
He attends ESU on an athletics schol-
arship.

To make ends meet, he teaches
boxing at a gym on the Lower East
Side.

Peter Parker’s fellow grad students
F A & E R | P
Ty Ty Ty Ty Gd Gd Ty
Health: 24 Karma: 26
Resources: Typical(8) Popularity: 0
In addition to Steve Hopkins (see
above), two other graduate students,
Marcy Kane and Phil Chang, share an
office with Peter Parker in the Bio-

physics Department. Each has a

semi-private cubicle {walis of Feeble
strength). The office also features a

cCity's downtown area,

remote computer terminal hooked
into ESU’s Computing Center in the
basement of the Physics Building.

Department secretary Debbie Whit-
man, a thin, neurotic blond, once
dated Peter before his marriage to
Mary Jane Watson.

CAMPAIGN USE

Manhattan: PC heroes might at-
tend the university like Peter Parker or
have friends who do. Faced with a
tough scientific problem or the need
for a high-tech gadget, heroes could
consult with ESU’s professors or use
its laboratories.

Various university departments
bring notables frem around the waorld
to visit, consult, or perform. These ce-
lebrities can become hostages in a vil-
lain’s plot or turn out to be villains
themselves.

Cther Cities: This description couid
serve for a small community college or
junior college near the campaign




THE FINANCIAL DISTRICT

- OVERVIEW

Schaolars of culture say the highest
buildings in any society indicate what
that culture considers most impoeriant.
In ancient times, the tailest buildings
were iemples of religion; in 18th-
century Europe, Enlightenment archi-
tects built towering universities. In
Washington, DC, by law, no building
can be taller than the Capitol.

in New York City, as in most modern
cities, the tallest buildings are the gi-
gantic skyscrapers dedicated to bank-
ing, finance, and corporate
industry--~to money. This is the Finan-
cial District.

THE AREA

in reality, almost the entire lower
half of Manhattan Island constitutes a
financial district. Skyscrapers crowd
up from every block, and titanic
amounts of money change hands in
thousands of businesses. But the
principal Financial District areas are
in extreme lower Manhattan, in the
Wall Street, White Hali, and Lower
Broadway districts (see Chapter 2).
Here one finds the giants of industry,
the multinational corporations,
multibillion-dollar banks, worldwide
trade and transport companies, and
nearly every blue-chip company on
the New York Stock Exchange, as well
as the Stock Exchange itssli.

More of the same kinds of busi-
nesses loom over Lexington, Park,
Madison, and Fifth Avenues and the
Avenue of the Americas. Long lines of
skyscrapers stand along these routes
north to Midtown.,

This section details some of the
most prominent businesses in these
areas, especially those unique to the
Marvel Universe. Many of the build-
ings menticned are mapped on the
Midtown West and Midtown East fold-
up maps that come with this boxed
set.

General Description

Everywhere in this area, except in-

the occasional plaza or park, sky-
scrapers block the sun throughout the
“day. Inthose shaded streets business-

men in Dress-For-Success navy suils
and businesswomen in the female
counterparts hustle along wide side-
walks. At lunch hour the crowds get so
thick they stop traffic. At rush hour it

gets even worse. But on weekends,

the streets are deserted.

Unless otherwise mentioned below,
the skyscrapers that house tha follow-
ing businesses all have the same ma-
terial strengths. Walis are thin stone
{Excellent strength) over steel girders
(Amazing strength}.

Windows are Feeble strength. Note
that their glass is not shatterproof.
Should a major earthquake ever strike
Manhattan, the Financial District’s
streets would be buried in broken
glass to a depth of three feet.

NEW YORK STOCK
EXCHANGE

Address: Corner of Wall Street and
Broad Street.

Most people know Wall Street got
its name because in early colonial

times citizens built a wall there to pro-
tect against tndian attacks. Less often
told is that the wall gave littie protec-
tion. Citizens regularly stole planks
from the wall to build or heat their
homes. The same mentality of greed
permeates Wall Street to this day.

At the New York Stock Exchange,
over 1,350 members trade shares, or
portions of ownership, in over 1,500
major companies. Companies traded
include Roxxon, Stane International,
Shaw Industries, Frost International,
Metrobank, and Fireheart Enter-
prises.

The building, dating from 1903, is
17 stories tall. On the ground floor the
members bustle around a few large
carrels (wood, Typical strength) where
clerks process their buy and sell or-
ders. Electronic displays (Feeble
strength) around the walls display
stock prices.

Trading hours run from 9:30 AM to

4:30 PM Eastern Time.

A visitors’ gallery and information
center on the third floor overlooks the
trading floor, separated by thick glass
{Poor strength).

BANKS

Prominent among the many banks
in the Financial District is the Chase
Manhattan Bank in the Wall Street
area.

Address: The biock bounded by
Pine, William, Nassau, and Liberty
Streets, the most expensive 27/z acres
in the world.

The plain rectangular skyscraper
has 65 stories, including five base-
ments, and is 813 feet tall. Its founda-
tions exlend 80 feet down. Six
thousand people work here. The bank
itself occupies the five basements, the
first 35 floors, and the top floor.

in the bottom basement sits a bank
vauit larger than a football field. The
vault weighs 985 tons (Shift-Z
strength 1o lifty and has six doors,
each titanium steel almost two feet
thick {(Monstrous strength). Four
doors weigh 45 tons each, the other
two a mere 30 tons apiece (Amazing
strength to lift).

The first floor includes a concourse



that curves around a Japanese
sunken garden.

An open plaza occupies most of the
block to the south of the building. A
modern sculpture called Group of
Four Trees stands here. It takes Un-
earthty ability to discern anything tree-
like about this sculpture.

Frost International

On the 50th floor of the Chase Man-
hattan is the Manhattan headquarters
of Frost International, a huge corpora-
tion specializing in transportation and
electronics. On her visits to Mew York,
chairperson Emma Frost stays in her
quarters in Hellfire Club Mansion on
the Upper East Side. Frost is the
club’s White Queen. See the “Hellfire
Club Mansion” entry.

The Federal Reserve

Across Liberty Street from the
Chase Manhattan building stands the
Federal Reserve Bank of New York. In
this 14-story building the US Govern-

-ment stores the gold reserves of 80
foreign nations, amounting to 351 mil-
lion ounces worth nearly $15 billion.
Vaults 80 feet underground protect
the gold.,

Managers here boast that no super-
powered villain has ever succeeded in
stealing this gold. For many villains,
the gold may not be desirable be-
cause anyone who stole it would be-
come the target of the biggest
manhunt in-history. Furthermore, the
loss of the gold might trigger eco-
nomic collapse arcund the world, and
the goid could then be so much worth-
less metal.

WORLD TRADE CENTER

Address: An enormous complex
near the southern tip of Manhattan on
the west side, bounded by Vesey
Street (north), Liberty Street (south),
Trinity Place (aka Church Street,
east), and West Street (appropriately
enough, west). Their addresses are
simply “1 and 2 World Trade Center.”

Description

The 186-acre site of the World Trade
Center, opened in 1970, holds seven
buildings dedicated fo international
trade. Fifty thousand importers, ex-
porters, brokers, manufacturers, ship-
-pers, and customs agents work here.

Another 80,000 businesspeopie and
fourists visit every day. This is the
world’s major center of international
commerce,

The Twin Towers are two 110-story
(110-area) buildings, at 1,350 feet the
tallest in Manhattan. Architect Minoru
Yamasaki receives the credit, and in
some duarters the blame, for their
plain design.

The buildings’ structure reintro-
duced the load-bearing wall for mod-
ern skyscrapers. Most skyscrapers
hang the weight of the walls from the
girder structure. But the walls of “Twin
One” and “Twin Two,” as they are
called, support their own weight. For
game purposes this means major
damage to the walls could cause the
entire side of a tower to collapse.

The walls are made of ciosely
spaced steel columns reinforced by
massive beams that circle sach flaor
(all Remarkable strength). An alumi-
num skin covers the beams. Tinted
windows, recessed ien inches from
the beams, stretch from floor to ceil-
ing. Inside, the floors are roomy, with
more open space than other sky-
scrapers ¢an alow.

Express elevators in the Twin Tow-
ers travel 1,600 feet per minute (18
MPH.or 14 areas per turn) between
the ground floor and a “skylobby” on
the 44th fioor. Another set of express
elevators travels from the 44th to the
78th floor skylobby, and a third set
from the 78th to the 110th. Local ele-
vators serve each set of floors be-
tween skylobbies. This arrangement
conserves floor space, since each ele-
vator shaft can hold three elevators,
one for each “zone.”

An electronic directory in Twin
One’s lobby guides vistors to ail ten-
ant firms, including the shops, restau-
rants, and bars located throughout
both towers. '

Observation decks are in Twin Two,
on the 107th and 110th floeors.

Clientele

Among many, many businesses,
the Twin Towers host the Manhattan
headquarters of Fireheart. Enter-
prises. This New Mexico-based cor-
poration is run by Thomas Fireheart.
In another identity Fireheart is Spider-
Man’s foe, the high-priced profes-
sional mercenary Puma.

Roxxon Oil, headquartered in Mid-
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town’s Hockefeller Center, rents a
small suite of offices in the World
Trade Center. These offices once be-
came 3 front for Jerry Jaxon’s scheme
to revenge himself on his old enemy,
Guardian, of the Canadian group of
heroes, Alpha Flight.

Jaxon, through Roxxon intermedi-
aries, hired scientist James Hudson
(Guardian) for a fat salary. After Hud-
son relocated from his native Canada
to New York, Jaxon sprang his trap. In
the World Trade Center’s Twin Tower
One, Jaxon and his villain group,
Omega Flight, cornered Hudson.
Though Alpha defeated Omega, and
Jaxon perished in the battle, Guardian
also died when his powered-armor
suit maifunctioned.

A lower floor of Twin Two offers the
smail offices of Silver Sable Inter-
national. Heavyweight clients hire Sil-
ver Sable, mercenary, Nazi hunter,
glamorous socialite, and ieader of the
elite anti-terrorist squad called the
Wild Pack. Sable and the Pack appre-
hend wanted criminais and recover
stolen property for everyone from in-
surance companies to small nations.
Profits from the operation go to sup-
port Sable’s native country, the small
Eastern European nation of Symkaria.

Other Buildings

At the southwest corner of the com-
plex stands 3 World Trade Center, the
modern Vista International Hotel, 22
stories high, the first major hotel built
in the downtown area in over a cen-
tury.

To the northeast and southeast are
4 and 5 WTC, the two 9-story Plaza
Buildings. Number 4 WTC houses
commodity exchanges. Here one can
arrange to buy sugar or cotton by the
shipload, or pure Wakandan vibra-
nium {price as of 2/10/89: $1013 per
gram). The building at 5 WTC holds
the offices of several financial firms.

At the northeast stands the 8-story
US Customhouse building, a concen-
tration of bureaucratic red tape con-
cerning goods moving through the
port.

Visitors can travel from the main
piaza via covered walkway over Vesey
Street to the north, to the upper lobby
of the new 7 WTC office tower. This is
47 stories of polished red granite and
glass in an odd trapezoidal shape.

The WTC plaza extends over five



spacious acres. A huge bronze sculp-
ure of the typical modern variety re-
volves in a large fountain.

Battery Park City

Something over 20 tons of earth,
excavated when the World Trade Cen-
ter was built, has become landfill for a
manmade expansion of Manhattan Is-
land off its lower west coast.

Still under construction, Battery
Park City already hosts the four giant
glass towers of the Worla Financial
Center, home of many brokerage and
financial firms. Other parts of Battery
Park City include {or will include)
parks, plazas, a riverside esplanade,
and residential buildings.

When the development is com-
pieted in the mid-1890s, 30,000 peo-
ple will live there, and that many more
will work there.

THE KINGPIN'S TOWER

Address: Fifth Avenue at 39th
Street.

Wilson Fisk, spice merchant and
entreprenaur, occupies the top two
floors of an attractive unnamed build-
ing. The tower’s height is variously
given as 51 and 53 stories. The latter

figure is correct, but the Kingpin en- .

courages false estimates of the build-
ing’s height, apparently in order io
confuse enemies.

No outward signs of the owner’s
criminal activities mark the tower, but
six well-dressed thugs surreptitiously
guard the first-floor lobby. Four more
guard the penthouse lobby, and two
others flank the entrance to Fisk’s of-
fices. These are very large, almost un-
furnished, and usually kept dark,
except for the lamp over the Kingpin’s
desk. Kingpin always keeps an emer-
gency gas mask in the desk. A con-
cealed private elevator in the office
goes to the building’s sub-basement,
which heolds emergency power gener-
ators and an escape tunnel to a
nearby subway station,

Next to Fisk's office is a smalier
companion office for the Kingpin’s
second-in-command, the Arranger.
Several polite, unarmed receptionists
work in an outer office. All office walls
are walnut-paneled bulietproof con-
crete (Excellent material).

The 52nd floor includes Fisk's per-
sonal quarters and exercise room, the

central conscle of his security system,
and a counting room where his em-
ployees keep track, via computer, of
his holdings and transactions. Al
rooms have heavy-duty ventilation
fans that can clear the rooms of gas in
six seconds (one turn).

Almost uniquely for a skyscraper,
the penthouse windows open. The

Kingpin has installed these because

super-human adventurers have a
habit of dropping in on him unan-
nounced, and he has gotten tired of
replacing the window giass when they
crash through.

The Kingpin's self-contained secu-
rity system comprises two monitor
cameras on the tower roof, two in the
lobby, and four that survey the area
around the building. Fisk monitors
these on a bank of ten screens con-

cealed behind a painting in his count- |

ing room. Duplicate sets of monitors
are hidden in his office and personal
quarters.

MIDTOWN

Firms of note in this area: -

Metrobank (Park Avenue at 54th), a
subsidiary of Roxxon Qil Company.
The 55-story skyscraper, clad in gray
granite, features an enormous lobby
decorated in classic Roman style. The
ceiling is 75 feet (five areas) high.

Metrobank’s branch office on the
Upper West Side was the headquar-
ters of the Nth Command, the most
elite operation of Roxxon's Covert Ac-
tivities Division. This group, including
the Nth Commandos and Scavenger

L
Jw
iyt




Units, uses exotic technology to infil-
trate and subvert major governments.
It once tried to project many of Earth’s
super humans into alternate realities.
The Nth Command has relocated to
an unrevealed headquarters, and Me-
trobank’s involvement in its illegal ac-
tivities remains unrevealed.

Stane International, formerly Stark
International (floors 22-25 of the
Chemical Bank of New York buiiding,
Park Avenue at 47th). Stane is one of
the world’s leading weapons contrac-
tors and industrial manufacturers. Its
principal headquarters are on Long Is-
land, miles outside the New York city
limits.

Shaw Industries, a diversified cor-
poration prominant in steel, strategic
metals, and nuclear power (General
Motors building, Fifth Avenue at East
59th). Shaw formerly led the Hellfire
Club as its Black King.

The General Motors building is 50
stories talf and covered in white Georgia
marble. Shaw Industries’ New York of-
fices occupy floors 32 through 42,

Rockefeiler Center

Address: Between 47th and 52nd
Streets, and Fifth and Seventh Ave-
nues.

Almost a city in itself, or at ieast a
small town, Rockefelier Center is a
complex of 21 skyscrapers and
smaller buildings covering 22 acres.
Nearly 65,000 people work here, and
another 200,000 visit each day. All the
buildings in Rockefeller Center are
linked by an underground concourse
lined with shops and restaurants. This
is a subway sfop. -

lts centerpiece is the RCA Building
(30 Rockefeller Center), world head-
quarters of the communications giant.
The 850-foot-tall building has 70 stories.
The iobby displays enormous Spanish
murals depicting man’s progress.

Studios of the NBC radio and televi-
sion network occupy several lower
floors, Studio 8H hosts a popular com-
edy show broadcast live each Satur-
day night. Several years ago Marvel
Comics’ Stan Lee hosted the show.
By coincidence, the viliain called the
Silver Samurai invaded the show on
that same night. But Spider-Man
(who, as Peter Parker, was in the audi-
ence) and the show’s cast stopped the
Samurai from doing much damage.

Rockefeller Center also includes

the Celanese (45 stories), McGraw-
Hill (51 stories), and Time & Life (48
stories} buildings, as well as many
others. Radio City Music Hall, home of
the famed dancing Rockettes chorus
line, is here. So is the Museum of
Modern Art (known as MOMA), a ma-
jor collection devoted to all forms of art
since 1880, including photographs
and films.

The Channel Gardens in front of the
RCA building are so named because
they separate Maison Francaise from
the British Empire Building. A prome-
nade leads down to the Lower Plaza un-
der sireet level. The fiags of the United
Nations fly here above a famous bronze
statue of Prometheus. Ice skaters prac-
tice in the rink here. At Christmas time
carolers give concerts in front of a huge,
brilliantly decorated tree.

A private street, Rockefeller Plaza,
leads to the RCA Building. It is closed
one day each year so that it keeps its
qualification as private property.

Roxxon Plaza

immediately west of the RCA Build-
ing stands the enormous Roxxon
Plaza tower, headquariers of the
world’s largest oil company—and,
some say, the world’s largest com-
pany, period. The entire 56-story (840-
foot) tower administers the company’s
labyrinthine holdings around the
world. Most of these are legitimate
and honestly run, but Roxxon also en-
gages in many illegal or immoral activ-
ities unknown to the general public.

Roxxon’s many legitimate activities
are too numerous to list here. its crimi-
hal activities have included attempts
to suppress research into alternative
energy sources, like Project: Pega-
sus; unauthorized microwave trans-
missions from a huge radar-
camouflaged satellite called the Star
Well; the illegal seizure of vibranium
on a small Atiantic istand; and an at-
tempt to discredit the Wakandan gov-
ernment and its leader, the Black
Panther.

Former Roxxon president Hugh
Jones tried to subvert the US Govern-
ment. Jones had become enslaved by
an ancient artifact called the Serpent
Crown. He went insane and is now
confined in a mental hospital in up-
state New York. The Serpent Grown
has been destroyed.
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The Brand Corporation

Ten floors and two of the six base-
ments in the Roxxon Plaza tower once
housed the Brand Corporation, a
large research subsidiary of Roxxon.
Brand made Roxxon prominent in the
organic chemicals and pharmaceuti-
cals industries.

Brand’s Mutagenics Laboratory in
Queens helped create or augment
many super-powered humans: Suniu-
rion, Mad-Dog, Will O'The Wisp, and
many members of the second Serpent
Squad. For a time it employed Hank
McCoy, the former X-Man known as
the Beast. At Brand’s laboratories Mg-
Coy distilled what he called the chemi-
cal basis of human mutation. When he
took a dosage of the chemical, he mu-
tated (further) into his current bestial,
blue-furred form.

Brand also conceaied Roxxon's
Covert Activities division. When
Spider-Man and Will O'The Wisp ex-
posed these activitiss to public scru-
tiny, Roxxon covered up by closing
down the corporation.

Brand remains closed today. How-
ever, its offices have not been leased
to other clients, and the furniture has
not been removed. Rumors mention
lights being seen on those floors late
at night.

OTHER POINTS OF
INTEREST

An obscure building on 51st Street
near Fifth Avenue once housed the

large corporate law offices of Harry.

Leland, Black Rook of the Helffire
Club. Leland died in battle with the
advanced Sentinel robot Nimrod. The
firm’s facilities were taken over by a
larger firm controlled by the Kingpin—

the same firm that employs Frankiin .

“Foggy” Nelson.

Glenn Industries formerly rented of-
fices in the Celanese Building in Rock-
efeller Center. Daredevil uncovered
evidence of corruption in the company
that led to its bankruptcy. Roxxen and
other corporations purchased Glenn
Industries’ assets.

Trump Tower (Fifth Avenue and
56th, on the east side of Tiffany’s)is a
bronze-mirrored skyscraper 58 stories
tall. inside, its 6-story atrium features
many fashionable shops charging ex-
orbitant prices. Entrepreneur Donald
Trump built it in 1983. Alternately
fauded as gorgecus and scorned as
garish, the tower is clearly a monu-
ment to scmething, though no one
agrees to what.

Midtown is not all business. Some
residential skyscraper apartments

south of Central Park provide homes
for the well-to-do. One of these (West
58th near Avenue of the Americas)
harbors the studio loft of Johnny
Storm, the Human Torch, and his wife
Alicia. The Torch can exit the building
through a ceiling skylight. Down the
block at street level is “Calories R
Us,” an ice-cream place. _

For further information on land-
marks of the Midtown area and the Fi-
nancial District, consuilt the Hotspot
entries in this chapter for the Daify Bu-
gle, the Empire State Building, Four
Freedoms Plaza, and SHIELD Head-
quarters.

CAMPAIGN USE

This area is what New York cam-
paigns are really about: heroes flying,
swinging, or leaping between sky-
scrapers high above the streets. Com-
ics fans know the thrill of that contrast
between powerful, heroic individuals
and the awesome buildings of our
time. '

So “Campaign Use” becomes re-
dundant. After all, virtually all urban
adventures, New York or otherwise,
feature these towers of industry as a
backdrop.
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FOUR FREEDOMS PLAZA

OVERVIEW

The new headquarters of Fantastic
Four, Inc., stands on the site of the old
Baxter Buiiding. When the Baxter
Building was destroyed by Doctor
Doom, Reed Richards and the FF built
a new and larger headquarters: Four
Freedoms Plaza.

Address: Lexington Avenue be-
iween 48th and 49th streets. For its lo-
cation, see the Midtown East map in
this boxed set.

THE AREA

The FF's headquarters is in Mid-
town. For more information, see the
previous Hotspot entry, “The Finan-
cial District.”

DESCRIPTION

Note: The building that the
Fantastic Four uses as a headquar-
ters, Four Freedoms Plaza, was first
described in MA4, The Fantastic Four
Compendium. Marvel Comiecs has re-
cently published an update (The Offi-
cial Handbook of the MARVEL
UNIVERSE™ Update 89, Issue #3)
which revises the information in MA4.

The updated information is presented

here.

Four Freedoms Plaza was de-
signed by Reed Richards, who is
more popuiarly known as Mister
Fantastic, the leader of the Fantastic
Four. The building was constructed
under -Richards’ supervision by the
firm Damage Control and by workmen
associated with the original law en-
forcement agency known as SHIELD.

Four Freedoms Plaza is a 45-story of-
fice building surmounted by the four-
story headquarters of the Fantastic
Four. Separating the two structures is a
buffer zone of electrical and mechanical
equipment which provides air-
conditioning, power, and some other
functions for the Fantastic Four haad-
quarters. In cases of emergency, as, for
example, if the Fantastic Four's head-
quarters should be under aftack, secu-
rity mechanisms within the buffer zone
can seal the headquarters area off from
the rest of the building.

The entire building is made of non-
traditional construction materials. The
building is “woven’ from carbon
aramid thread; hence, although the
walls are relatively thin, they are ex-
traordinarily resistant to damage .
{Monstrous strength). The windows
are made of a carbon lattice which
most closely resembles diamond. The
quarter-inch thick windows {(Remark-
able strength} are integrally woven
intc place and are not removable.

Four Freedoms Plaza is a tall white
skyscraper. At the top of each face is a
gigantic humeral 4 carved in white
marbis (Incredible strength). The top
of the building is 53 areas high.

Access to the Fantastic Four’s
headquarters is gained from the first
floor through elevators guarded by the
doorman, Mr. Q'Hoolihan, who per-
formed the same function for the
Fantastic Four at the Baxter Building.
The Fantastic Four carry special de-
vices in their belis that emit coded sig-
nals that open the elevator doors.
Others seeking access to the
Fantastic Four's headquarters must
request permission for entry through
O’Hoclihan from the Famtastic Four
themselves. Visitors who are admitted
take an elevator up to the reception
room, which is attended by Roberta, a
robot receptionist constructed to ap-
pear human above the waist.

The upper structure of the building
is a self-sustaining, heavily armored
unit which contains both the Fantastic
Four’s headquarters and the individ-
ual members’ living quarters. The up-
per structure makes extensive use of
computers, guard robots, and other
advanced devices to maintain secu-
rity. All interior doors are air-locks and
are governed by a central housekeep-
ing computer. This computer is part of
Reed Richards’ main computer com-
plex. The upper structure contains
several major state-of-the-art re-
search laboratories in various fields of
science for use by Dr. Richards,
Among the maost noteworthy techno-
logical devices housed in the tabora-
tories are the mechanisms permitting
entry into the Negative Zone and a du-
plicate of Doctor Doom’s time ma-
chine.
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The skies over Manhattan are less
crowded now that the Federal Aviation
Administration has prohibited the
Avengers and Fantastic Four from us-
ing their downtown headquarters as
airports. Both teams now use their
launchpads on Avengers Island, for-
merly Hydro-Base. Here the FF
launches its Pogo Plane and Intercon-
tinental Passenger Missile. But FF
members stili use Four Freedoms
Plaza for their smaller craft. On the top
floor, 53, is a huge hangar for several
Fantasticars and Skycycles. The
roof's walls slide back during
launches and landings.

The buffer zone (above fioor 49) is
also a breakaway point. The old Baxter
Building was levitated into space on two
occasions. Reed Richards constructed
the new building so that in the event ofa
future levitation, the upper stories will
separate from the foundation, leaving
the civilian quarters intact.

The entire building is riddled with
one-inch “travel tubes™ that let Mister
Fantastic travel quickly to any point in
the building. He simply “oozes” his
flexible body through the narrow pas-
sage and along to his goal.

NPCs

For complete statistics on the
Fantastic Four and all the significant
people in their lives, consult MA4, The
Fantastic Four Compendium.

CAMPAIGN USE

Manhattan: PC heroes may visit
Four Freedoms Plaza to get the
Fantastic Four's help with a difficult
scientific problem or to borrow equip-
ment. Even Doctor Strange has been
known to use Reed Richards’ devices.
But the Judge should take care to
keep the players from relying over-
much on the FF’s resources. The FF
can always say that they need the de-
vice themselves, or that it was just de-
stroyed in their iast battle.

Players may also go to the Plaza to
help out in the Fantastic Four's ab-
sence. Some FF enemy has decided
to blow up the building when they're
not there to stop him. If the PC heroes
foil the attempt, they earn a large favor
from the world’'s most popular super
group.

| fusLex SwTE

Other Cities: With minor altera-
tions, Four Freedoms Plaza can serve
as a headquarters 1o an established
group of NPC heroes in the Judge’s
campaign. The player characters
might even adopt elements of the de-
sign for their own headquarters.
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HELLFIRE CLUB MANSION

'OVERVIEW

An old and prestigious upper-class
ciub, the Hslifire Club has another,
hidden purpose: its leaders want to
take over the world.

Address: 840 Fifth Avenue, be-
tween 66th and 67th Streets.

THE AREA

The Upper East Side is home io
many rich or well-heeled New Yorkers,
such as Daily Bugle editor J. Jonah Ja-
meson, and was once home to many
more, such as Matt Murdock (Dare-
devil) and his law partner, Franklin
“Foggy”™ Nelson.

Many foreign embassies or consu-
lates are located here as well. Along
ohe ten-block stretch of Madison Ave-
nue from 68th to 79th Streets are the
consulates for Greece, Burma, Leba-
non, France, Hungary, Tunisia, Austria,
Indonesia, and ltaly, and the Wakandan
Embassy. The Latverian Embassy is
farther to the south, on Lexington Ave-
nue. All along these streets one sees
limousines illegally parked bui left
unticketed—because they have "DPL"
{diplomat} license plates.

York Avenue, which runs north-
south to the east of First Avenue,
gives its name to the Yorkvilie neigh-
borhood, an extremely clean districtin
otherwise fiithy Manhattan. Here are
Rockefeller University and Cornell
Medical Center, on the river between
63rd and 70th Streets.

DESCRIPTION

The name “mansion,” with its con-
notations of grandeur and display,
seems an inappropriate term for the
Hellfire Club’s headquarters—at least
as seen from the street.

The brick building (Good strength
walls) occupies the entire biock, but it
is inconspicuous. Designed in New
York elite style, the building is only 30
feet (two areas) tall. lts entrance is set
off from the street by a short, simple
flight of concrete steps. Beside the
white wooden door (of oak, Typical
strength} is a small bronze plaque
reading, “HELLFIRE CLUB-
ESTABLISHED MDCCLXIIL”

History

That date, 1763, is when Sir Francis
Dashwood of London founded a gen-
tiemen’s club devoted to debauchery,
black magic, orgiastic parties, and po-
titical intrigue. lts membership in-
cluded some of the most powerful
men of 18th-century England: the
Prime Minister, the Lord Mayor of Lon-
don, bankers, admirals, poets, the
Archbishop of Canterbury’s son, and
Benjamin Franklin. Authcr Daniel P,
Mannix recounts the history of this
British branch of the club in his excel-
ient 1959 book, The Hell-Fire Club.

Several key Hellfire Club members
emigrated to colonial America and
started a new American Helifire Club,
independent of and unaffiliated with
the British original. They occupied an
abandoned church on the present
site. The current building was con-
structed in 1906.

Today, the Helifire Club is widely
known as a respectable organization
for the rich and influential, principally
devoted te giving lavish parties. Most
people also realize that lots of busi-
ness gets done in whispered conver-
sations at those parties. But very few
are aware that the club’s Inner Circle,
formerly the “Councii of the Chosen,”
conspires to dominate the world
through economic power, politics, a
private mercenary army, and-—in
many cases—mutant super powers.
Members of the club’s Inner Circle cc-
cupy positions named after chess
pieces.

Inside the Club

Note: Complete layouts of Hellfire
Club Mansion have not yet been re-
vealed. What follows is a reconstruc-
tion based on published accounts.
Later accounts may invalidate parts of
this description.

The Hellfire Club admits only mem-
bers and their guests, so the front en-
trance is kept locked, though the lock
is only of Typical strength. Inside the
door is a small foyer and cloakroom.

(Note the ordinary strengths. Thisis
true of the entire building. Nothing
about the mansion’s construction be-
trays that it is anything but an ordinary
social club.)
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The interior decor is 18th-century
Colonial, matching the senior mem-
bers’ eccentric predilection for dress-
ing in 18th-century garb during
meetings. Walnut paneling, chande-
liers and candelabras of cut glass,
gaslight globes in wall sconces—all
project an air of obvious elegance, not
at all understated.

The mansion’s simple floor plan
gives pride of place to the great cen-
tral balircom, a spacious carpeted
room over 120 feet (1 area) long and
40 feet wide. The ceiling is about 29
feet (2 areas) high, reaching the roof
of the building. There is nothing above
the cailing but electrical wiring.

Many elaborate doorways lead to
the baliroom. The dominating feature
of the room is a palatial firepiace,
where a great fire blazes cheerily
every evening during winter months.

Rooms and Chambers

A hallway surrounds the baliroom
on both floors of the building. On the
upper fioor, it opens onto a sturdy
wooden balcony (Good strength) over-
looking the ballroom. Along the outer
sides of the hallways on both floors,
public rooms and private chambers
are arranged.

Public rooms are all on the ground
floor. These include a large smoking
room, an extensive library {(with a
large selection of books that sarlier
centuries deemed “indecent”}, and a
dining room that seats 64. Next to the
dining room is a large and well-
equipped kitchen.

Two staircases and an elevator give
access to the second floor. Members

- always refer to the 18 small cubicies

on this floor as “chambers,’ as op-
posed to “rooms.” The semantic dif-
ference is that “chambers” are for
private matters, whether business,
gambling, or romance. Each chamber
measures 15 feet by 10, and each has
one round table, one chair, and a
wide, padded divan. Chambers are
soundproofed with Good material.

At the rear of the second floor, above
the kitchen, are the private rooms of the
Inner Circle. Two fully furnished bed-
rooms are available for the rare times
when leaders celebrate too heavily and



are unwilling or unable to drive home.
Between the bedrooms is an elegant
meeting rocom, where the Inner Circle
once held the X-Men captive.

The Basement

The mansion has a basement with
concrete walls (Excellent strength),
accessible oniy from the kitchen on
the first floor. This storage areais filled
with crates, containing mainly kitchen
and party supplies. A locked and
guarded basement room holds a
small armory for the inner Circle’s
mercenaries. Mercenaries have no
barracks, lockers, or lounge areas on
the premises, but often they hang
around the kitchen.

There was once another entrance
to the basement . . . from below,
through the sewers. Wolverine used
this to break into the mansion and res-
cue his fellow X- Men. The basement
floor had an iron grate of Excellent
strength, locked with a Remarkable-
strength lock. The round grate ledto a
cancrete access tunne! and down {o
the sewers. The Inner Circle used this
entrance to smuggle in mercenaries
and firearms. But after Wolverine's in-
vasion, the tunnel was filled in with
concrete.

NPCs

Complete statistics for the known
members of the Hellfire Ciub’s Inner
Circle are given in MA1, Children of
the Atom. Club members outside the
Inner Circle are ordinary {though influ-
ential) people with Typical abilities.

The inner Circie has seen many up-
heavais in recent months. The Whiie
Bishop, mining magnate Donaid
Pierce, was expeiled after a botched
takeover attempt. Corpeorate lawyer
Harry Leiand and jeweler Frederick
von Heehm, the Black Bishop and
Rook, died in batile with the advanced

Sentinel robot Nimrod.

"~ Bebastian Shaw, for many years the
Black King, has recently been de-
posed by the mutant super-powered
villain Magneto. The new feader has
assumed the roles of both Black and
White King, merging them as the
“@Gray King.”

Magneto assumed control of the
Hellfire Club as part of his long-term
strategy to unite all mutants against
humanity. For a time Magneto had ap-

peared to reform, and he had even led
the X-Men and the New Mutants after
Professor Charles Xavier left Earth.
But Magneto later lost control of
hoth groups—the X-Men when they
were believed to have died, and the
New Mutants when they isarned Mag-

neto had not really reformed. Now

Magneto is trying to unite other mu-
tants under the Hellfire Club’s leader-
ship, in preparation for a forthcoming
major conflict with humanity and with
other mutant factions—what he calls
“The Mutant Wars”

Magneto’s abilities are also de-
scribed in MA1, Children of the Atom.

Sebastian Shaw remains active as
the directer of powerful Shaw Indus-
tries, a major corporation. (See the
World Trade Center and Stock Ex-
change entries in “The Financial Dis-
trict,” earlier in this chapter.) Shaw has
vowed oppaosition to Magneto and the
rest of the Hellfire Club. Meanwhile,
Magneto has aillied covertly with the
White Queen, Emma Frost, to topple
the Black Queen, Seleng, from power.
So the intrigues continue.

CRIMES

For centuries the Heilfire Club has
wielded its influence behind the
scenes. In that time it has committed

many crimes, without regard to moral-
ity or society’s strictures. Most notori-
ous was their corruption of the
X-Men’s Phoenix into Dark Phoenix,
through circumstances too involved to
recount here.

However, the Heilfire Club always
maintains a front of respectability,
their best weapon against prosecu-
tion. The general public remains un-
aware of their long-term plans, and
the Hellfire Club leadsrship will do
anything to keep it that way.

CAMPAIGN USE

Manhattan: The Hellfire Club
serves as a powerful group of viilain-
ous types, and its Mansion as a villain
headquarters—with a twist. lts most
powerfui armoris not in its walls, but in
public perceptions. No hero group ¢an
afford the scandal of attacking a pros-
perous Lptown society club! Conse-
quences cerlainly include attacks in
the media, civil charges for damages,
and suspicion by police and other
super types. In the worst case, PC he-
roes might face criminal charges or be
outlawed by the City Council.

Other Cities: The Heillfire Clubis a
national organization. Mesting facili-
ties in other cities can follow the same
general pian.

/

iy
El ai 'i!'%"i
1\

g™

PR TR iy
b
!
-

X
e i

im |

m T 1D b |
L e -

v/ lt‘;%g

56



HELL'S KITCHEN

OVERVIEW

The dirtiest, sleaziest, most crime-
ridden neighborhood in New York City
is—well, a matter of debate. Bui one
of the chief contenders is the core of
the Lower West Side, Hell’s Kitchen.
The neighborhood serves as a base of
ocperations for the vigilanies Cloak
and Dagger. For a time it was the spe-
cial preserve of its tireless protector,

- the blind crimefighter Daredevil.

THE AREA

Heil’s Kitchen is something over
110 blocks of tenements, factories,
garages, warchouses, and docks.
The area is essentially the same as
the Lower West Side, with a slice of
Chelsea below it.

On a map, Hell’s Kitchen is the area
west of Ninth Avenue to the waterfront
between 30th and 59th Streets, and
also the area west of Eighth Avenue
between 42nd and 58th Streets. It
abuis on the Theater District to the
east and the Upper West Side to the
north.

DESCRIPTION

Hell’s Kitchen inciudes the en-
trance to the Lincoln Tunnel (38th and
39th Streets, between Ninth and Tenth
Avenues) and the Jacob K. Javits
Convention Centet, a muiti-faceted
box of black glass on 11th Avenue be-
tween 34th and 38th Streets. At 811
Tenth Avenue is the New York Tele-
phone Company, a windowiess white
building. Any of these spots might
prompt a villainous takeover attempt.

But in general this territory is too
poor to attract big-league villains.
Most of Hell's Kitchen consists of rot-
ting tenements, no more than five or
six stories high. Most buildings use
the shoddiest material availabie
(Good material strength at best).

Although the highest property vai-
ues in the world fie a mile to the south-
west, in Hell’s Kitchen one finds many
vacant lots. Priced tog high to sell,
these serve as tax shelters for the
wealthy. :

As Matt Murdock (Daredevil) put it,

“Hell's Kitchen is aching muscles and

growling stomachs—chiidren’s feet
on broken glass—hopeless laughter,
echoing across an empty lot.”

Published accounis have shown
junkies deciding whether to eat or
sleep today; winos who ciuich the
bannister knobs of staircases as if
they were lifelines; and a Columbia
Liniversity student who can’t afford
rent and so sleeps in the back seat of
a junkyard automebile. His landlord,
an old man named Vegas, sleesps in
the front seat. '

This was the boyhood home of Nick
Fury. Matt Murdock was born here,
and until recently he lived here again
with his beloved Karen Page in a spar-
fan one-rcom apartmeni on the top
floor of a five-story building on Tenth
Avenue. Not far away is the unnamed
diner owned by Bertha and Qito
Schnapp, where Murdock worked as
a cook.

Across the neighborhood on Eighth
Avenue sits the Last Exit bar and pool
hall—sometimes called “No Exit” by
locals because of the dead-end
sleazes who patronize it. Though he
once relied on Josie's on the Lower
East Side, Daredevil made this bar his
new source of contacts, snitches, and
grapevine messages.

THE HOLY GHOST
CHURCH

On 42nd Street off Ninth Avenue,
rnext to a rundown hotel, stands the
imposing Holy Ghost Church, a struc-
ture almost a century old. This church
serves as home base for the vigilantes
Cloak and Dagger. They ordinarily
concentrate their crimefighting activi-
ties in the Times Square area. (See
the “Times Sqguare” entry later in this
chapter.)

Built in Gothic Revival sivle, the
church has seen much better days. It
was closed down when its most recent
priest, Father Francis Xavier Deigado,
went mad. He is now confined to an
asylum. Dagger’s Uncie Mike has reo-
pened a section of the dusty church as
a community outreach center, open
Tuesdays and Fridays.
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The 21st Precinct

At 3%9th Sireet and Ninth Avenue
stands the New York Police Depart-
ment’'s 2ist Precinct offices. The
ground floor holds the front desk, lock-
ers and desks for uniformed officers,
and a row of three holding cells. The
second floor has desks for the four de-
tectives who work any given shift and
the private office of Captain George
Petrovic.

Plainciothes detective Brigid
O'Reilly worked here before an acci-
dent (and her unwilling allies, Cloak
and Dagger) transformed her into the
tormented vigilante Mayhem. O’Reil-
I¥'s best friend and fellow detective,
Rebecca “Rusty” Nales, also works
out of this precinct.

DAREDEVIL IN HELLS
KITCHEN

Daredevil was until recently a pros-
perous defense attorney in his secret
identity of Matt Murdock. Murdock
owned a beautiful three-story brown-
stone in the posh Upper East Side
{Madison Avenue, between 62nd and
63rd). A lawver by day, a vigilanie by
night, Murdock was never bothered
by this contradiction.

His life began to fall apart, however,
when the assassin Buliseye killed the
woman he loved, Elektra Natchios.
Murdock, on the rebound, pursued an
ill-advised relationship with Heather
Glenn; Glenn later committed suicide.
Murdock gradually withdrew into
paranoia.

Two years before, Karen Page,
former secretary to the firm of Nelson
and Murdock (and Murdock’s lover
and conijidante), had left for Holly-
wood to become a movie actress. Her
career went sour, to put it mildiy, and
she wound gp making stag fiims in
Mexico. Addicted to heroin, she sold
Murdock’s secret identity as Daredevil
for a fix.

The secret was discovered by the
crime lord of New York, Wilson Fisk—
the Kingpin. Determined not just to kill
his foe but to destroy him, the Kingpin
ruined Murdeck’s life. He worked
through a long chain of intermediaries



to avoid detection, since he believed
Murdock only pretended blindness.
Fisk foreclosed on (and later blew up)
Murdock’s home, froze his assets,
and had him framed for malpractice.

Murdock was barred from the prac-
tice of law; his partner, Franklin
“Foggy”’ Nelson, in forestalling a prison
sentence, defended him so effectively
that the Kingpin later had Nelson hired
into one of his own law firms. (Nelson is
unaware of Fisk's role in this, but now
suspects that the firm is not engaged in
legitimate business.)

Purgatory

Murdock, already unsiable,
cracked in the ordeal. He abandoned
his friends, and in a paranoid delusion
he beat up a police officer. Though un-
well, he at least saw correctly that the
Kingpin was behind his problems.
Murdock faced Fisk alone in the crime
lord’s penthouse offices, where the
huge man beat him into unconscious-
ness.

The Kingpin had Murdock putin a
stolen taxicab and driven off Pier 41
into the East River. Only when the cab
was discovered weeks later did Fisk
find that Murdock had escaped.

Barely alive, Murdock wandered
Manhattan and finally gravitated to-
ward his -bovhood home in Hell’s
Kiichen. A nun named Maggie found
him on the brink of death and nursed
him back to health.

Born Again

in Maggie’s mission for drunks and
derelicts, Murdock experienced a
spiritual reawakening. Healed of his
injuries, both physical and mental,
Murdock took a job as a short-order
cook in a Hell’s Kitchen diner.

The Kingpin had ordered the death
of everyone who had seen the enve-
lope containing news of Daredevil’s
secret identity. His killers got every-
one but Karen Page, who fled to New
York seeking Murdock’s help. After
many adventures, she and Murdock
were reunited, and they fell in love all
over again. Murdock held no grudge
against her for selling his identity:
“I've lost nothing,” he said.

But the Kingpin, his victory over
Murdock stolen, searched obses-
sively for his enemy. Through Army
connections Fisk brought the fanatical
super-killer Nuke to New York. (For

more about Nuke, see “NPCs,)’ be-
low.) Reasoning that the area draws
many refugees, Fisk sent Nuke into
Hell’s Kitchen to draw Daredevil out of
hiding.

After- Nuke inflicted catastrophic
damage and injured many by-
standers, Daredevil defeated him in
battle. The Avengers took him into
federal custody, but Nuke later es-
caped. To prevent further scandal, the
Army fatally wounded its own agent.
But Daredevil carried the dying Nuke
to his friend Ben Urich at the Daily Bu-
gle, and the resulting expose ruined
the Kingpin’s reputation. Fisk has
been plotting revenge ever since.

Aftermath

Murdock took up residence in Hell’s
Kitchen, as happy in a studio loft as he
ever was in his three-story brown-
stone. As Murdock he ran a free legal
clinic. As Daredevil he fought to clean
up the neighborhood and protect its
citizens from thugs, preying land-
lords, and themselves. He broadened
his cutlook and methods, and was not
above stealing money from the King-
pin’s operations to serve good
causes.

No longer a mysterious figure,
Daredevil walked the streets, drank in
the bars, and became an accepted
part of life in Hell's Kitchen. Murdock
appeared less concerned than before
about protecting his secret identity,
and sometimes, outside his Free Le-
gal Clinic, did not bother to pretend to
be an ordinary blind man. (The King-
pin is still unaware of Daredevil’s
blindness.)

It is important to note that the King-
pin doesn’t want to kill Daredevil—at
least, not just that. He wants to corrupt
him. To Fisk, Murdock represents the
idealism that Fisk wants to believe is
ittusory. The Kingpin also wants to tear
down everything that Murdock holds
dear, such as the legal system.

Recent Developments

Some of the Kingpin’s plots wrought
great damage on Murdock. Karen
Page left him, and his law clinic
closed. In combination with the
stresses of the “Inferno” crisis, these
events drove Murdock out of Manhat-
tan altogether on a “vacation” of
sorts. Whether Murdock will return to
Hell's Kitchen remains unclear,
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NPCs

Karen Page

Law clinic administrator

F A s E R | P

Ty Ty Ty Ty Gd Gd Ty
Heaith: 24 Karma: 26
Resources: Poor(4) Popularity: 1

With Murdock’s help, Page over-
came her addiction. Heroin addiction
usually has significant side effects on
health, notably kidney damage, hut if
Page has experienced any of these,
they have not been revealed.

Page is much healthier now. But
she relied, perhaps too heavily, on
Matt Murdock as her emotional sup-
port amid the corruption of Hell’s
Kitchen.

Appearance: 5’9", 128 lbs. Mid-20s.
Long blond hair, attractive. Favors
denims and tank tops, but knows how
to dress well on the job (and on a
budget).

Talents: Secretarial and social work,
street smarts.

Story Function: As any romaniic
interest-—victim, hostage, information
source, confidante, and so on.

Nuke
“Agent Simpson,”’ US Army sergeant
Assassin and terrorist

F AM(50) Heaith: 140

A IN(40)
-8 EX(20) Karma: 42

E RAM(30)

R TY(B) Resources: Ex{(20)

I EX (30)

P TY(B) Popularity: See be-

low

Agent Simpson was the only survi-
vor of the Army’s almost two dozen at-
tempts to replicate the Super-Soldier
experiment that created Captain
America. Code-named “Nuke,” Simp-
son was active only outside the United
States, most recently against Marxist
republics in Central America.

For most of his career, Nuke’s exist-
ence was unknown o the general
public in America, and his Popularity
rating was 0. After his rampage in
Hell's Kitchen, his Popularity dropped
to -20. The Army gravely wounded
him before he could attack the Daily
Bugle, and he soon died of his
wounds. _

A deranged fanatic, Nuke repre-
sented the dark side of patriotism:
“My country right or wrong,” intoler-



ance, and blind obedience to author-
" ity. in batile he could lose track of real-
ity and return to the times he freed
MiA soldiers in Vietnam. He hated the
press and anyone who questions

America’s absolute rightness in all.

matters.

Appearance: Hugely muscled, with
bionde crewcut; wore army fatigues
(often bare to the waist). An American
flag tattoc covered Nuke's face.
KNOWN POWERS:

Body Armor. Nuke’s skin was rein-
forced with plastic, giving him Excel-
lent resistance to injury from blows,
flame or cold attacks, or projectiles.
Drugs. Nuke used three kinds of cap-
sules to adjust his fighting efficiency.

Reds {(amphetamines) gave him +1CS .

in Fighting, Agility, and Endurance for
12 turns. Whites (barbiturates) calmed
him and neutralized a Red's effects;
without a White 10 negate it, a Red left
Nuke with -1 €S Strength and Endur-
ance for 12 hours. Blues {(sedatives) al-
lowed Nuke to relax and sleep; without
them, he had nightmares of combat.
Unique Weapon—Betsy.” This gi-
gantic sub-machine gun held six LAW
rounds and three Incendiary Missiies.
Nuke used an LED counter on the side
of the weapon to count fatalities. Betsy
was made of Excellent material.

Air Support. Nuke had helicopter
backup, piloted by an unnamed Army

colonel. The Battle Copter mounted:

two machine guns. (For statistics, see
pages 43 and 49 in the Player’s Book.)
Daredevil destroyed both chopper
and pilot in Hell’'s Kitchen.

Talents: Nuke had all Martial Arts and
military skills, and was a Weapons
Specialist with Betsy, receiving +2
C3 in FEATSs using it.

Weakness: Nuke had Feebile Reason,
Intuition, and Psyche vs. any attack or
appeal made on the basis of “patriot-
ism.”

Contacts: Nuke was a sergeant in the
US Army.

Typical Dialogue: “They try to make
our boys feel ashamed . . . we should
never feel ashamed. Give me a red.”

Rotgut

Real name unrevealed

L.unatic killer

F A S E R | P

Gd Ty Gd Gd Ty Ty Ty
Health: 36 Karma: 18
Resources: Poor(4) Popularity: 0

Rotgut quotes the saying, “By age
20 you have the face you were born
with; by age 40 you have the face vou
deserve.” Now nearing 40, Rotgut has
the face of a haunted madman. _

Rotgut watched too much TV-and
read too many news stories. His
mother, a stern and unbalanced
woman, induced his early fixation on
stories of genetic impurities, environ-
mental damage, food poisoning, se-
rial killers, cancer, and birth defects.

Rotgut became obsessed with “cut-

ting the disease” out of the rotting gut.

of society—prostitutes, junkies, and
ultimately every imperfect person. In
other words, everybody.

Rotgut turned the basement of his
apartment complex into a weird maze
of plumbing. He thought of it as the
equivalent of the body’s arteries. By
pumping poison into the building’s
water supply, he would clean out all
the imperfection. Daredevil stopped
him, and Rotgut was last seen being
carried away in a straitjacket.
Appearance: Hulking albing Negro
with pale skin and white hair. Bulging,
tormented pink eyes. Twin bone
ridges form a “V" on his forehead. Ill-
fitting navy suit, old shoes.

Talents: Blunt weapons, plumbing.
Rotgut has Good resistance to pain.
Typical Dialogue: “l heard whis-
pered them aspirin kiilers switched to
catsup. Or could be a conspiracy to
get consumers to buy over-packaged,
over-wrapped products S we use
more plastics—plastics can't ever be
broken down, they never decay and
eventually strangie the planet. . .
Story Function: A villain who needs
to be treated, not beaten up and
hauled to the police station.

Darla, Eightball, and the Fatboys
Children’s gang

F A 8§ E R 1 P
Pr Ty Fe Pr Ty Ty Ty
Health: 16 Karma:; 18

Resources: Poor(4) Peopularity: 0
Appearance: Despite their name, the
Kids in this gang are mostly skinny.
They’re all about 10 to 12. Darla has
long blond hair and an upturned nose.
Eightball wears a footbail helmet
much too big for him.
Talents: Street smarts,
boarding.

Story Function: These kids some-
times worked as Daredevil’'s “Baker
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skate-

Street Irregulars,” warning peopie of
impending threats or scouting out in-
formation.

Baby Eimo

Bar fighter

F A S E B | P
Ex Ty Ex & Ty Pr Pr
Health: 66 Karma: 14

Resources: Typical(6) Popularity: 1
Appearance: Big! 6’7", 300 |bs. Mus-
cular brute with thinning, sandy brown
hair, lantern jaw, beetle brow, tattoos.
Wears leather vest, jeans with iron
studs, and boots. Never says much.
Talents: Bar fighting (Martial Arts B,
C, and E, Wrestling}, drinking.
Typical Dialogue: None. Possibly
mute, :

Story Function: Johnny Storm, the
Human Torch, went into a rough bar
searching for Daredevil during one of
the adventurer’s absences. He picked
a fight with Baby Elmo and won—
barely. If PC heroes ever get into a
similarly stupid confrontation, Baby
Elmo will fight anything that moves.

CRIMES

Every conceivable kind of vice, cor-

Tuption, and violence occurs in Hell’'s

Kitchen. The Kingpin has recently be-
gun increasing his organization there,
s0 crime is on the rise. But the area is
so poor that it makes an unattractive
target for most villains—unless the vil-
lains have some other motive than
robbery.

Conditions in Hell’'s Kitchen either
create lunatics or attract them. Cra-
zies like Rotgut are a constant threat.

CAMPAIGN USE

Manhattan: If Daredevil still lives in
Hell’s Kitchen in the campaign world,
heroes might go there to enlist his aid.
Otherwise, they might visit the area to
fight petty crime in the slums or on the
wateriront, or to attend a charity func-
tion. '

Other Cities: Use the Hel's Kitchen
description for any slum area of the
campaign city.



MARVEL COMICS

OVERVIEW

Marvel Comics is the largest Ameri-
can comics publisher, in the Marvel
Universe as in our own. The differ-
ence is that in the Marvel Universs,
Marvel Comics contracts directly with
the super heroes for the right to pub-
lish (occasionally exaggerated) four-
color accounts of the heroes’ actual
adventures.

Address: 387 Park Avenue South.

Note: This entry describes Marvel
Comics as it exists in the Marvel Uni-
verse, not (necessarily) as it exists in
our own,

THE AREA

Marvel Comics is located in an in-
conspicuous office building in Mid-
town. For more information, see “The
Financial District” in this chapter.

DESCRIPTION

The Marvel Comice “bullpen’” occu-
pies three floors of a nondescript 12-
story commercial buiiding. The ninth
floor has the mail room and shipping
facilities; the tenth is editorial; and the
eleventh floor has the legal depart-
ment and executive offices.

The offices are small, the hallways
long and narrow, but the walls are
plastered with colorful illustrations
and autographed posters of many
super heroes.

Office workers are hardly less color-
ful, but they're usually tco busy pub-
lishing magazines to chat. About 35
employees are on hand during work-
ing hours; ene can usually find a few
waorkers around even at night, espe-
cially in the production depariment.
The atmosphere is frenetic, highly
creative, and occasionally downright
crazy. Sounds of typewriters, photo-
copiers, and screaming paste-up art-
ists fill the air.

Bullpen staffers include editors,
production artists, advertising direc-
tors, circulation managers, and other
business types. Writers, artists, and
letterers customarily work freelance,
outside the bullpen. But a few are al-
ways around looking for story confer-

ences, picking up checks or new
assignments, or pleading for deadline
extensions on old assignments.

Comics in the Marvel Universe

In the Marvel Universe, super-hero
comics are pubklished through Ii-
censes with the heroes themselves.
The comics depict their subjects’ ac-
tual adventures. For example, Marvel
publishes a Thing comic approved by
Ben Grimm—though he has more
than once taken umbrage (to put it po-
litely) at the bullpen’s exaggerated
chronicles.

Other comics published in the
Marvel Universe star the Fantastic
Four and the Avengers of both coasts
(both individually and as groups}). The
company has experimented with a
Spider-Man title, but scathing editori-
als in the Daily Bugle made this a fail-
ure. Some Marvel editors have
praposed doing a comic book based
on the mutant group known as the X-
Men-—but so far executives have ve-
toed this, because of anti-mutant
hysteria and because they are unsure
the idea has commercial potential.

Marvel has also licensed comics ad-
aptations of popular movies, such as
2001: A Space Odyssey, and of fic-
tional works {such as those based on
the works of Robert E. Howard). A few
comics in the Marvel line are not li-
censed, either because they are com-
pletely fictional or because the
character depicted has no legal rights
or is believed not to exist (such as the
Hulk or Dracula).

These comics differ from the Marvel
comics of our own world. The heroes
are never shown in secret identities,
of course. Whenever criminal acts by
villains are shown, editors carefully
preface the depictions with legal dis-
claimers, to stave off libel lawsuits by
the villaing’ lawyers. And since they
really happened, the stories are pre-
sented as journalism, with careful
documentation of dates, places, and
sometimes witnesses. Most Marvei
stafiers are reluctant to invent any de-
tails . . . especially since they saw
what Ben Grimm did to the last artist
who exaggerated.

Apart from the Thing, the heroes

60

seldom give much thought to the com-
ics depicting their adventures. In fact,
Reed and Sue Richards never even
bothered to send a wedding invitation
to the creators of their comic. The cre-
ators iried crashing the reception any-
way, but never got past the front door.

NPCs

A Judge can pick these from the
masthead of any Marvel comic. Bull-
pen staffers have mostly Typical abil-
ity ranks, but their Reason and
Intuition range from Good to Incredi-
ble. Editors are a multi-talented iot
and have contacts with most respect-
able super heroes.

CRIMES

The Impossible Man once invaded
the Marvel offices. The fun-loving
alien demanded that the bullpen pub-

“lish a comic devoted to him. After he

threatened them with replicas oi
Thor's hammer, Captain America’s
shieid, and Iron Man’s repuisor rays,
staffers reluctantly agreed. But when
the Impossible Man disappeared, so
did plans for the issue. (For more in-
formation, see Fantastic Four #176).

CAMPAIGN USE

Manhattan: For an offbeat, come-
dic adventure, a Judge can send
player-character heroes to Marvel
Comics, either to negotiate a contract
for a comic series or to protest an un-
flattering depiction in an existing se-
ries. Royalty fees, though small, can
help a hero in financial straits.

Other Cities: A Judge can postu-
late that Marvel has opened branch
offices in another location o publish
adventures based on the events of the
campaign.



METROPOLITAN MUSEUM OF ART

OVERVIEW

America’s greatest art museum is
“the Met,” the largest builéing in Cen-
tral Park. Here New Yorkers view
priceless canvases and ariifacts. And
occasionally villains see something
worth heisting.

Address: Fifth Avenue, across from
East 82nd Street in Central Park.

THE AREA

See “"Central Park™ in this section.
The Museum faces the Upper East
Side, a prosperous residential and
cultural district. See the inside cover
of the Adventure Book for detailed
maps of the building.

DESCRIPTION

Founded in 1870, the Metropolitan
Museum of Art moved to its current lo-
cation in northern Central Park in
1902. it has 400,000 items and is, af-
ter London and Leningrad, the third
largest museum in the world. The Met
attracts four millien visitors a year.

The museum is open from 10 AM to
5 PM Tuesday through Sunday, but is
closed Monday.

The Collection

The main part of this very large
structure is of gray Indiana limestone
{Excellent strength). A mere 100,000
pieces, a quarter of the museum’s col-
lection, are on display at any one time
in over 230 galleries. Descriptions of
the Met’s contents could filf this book,
and have already filled many books
that the Judge can obtain at the local
library, Suffice it to say that whatever
country, culture, or period the art iover
is looking for, the Met has representa-
tive artwork.

Highlights of particular interest in
super-heroic adventures include the
country’s largest collection of arms
and armor {main floor)—nine galleries
full of firearms, bows, helmets,
shields, and a Knight's Hall with many
standing suits of plate armor;

the Temple of Dendur (Sackler wing,
next to Arms & Armor on the main floor),
a complete Egyptian temple moved

from its site on the Nile during the con-
struction of the Aswan Dam;

Pottery shards, jewels, amphorae,
and other artifacts of Hyborea, the an-
cient civilization that thrived just after
the sinking of Atlantis;

Islamic illuminated manuscripts
from the 12th Century and later (third
floorj—perhaps one of these is a de-
sirable magical text?;

and on the first fioor, the Costume
Institute. This area displays special
exhibitions of ciothing and accessor-
ies from ages past. Since the advent
of super-human crimefighters, the
Costume Institute has expanded its
coltection to include replica costumes
of many famous adventurers, such as
Captain America, several other
Avengers (including three versions of
the Iron Man armor), the Fantastic
Four (old and new costumes), and
Doctor Doom. The FF costumes are
made of Reed Richards’' patented un-
stable molecules, but otherwise the
Costume Institute’s uniforms do not
retain the properties of the originals.

PC heroes can get invoived in a Met
adventure by donating replicas of
their costumes to the Institute in a
public ceremony.

CRIMES

Museum thefts rank among the
most ambitious crimes ever at-
tempted. The buildings usuatly main-
tain state-of-the-art security systems,
And the thefts, if successful, gain wide
publicity, often far beyond what mere
dollar values of the stolen goods
would merit.

What’s more, fencing a stolen can-
vas is a delicate and perilous opera-
tion. Unless the thief finds a
millionaire collector who just wants to
lock away the item in a private vault, it
is almost impossible to get anything
like what the piece is worth on the
open market,

This means when someone tries to
rip off the Met, he’s usually in the big
leagues—either a super villain or an
employer of super villains. And the
prize must be priceless. Otherwise the
villain would just rob a bank and use
the money to buy the item.
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CAMPAIGN USE

A museum adventure serves two
main purposes. First, it introduces a
iittle culiure into the lives of heroes
who often think about nothing except
punching bad guys. Player characters
can meet new people, perhaps ro-
mantic interests or academic con-
tacts. Or they may go there to
rendezvous with informants who like
to show off their breeding.

Second, a battle in the Met forces
these slam-bang heroes to think about
property damage. They can't just
knack the villain through a couple of
walls when the walls are hung with
treasures by Rembrandt and Picasso.
To fight a bad guy in the Met, the he-
foes have to rely on shrewd tactics
and brain power instead of brawn—
just like real Masrvel heroes.

Manhattan: Heroes may be visiting
the Met in their secret identities, at-
tending the opening of a new exhibit
(the villain’s target). Or they could be
there in hero ID, as high-profile
guards. A hero’s friend or lover could
be an employee atthe museum, an art
student, or just a tourist. The friend
gets taken hostage in the villain's
heist, and the hero has to undertake
yet another rescue.

Other Cities: Few cities can boast a
museum this large, but smailer ones
serve the same story function. Also,

- much of this description works for the

other major museums in the world—
the British Museum in London, for ex-
ample, the Louvre in Paris, or the
Hermitage in Leningrad. Only the lay-
out and some of the most famous
pieces need be changed.



SHIELD HEADQUARTERS

OVERVIEW

SHIELD Central, the World Head-
quarters of SHIELD {(Supreme Head-
quarters International Espionage,
Law-enforcement Division) is in lower
Manhattan. Though the agency re-
cently disbanded, the buiiding
remains—and is occasionally active
in its own right.

Address: 19th Street, between Ave-
nue of the Americas and Seventh Ave-
nue.

THE AREA

SHIELD’s public headguarters is in
Midtown. For a descripticn of the Mid-
fown area, see “The Financial Dis-
trict” Hotspot listing, earlier in this
chapter.

SHIELD’s private headquarters is in
Cheisea, a district of fine residential
housing and borderline siums, of
good restaurants and rundown
streets. The polite term is "‘a transi-
tional area” For more about Chelsea,
see Chapter 2.

DESCRIPTION

Public Headquariers

SHIELD maintained a public head-
quarters in Citicorp Center (53rd and
Lexington)}, the fourth tailest building
in New York. Until a few years ago it
was located several blocks north, be-
tween 59th and 60th; however, an ac-
cidental fire in a nearby building
persuaded SHIELD administrators to
move south to safer quarters.

The public headquarters occupied
a suite on the sixth floor. It included a
dozen offices clustered around a cen-
tral secretarial pool, plenty of file cabi-
nets and bulletin boards containing
nothing impertant, and a small sound-
proofed theater. There tourisis couid
view the public relations film
“SHIELD: Working for a Safer World.”
Afterward they could engage in a brief
question-and-answer session with
Colonel Nick Fury, SHIELD’s director.
(This was actually Fury’s Life Model
Decoy, a lifelike android.)

The public headquarters was
staffed by three dozen lightly trained

SHIELD agents, carefully picked for .

attractive appearance and low initia-
tive. They knew nothing of great im-
portance to SHIELD—but just the
same, they wore bulletproof vests in
public (Good Body Armor), and the of-
fice walls and windows were armored
{Excellent material strength).

Though it served iis purpose, the
public HQ was not a brilliant exercise
in public relations. Clearly it never
fooled the villainous agencies
SHIELD battled, since these foes
never bothered to attack *his outpost.

SHIELD Central

SHIELD’s private headquarters oc-
clupies an unmarked 28-story office
building in the mast anonymous sec-
tion of Chelsea. This headquariers,
like the public front, has closed. But
for convenience, and for Judges who
have not yet disbanded SHIELD in
their campaigns, the building is de-
scribed here in the present tense.

The building has its own pipeline to
the Hudson River, its own purification
center (among the most heavily
guarded locations in the building) and
sewage system, two independent
ventilation systems, and its own
power supply—an early version of
SHIELD’s Power Core. {The nature of
the Power Core has not been re-
veaied, but it resembles a magnetic
cylinder containing an ongoing fusion
reaction. SHIELD used the Core to
power its Helicarrier) All of these Rili-
ties are protected by the most sophis-
ticated anti-sabotage devices in the
world.

Entrance

The building has a conventional
front entrance. Looking through the
glass door, a passerby sees only a
desk with a security guard, and be-
hind the guard a bank of elevators.
But the elevators are fakes; the front
entrance leads nowhere.

Those in the know drive their cars
into a dead-end brick wall at the end of
an alley next to the building. The
wall—actually a hologram, a three-
dimensional picture--conceals (with
Incredible ability) the entrance to
SHIELD’s huge underground parking
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garage. (A real wall of Excelient
strength slides out to block the en-
trance in bad weather and emergen-
cies. Hidden automatic devices
retract the wali when vehicles ap-
proach.)

In the garage, voice analyzers and
retinal scanners identify all visitors. If
SHIELD computers cannot identify a
visitor, alarms sound in the nearest se-
curity post, and two security agents
appear in one turn.

Garage walls are reinforced con-
crete (Excellent strength). A lift-tube
and one emergency staircase provide
the only access from the garage to the
building.

The Main Building

On the 28 floors above ground level,
wide walkways surround an enor-
mous atrium. This empty space rises
to the ceiling, which is a skylight of
bulletprooi glass. Nondescript offices
and meeting rooms fill each level.
Computer terminals give no access o
high-security data.

The main level, twice as tall as
those above, holds emergency defen-
sive weapons, security robots, and a
heavy-duty disposal chamber.

This large room, a featureless floor
covered by a shallow dome, destroys
scrap metal, broken equipment, and
debris. The chamber uses unknown
methads, probably a combination of
high heat and ultrasound, to inflict Un-
earthiy damage per turn on anything
inside until it is vaporized.

Safety switches, clearly marked in-
side the dome, instantly shut off all
equipment and open the single haich-
way. This allegedly prevents people
from being trapped and hurt inside.
But the switches can be overridden,
as Nick Fury found out {see “Crimes,’
below).

Fury escaped destruction in the
chamber by leaping through the
room’s only other opening, an iris door

‘leading to a waste-runoff chamber.

This door closes a fraction of a second
before the chamber's weapons acti-
vate, and provides compiete protec-
tion for anything or anyone inside.
The rest of the 28 floors pass as any
mundane office building. But during



most working hours, except when the
building is under attack, the bottom
fioor slides back to ventilate the true
headquarters. And there is nothing at
all mundane about this one.

The Lower Levels

The staggering truth: SHIELD Cen-
tral headguarters extends over two
miles straight down into the Earth.
The agency’s research projects re-
quired this incredible depth for safety
and security. No surveillance device
can penetrate the lowest reaches of
the headquarters. And should some-
thing go wrong in the research labs,
not even an atomic bomb explosion or
an accident with the fabulous Power
Core could damage the city above
(muchy).

SHIELD Central has 732 under-
ground levels. Naturally, this is a viola-
tion of city building codes (and,
almost, of natural law), so the extent of
the headquarters is classified. During
the HQ'’s construction, engineers tun-
neled into an adjacent subway route
and removed the excavated dirt of all
those basements with trains camou-
flaged as subway cars.

Basement walls are reinforced con-

crete in the upper half mile (Excelient
strength), and graphite- whisker alloy
below (Remarkable strength). To pre-
vent water leakage—since Manhattan
is, after all, an island—the building
walls include an eighth-inch thickness
of adamantium (Incredible strength) in
the upper mile of floors. Fog is a prob-
lem, but fog condensers capture the
moisture and recycle it in the buiid-
ing's vast plumbing system.

Presumably such a deep building
could connect with Subterranea, the
colossal network of caverns beneath
most of the world. But since ac-
cessways from SHIELD Headquarters
would lead to the domain of the Mole
Man and Tyrannus, this has not been
revealed.

Most of the 732 underground levels
are not full-fledged floors, but merely
access areas for the lift-tubes and util-
ities. Only the top 30 subsurface
levels and the bottom 5 are of any real
size. These square floors. surround
central open-air atria, in the manner of
the floors above the surface. Each
level measures 4 areas by 4, with the
central gap (for simplicity’s sake) 2 ar-
eas by 2.

Anything or anyone that falls down
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into an atrium from above collides pain-
lessly with invisibie force fields situated
at every tenth story. The fields safely
shunt the object to a walkway:.

Lower levels 1-30 inciude agents’
quarters, computer rooms, file rooms,
routine labs, storage, and the gigantic
conference chambers where Nick Fury
contacts SHIELD’s ruling Council.

The bottom levels contain the
advanced research labs and
SHIELD’s most secret projects. Also
here is the ESPer Division, the small
but useful bureau of psychically tal-
ented agents.

Lift-Tubes

These rapid-transit plexiglas tubes
transport agents among the head-
quarters’ many levels. Evidently they
move only up and down, but SHIELD
technology is certainly up to elevators
that move sideways as well. A lift-tube
stands nearby (within 1 area) at al-
most any paint in the building.

Lift-tubes transport up to four people
atatime atup to 15 stories per turn. The
tubes are Good strength material, and
the platforms are Excellent strength.
The means of propulsion, though un-
known, appears to be based on anti-
gravity (as is the Helicarrier).

No regular lift-tube runs the entire
depth of the headquarters. Most run
from the top floor to the 30th base-
ment level. For security reasons,
agents traveling to the iower levels
must switch tubes at level 30 and
again at level 728.

A bank of 12 emergency lifts runs
from 732 straight up to ground level, but
using these sounds an alarm at every
security post in the building. Also, once
activated, the tubes go up until they
reach the ground floor and release their
passengers; only then do they return
below for more. The emsrgency lifts
hold 12 peopie apiece, and can travel at
up to 100 stories a turn, fast enough to
black out anyone who fails to make a
yellow Endurance FEAT Roll.

Nick Fury Vs. SHIELD
What caused SHIELD to disband?
The answer lies in the agency’s earli-
est history and its most advanced
technology. '
Early in SHIELD’s career, before
Nick Fury became its director, agency




bioengineers developed the Life
Model Decoy, a realistic android. The
LMDs performed dangerocus mainte-
nance jobs in SHIELD’s headquarters
and aboard its Helicarrier and space
station.

Cne LMD, for unknown reasons,
was constructed with an accidental

- defect: curiosity. The android discov-
ered the LMD laboratories that had
created it. This andreid killed the lab
supervisor, ook his place, and cre-
ated a duplicate LMD to take over its
own menial duties. Then the android
piayed into its memory the contents oi
many “personality tapes,” SHIELD’s
recordings of the mental abilities of its
agents and enemies.

Armed with the memories and tal-
ents of these great intellects, the an-
droid resolved to expand on its
original programming: maintenance
of, not just a reactor chamber or a fur-
nace, bui of the entire world. To this
end the android decided to take con-
trol of Earth.

With the personality of Baron
Wolfgang von Strucker, founder of
HYDRA and its offshoot AlM, the an-
droid infiltrated and finally controlied
these villainous organizations. With
the financial savvy of Tony Stark, the
android acquired a controlling interest
in Roxxon Qil Company. Using these
titanic resources, the android at last
began to take control of SHIELD itself,
as a step toward total world control.

He built his own servants, more an-
droids that he calied “Encoders,” and
organized them through a religion that
made him their spiritual leader. Mean-
while, he used SHIELD’s own ESPer
division of psi talents to search the
minds of all SHIELD’s members.
Through them he located candidates
for Delta.

The Delta Project

The android yearned to achieve
true humanity. Toward that end, he de-
veloped the LMD process, refined i,
and finally created atruelifeform...a
parasite that drained the form and
identity of its victim, replacing it with
an emotionless “Deltite.”

For the early Deita process, the an-
droid required SHIELD agents who
rarely questioned authority, loved or-
der, and lacked initiative and
imagination. As designed by Nick
Fury, SHIELD’s organization unwit-

tingly encouraged just this type of
agent. The android kidnapped plenty
of suitable candidates and turned
them into Deltites.

As he refined the Delta process to
more accurately simulate human be-
ings, the android replaced more of
SHIELD with his dupiicates: the Coun-
cil, most of the agents, even

command-grade officers like Jimmy -

Woo, Laura Brown, and Jasper
Sitweli. But the android discovered
that his new Deltites aged rapidly.
They could undergo the Deitite proc-
ess again and be rejuvenated . ., yet
each rejuvenation drained more per-
sonality, memories, and feelings from
the Deltite duplicate.

The Dellites needed a stabilizing
agent, a chemical that retarded aging.

. Only one compound filled their needs:

the Infinity Formuta.

The Infinity Formula

During Worid War I, Sergeant Nick
Fury was wounded in a French mine-
field while trying to elude a Nazi pa-
trol. The French Underground found
Fury and took him to a local doctor,
Professor Sternberg. The doctor
patched Fury together, but he also
used the war hero as an unwitting
guinea pig for his experimental age-
retarding serum.

After the war Sternberg extorted
large amounts of money from Fury for
annual “booster shots” of the serum.
Without this Infinity Formula, Fury
would age 60 years overnight; with it,
he could live indefinitely at the peak of
health. In the mid-1970s, ancther of
Sternberg’s “clients,” casing owner
Steel Harris, murdered the doctor for
his formula. Harris then tried the same
extortion scheme on Fury.

Harris died in a struggle with Fury,
but SHIELD agent Countess Vaientina
Allegro de Fontaine found and res-
cued the Formula. Fury has used it
ever since. Whether Sternberg had
other “clients” is unknown; presum-
ably they have all aged and died as
Harris did.

The Deltites tried to duplicate the In-
finity Formula but were unsuccessful.
The compound was chemically unsta-
ble, and it mutated in Fury’s body.
Therefore, the Deltites required Fury
himseif, and the Formuia in his veins.

Discovering some details of the an-
droid’s plot, Fury ran. A fugitive from
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his own agency, Fury evaded pursuit
for some time. But at last the Deltites
lured him to SHIELD’s orbital space
station, where they meant to kill him
s0 that they could live forever.

The Final Confrontation

One of their own number proved to
be the Deitites’ downfall. They had
turned Clay Quartermain, generally
viewed as the ideal SHIELD agent,
into the most advanced Deltite yet. He
achieved so much humanity, in fact,
that he came to regard the Delta plan
as barbaric and inhuman. '

Quartermain sabotaged the space
station, destroving it, himself, the an-
droid, and all his Deltites. Since the
android claimed to be the power be-
hind SHIELD’s rival organizations,
HYDRA and AIM, presumably the
cores of those organizations per-
ished, too. Fury and his remaining
loyal SHIELD agents escaped.

When they reported the evidence of
SHIELD's treason, the United Nations
passed Resolution 487

“It is decided that SHIELD, having
proved ic be a major international se-
curity risk, be immediately disbanded.
All operations shall be terminated, in-
stallations neutralized. All remaining
personnel are to be debriefed and dis-
charged.”

Fury reorganized a new SHIELD of
soris, guite unlike the cld one; an elite
group of a few trusted companions,
such as his World War Il buddies Tim-
othy “Dum Dum” Dugan and Gabe
Jones. They have taken it upon them-
selves 1o close down each of the sepa-
rate SHIELD headquarters for good.

NPCs

Colonel Nick Fury

Former SHIELD Public Director

F A S E R I P

In Ex Gd Bm Ex Ex Gd-

Health: 100 ~Karma: 50

Resources: Am{50) Popularity: 50
This is an abbreviated listing of

Fury’s abilities. For a complete de-

scription, consult MU2, Gamer’s

Handbook of the Marvel Universe.
Nick Fury feels remorse and guilt at

SHIELD's downfall. The android’s plot

was succeeding only because of

Fury's own mistakes in organizing

SHIELD, and Fury is well aware of

that. Now he tries to atone for



SHIELD’s excesses by wiping out its
remnants.
KNOWN POWERS:
Body Armor. Kevlar vest, Typical ver-
sus physical attacks, Poor versus fire.
Weapons. Needle gun: Excellent
damage {Edged Throwing column},
range 6 areas, 300 rounds. Made of
Excellent material. _
Fury also uses machine and force
pistois.
Reduced Aging. Fury’s aging rate is
reduced by a factor of 5,
Talents: Military, Espionage, Leader-
ship, Marksman, First Aid, Manial Arts
A, B, B, E, and Wrestling. Pilot of air-
craft and spacecraft. Demolitions ex-
pert, {+1 CS on explosives matters),
Contacis: Close ties with Captain
America, Mockingbird, other Aveng-
ers, the highest levels of the US Gov-
ernment, and many other national
governmeants.
Typical Dialogue: “Come on, vya
goldbrickin’ louse! You think | got all
day? Get me that sub-ionizer or in five
seconds we're all gonna be toast!”

Clay Quartermain
F A § E R I P
Ex Gd Ty Gd Gd Gd Gd
Health: 46 Karma: 30
Resources: Ex(20) Popularity: 2
Perhaps the finest SHIELD agent in
the rank and file, Quartermain
showed no leadership ability but oth-
erwise excelled in every pursuit. Fora
time he traveled with Rick Jones and
Bruce Banner, alias the Hulk. In that
time, his independent nature pro-
duced friction with the corrupt
SHIELD leadership. This kept the
Deltites from encoding him until the fi-
nal phase of their program, when their
technology reached its peak.
Appearance: 6’1", 175 Ibs. Tall, mus-
cular, handsome blonde man. Wide
grin and somewhat headstreng man-
ner.
Talents: Military, First Aid, Detective/
Espionage, Martial Arts A, B, and E,
Wrestling, Marksman. Quartermain
was also an excellent combat driver
and could pilot aircraft.

Deltites

F A S E R | P
Gd Ty Ty Gd Ty Pr Pr
Health: 32 Karma: 14
Resources: Ex(20) Popularity: 0
Appearance: Like the SHIELD

agents they were recruited from.
Lower-level Deitites wore monk-like
brown robes and often carried 7-foot
wooden staffs (Good strength). The
Deltites had access to all conventional
SHIELD equipment.

Talents: Varied. All SHIELD agents
had Military, First Aid, and Detective/
Espionage talents, and retained them
as they were encoded.

CRIMES

When SHIELD disbanded, agents
abandoned SHIELD Central in Man-
hattan, as well as the many other of-
ficess arcund the world. But the
headquarters did not remain empty
for long.

When Fury and his new SHIELD
group tried to use a computer virus to
wipe the memory banks at SHIELD
Central, the headquarters atiacked
them. Cargo robots chased them, and
the disposal chamber (see above) al-
most fried Fury when he couidn’t work
the overrides.

Captain America helped Fury and
his friends escape. The Avenger
guessed accurately that the super-
criminal Machinesmith, who can con-
troi robots and computers, had occu-
pied SHIELD Central. Whether
Machinesmith still controls the build-
ing remains to be seen.

(For Machinesmith's statistics, con-
sult MU2, Gamer's Handbook of the
Marvel Universe.)

CAMPAIGNING
SHIELD

In the campaign world, the Judge
can decree that SHIELD has dis-
banded “offstage”; run the downfall
of SHIELD as an adventure for the
player characters; or even keep
SHIELD intact, though this deviates
from the established Marvel Universe,
Each option offers differant campaign
possibilities.

Offstage Collapse: The PC heroes
follow developments in the newspa-
pers or via high-level contacts. Nick
Fury might enlist their aid in closing
down a SHIELD base (and perhaps
Machinesmith has taken over that
one, too?). Renegade agents may of-
fer the heroes SHIELD technology, or
get them to prevent other renegades
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from offering the stolen technology

elsewhere.

Stopping SHIELD: Player charac-
ters hear that Nick Fury has turned
traitor. SHIELD agents threaten them
with prosecution if they aid Fury.
Then, of course, Fury shows up to ask
their help. Or is this an LMD duplicate
of Fury that SHIELD has sent as a
trap? (Of course not. But let the play-
ers sweat over the possibility.)

The heroes join Fury on his quest to
find and expunge the corruption in
SHIELD. Deltite Encoders, well-
armed fanatics in monks’ robes, try to
capture them. SHIELD agents attack
in the most unexpected places. Major
clues turn out to be traps or elaborate
red herrings.

The PCs and Fury finaily make their
way to the space station (or other
backdrop for the final showdown) as
either prisoners or spies. They must
locate evidence of SHIELD's treason
to present to the United Nations, es-
cape the station, and preferably blow
up the Deltites and their android
leader. They can enlist the Deltite Ciay
Quartermain to help them.

Stress the emotional moments
here: the deaths, or second deaths, of
long-time SHIELD figures like Jimmy
Woo and Jasper Sitwell; the corrup-
tion of all Nick Fury has held dear; the
horror of the Deltites’ religious fanati-
cism.

SHIELD Stays Around: The super-
agency serves as an equipment
source, information network, training
ground, and high-power contact.
SHIELD can call in PC heroes to help
with a situation too big for the agency
to handle—but that would have to be a
big situation!

The Judge must decide whether to
establish SHIELD as corrupt in the
campaign world. In general, avoid
portraying this corruption uniess it
leads into the “Stop SHIELD” adven-
ture described above. Player charac-
ters will treat SHIELD as a villain
agency, and its campaign function
then resembles HYDRAs or AlM’s.
But since SHIELD remains publicly re-
spectable, heroes who fight against it
lose public favor. This alters the dy-
namics of a campaign, so think care-
fully before letting SHIELD go bad.



TIMES SQUARE

OVERVIEW

This is the center of New York’s The-
ater District. Once quite fashicnable,
Times Square is now one of the biggest
fleshpots in the world. By day it is
crowded with commuters and office
workers, but at night ctime runs ramp-
ant.

Address: Broadway at Seventh Av-
enue.

THE AREA

The Theater District hosts over
three dozen theaters and well over a
hundred restaurants that cater to the
theater crowd. One of the great cen-
ters of night iife in New York, it attracts
thousands of tourists and socialites.

its heart lies on a short private street
next to Broadway between 44th and
46th Streets: Shubert Alley. Here on
this short street, forbidden to vehicies,
theatergoers attend the Shubert and
- Booth Theaters, then drop into the fa-
mous Sardi's restaurant at intermis-
sion or after the show. About 40 other
theaters cluster around Broadway
from 40th to 53rd Streets. _

On Seventh Avenue near 44th, a
discount ticket operation always at-
tracts large crowds of theatergoers
hunting for last-minuie bargains.
(Empty seats for the evening's per-
formances are sold at half price.) Vil-
flains can always use this crowd as
handy hostages: “All right, hero, let
me outta here or the civilians get it!”

The Algonquin Hotel (44th Street
between Fifth Avenue and Avenue of
the Americas) once hosted the fa-
mous “Round Table” of intellectuals.
Robert Benchiey, Dorothy Parker, Al-
exander Woollcott, and many other lit-
erary talents gathered here to eat well
and trade witticisms.

Port Authority Bus Terminal

Those who can’t afford to fly or take
a train to New York and don’t own a
car—in other words, the poor—arrive
in Manhattan at the Port Authority Bus
Terminal, one of the biggest in the
world (for what that’s worth). The
building links directly to the Lincoin
Tunnel and nearby subway lines.

R —-
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Almost 6,400 buses from 36 com-

panies arrive at this ugly building
aevery day, unloading itens of thou-
sands of visitors, hopeful immigrants,
runaways, crooks, con man, and cra-
zies. The hopeless among them often
wander Times Square, begging or
drinking or worse. _

Transit Authority police, the officers
who patro! the suebway cars that run
beneath New York City, have called
the IND subway stop at Eighth Avenue
“the most dangerous in the city” t's a
block from Times Square.

DESCRIPTION

Times Square is not square, but an
elongated triangle bounded by Sev-
enth Avenue, Broadway, and 42nd
Street. However, Broadway is, in fact,
very broad, so the area covers as
much space as any typical town
square.

History

The landmark that Times Square
was named for, the Times Tower, was
{briefly) the second-tailest buiiding in
New York when it opened in 1905—all
of 375 feet talll This was the sarly
home of the New York Times. The
newspaper fater moved a few blocks
away, and the building was remodsled

- and renamed One Times Square. The

tower is now the Allied Chemical
Tower, the nation’s most farnous spot
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on New Year’s Eve. Tens of thousands
gather each year to watch the mir-
rored ball fall down a high pole to the
Allied roof: when the balt hits, it is ex-
actly midnight, and the new year be-

- gins.

Times Square’s peak momenis
came at the end of World War ll, on “V-
E Day” (Victory in Europe) and “V-J
Day” (Victory in Japan). Hundreds of
thousands gathered to watch the
Times news ribbon, a belt of light
bulbs that spelled out news stories in

“the days before TV. When it an-

nounced that the enemy had surren-
dered, the crowd rcared a ysll that
people heard two miles away. {The
news ribbon ceased operations in
1978.)

The Scene Today

The side streets still draw upper-
class crowds to theater openings, but
since the end of World War il Times
Bquare has catered 10 a different style
of night life.

“Grinders,” seedy movie houses
that never close, show low-grade
splatter films and pornography. Mas-
sage pariors, penny arcades, peep
shows, tacky souvenir shops, and
greasy fast-food places all grab- for
customers. Neon billboards glare eve-
rywhere, pushing beverages and cig-
arettes and food. .

Smelis of greasy chicken, greasier
burgers, and mysterious ethnic food
assail the nostrils.. So do worse



smells, because the derelicts on the
sidewalks keep street cleaners from
cleaning up all the garbage. Now and
then peep- show workers spill bowls of
used disinfectant onto the walks.

By day, especially early in the day,
the people in Times Square look like
those on any other street in lower
Manhatian. The usual business types
and tourists head to their usual er-
rands.

But at night, con men, junkies,
pushers, aberrants, and nuts con-
verge on the area. Hawkers pass out
tickets to the burlesque houses. Gro-
tesque street performers do {lips and
cartwheels. Bag ladies talk, very
loudly, to nobody. Panhandiers beg
aggressively. Amid it all, overwhelmed
tourists cling in tight groups and
watch in fascination.

MNotable Establishments

The Bizbo, one of many shoebox-
shaped theaters that dot the square,
shows 1940s classics. Daredevil once
battled the super-assassin Bullseye
here.

Many burlesque houses advertise
their nude dancers with amazing
posters outside the enfrances. Back in
the early decades of this century, these
houses featured classic vaudeville per-
formers, including Nathan Lubensky
{now a resident at May Parker’s board-
ing house; see Chapter 1).

A police substation on 42nd Street
opposite One Times Square adminis-
ters Operation Crossroads, an NYPD
aperation that tries futilely to clean up
crime in the squere. Eighty uniformed
officers, some on horseback, patrol the
square reguiarly, providing an illusion of
order. {(For police statistics, see “New
York’s Finest” in the next chapter.)

Covenant House, a non-sectarian
child-care agency, runs nine resi-
dences for runaways in New York. The
busiest residence, a 24-hour crisis
center calied “Under 21, is here in
Times Square. '

Nearly 20,000 runaway children un-
der 16 hit the streets of New York each
year, many arriving at Times Square
via the Port Authority Bus Terminal.
The vigilantes Cloak and Dagger, who
live in nearby Holy Ghost Cathedral
(see “Hell's Kitchen” earlier in this
chapter), protect as many runaways
as they can from the “chickenhawks”
that prey on them.

The Gem Theater

On 42nd Street, amid movie houses
showing splatter flicks and pornogra-
phy round the clock, stands the Gem
Theater, an ugly, white, four-story
building. The ground-floor cinema
specializes in Westerns, doubie bills
from the great days of Hoilywood.
Rickety stairs lead up o dingy office
space.

A small office on the Gem Theater’s
third floor became the first New York
home for Luke Cage, Hero for Hire
{later Power Man). Cage’s office con-
tained a broken wooden desk, two
chairs, and sundry small furniture that
Cage often broke when angry. His
business cards gave the number for
the pay phone in the hallway.

After Cage joined up with Daniel
Rand, alias Iron Fist, they acquired
better headquarters on Park Avenue.
They retained the Gem Theater office
for “special” clients. Rand later died;
Cage was wrongly accused of his
murder, and is now a fugitive.

NPCs

Josie

Streetwalker

F A 8 E R | P

Pr Ty Ty Ty Ty Gd Pr
Health: 22 Karma: 20
Resources: Poor(4) Popularity: 0
Appearance: 5'6", 110 Ibs. Very thin,
short hair (color varies), pouly lock
{very popular). Dresses in jeans cut-
offs and tube-tops, showing much
skin.

Talents: For game purposes, none.,
Typical Dialogue: “Gee, yeah, | know
that guy. Real winner, kept muttering
about blowing up buildings. Whatcha
lookin’ for him for?”

Story Function: Josie's “boyfriends”
include some of the top criminal fig-
ures in the city. She ofien hears ru-
mors of interesting developments,
and if a “boyiriend” has stood her up,
she geis mad enough to iell anyone
about it. S0 she can be a good-
natured infermant for the heroes.
Daredevil has employed Josie in this

- faghion in the past.
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CRIMES

“Because New York City crack deal-
ers increasingly refuse to take 31 bills,
local merchants in drug-sales areas re-
port a brisk business selling $5 bilis for
$6.”

—Chuick Shepherd,
“News of the Weird”
{syndicated column) February 1989

Some have said that if the city of
New York tried to design a center for
crime-and drug abuse, they couldn't
do a better job than Times Square.
The round-the-clock movie and res-
taurant schedule gives night people a
place 1o hang out; the flesh business
attracts people in the mood for vice.
The two meet, and the rest is iniquity.

A would-be drug dealer newly ar-
rived at the Port Authority Bus Termi-
nal can waik a few blocks to a blood
bank, sell a pint of biood, and spend
the money on a knife at the knife shop
three doors down. Then he uses the
knife to mug someone or slit open a
drunk’s pockat and steal a wallet. He
takes this loof, buys a kilo of dope, and
sets up shop in the nearest shadowy
doorway. He has been in town half an
hour and is already in business.

Times Square, then, is a factory for
criminais.

CAMPAIGN USE

kManhattan: Since the Square is a
factory, player-character heroes can
capture as many dealers, pimps, con
artists, vandals, junkies, and maniacs
as they like, and there will always be
more. Judges should use it as a pictur-
esque spot to stage a casual encoun-
ter prior 10 a bigger adventure. Let the
PC heroes prevent a mugging or
catch a dealer to blow off a little
steam, grab some Karma, and relax,

Times Square can also be a meet-
ing place. Heroes can get tips from
lowlife informants or plant rumors on
the underworld grapevine. They can
meet young runaways, still uncor-
rupted, and lead them into better lives
(perhaps lives that regularly involve
the heroes in new scenarios?).

Other Cities: Every metropolitan
area has a district like Times Square,
if not on its scale or quite at its depth.
A well-run super-hero campaign
needs such an area, for the reasons
given above.




THE UNITED NATIONS

OVERVIEW

The world’s capital, in name if not
practice, is the United Nations com-
plex in Manhattan. Diplomats of most
of the countries of Earth meeat at the
UN to try to resolve international con-
flicts peacefully. Viliains and invaders
come here to broadcast their threats
or demands worldwide.

Address: First Avenue between
42nd and 48th Streets, facing the East
River. This area, donated by John D.
Rockefeller, Jr., is not United States
territory. 1t is under UN jurisdiction.
See the map included in this boxed
set.

THE AREA

The UN territory was once covered
with slums, junkyards, and even a
slaughterhouse. Now it is a show-
place of modern architecture, a tourist
center, and as prosperous as nearby
Midtown. Between First and Second
Avenues on 42nd Street are the hotels
and apartments of Tuder City. The
next block west holds the office build-
ing of the Daily Globe, archrival of the
Bugle.

North of the UN are the twin 32-
story apartment towers of the United
MNations Plaza. Many diplomats and
their staffs stay in these posh quar-
ters. One of the most lavish pent-
house suites is usually empty but kept
spotiessly clean. It is always ready for
an unexpected visit from its owner, a
foreign ruler who occasionally comes
to the UN: Doctor Doom.

QOrdinarily Doom stays in the Latver-
ian Embassy while visiting New York.
But Doom always has an alternate ref-
uge in the event of attack or pursuit.
From this suite he can communicate
with his castie and robots in Latveria.
The link is hidden behind a wali panel
in the suite's master bedroom.

Across a 700-foot (5-area) stretch of
the filthy East River and just north of
the UN complex is Rooseveli Island,
formerly Welfare Island. This was
once a prison complex, but the prison
has been moved to Ryker's Island.
Roosevelt now has two hospitals for
the aged and infirm (Coler Memorial

and Goldwater Memarial), new resi-
dential housing, and (at the southern
end of the istand) the Delacorte Gey-
ser, a waterspout that irregularly
belches a 400-foot piume of boiling
water.

Roosevelt island is linked to Man-
hattan by the Queensboro-58th Street
Bridge (see “Bridges and Tunnels” in
the previous chapter). Running nextto
the bridge is a tramway from the resi-
dential development o Manhattan.
The steel framewaork is of Remarkable
strength and carries subway-sized
passenger cars of Excellent strength.
The two electrical rails that power
these cars inflict Remarkable electri-
cal damage on contact.

DESCRIPTION

The United Nations was created by
51 member nations afier World War 11
Rockefeller donated the iand for its
New York quarters in 1948. The first
buiiding was occupied four years later,
all the rest by 1961. Today 159 nations
belong to the UN—almost everyone in
the world except for Switzerland and
half a dozen minor countries in Africa,
South America, and the south Pacific.
Some small nations do not actually
send representatives because of the
cost. Both Latveria and Wakanda are
members, but Atlantis is not.

The United Nations complex con-
sists of four main buitdings. All are
connected by passageways. The en-
fire complex, including the parkiand to
the northeast, is surrounded by a high
iron fence of Good strength.

The General Assembly Building

This is the low, curved, domed
building where all UN delegates
gather in a huge conference chamber.
The building has seven doors (do-
nated by Canada) that lead to a large
foyer with an information desk (Typi-
cal strength wood). On the foyer wall
hangs a large neediepoint tapestry,
the “Peace Rug.”

To the right of the foyer is a small V-

shaped “Meditation Room.” In the
center of this room stands a block of
iron ore that represents timelessness.
Since heroes in a battie seldom have
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time to meditate, they may want to
know that the block weighs about 400
pounds and is of Incredible strength.
The Meditation Room also includes a
stained-glass window (Feeble
strength) by the famous artist Marc

- Chagall.

The entrance to the Assembly Hall
lies to the foyer’s rear. This chamber
measures 115 feet {one area) by 165
feet {11z areas). At the near, lower
end, it is a bit over 45 feet (the equiva-
lent of 3 areas) high, and at the far end
it rises to 75 feet (5 areas).

The chamber is done in a muted
blue color scheme intended to soothe
harsh feelings (sometimes it doesn’t
work). The back wall, behind the
speaker’s rostrum and the dais seaf-
ing the senior staff, bears the familiar
emblem of the UN. Murals decorate
the side walls.

Tourists view the Assembly mest-
ings from galleries above the floor
Translators sit in glass-walled booths
above the chamber, making simulia-
neous translations of speeches.
Transiations are relayed to earphones
at each delegate’s desk and visitor’s
seat. Listeners can choose any of the
UN’s six official languages—Arabic,
Chinese, English, French, Russian,
and Spanish—using a knob on the

‘headphone console.

The General Assembly meets in
regular session for three months each
year, from late September to mid-
December.

The Secretariat Building

The tall skinny skyscraper behind
the General Assembly is the Secretar-
jat Building. This 39-story structure
holds offices of the many agencies
and organizations the UN either ad-
ministers or supervises. See “UN
Councils and Agencies,” below.

The Secretariat is made of Vermont
marble (Excelient strength) with glass
and steel parnels {Feeble strength).
The building has 18 elevators, a medi-
cal center, and a cafeteria. '

Over 5,000 employees work here,
including 235 guards. (Treat these as
police officers; see the next chapter,
“New Yerk’s Finest”’) Others are
translators, press attaches, printers,



lawyers, and tour guides in colorful
native dress.

In front of the Secretariat Building
stands a marble fountain bearing an
abstract sculpture of the modern vari-
ety that brings puzzied frowns or
chuckles to many citizens of Manhat-
tan.

The Conference Building

Facing the East River, the low Con-
ference Building connects to the Gen-
eral Assembily through a wide corridor.

The building is 4 stories tall. The
basement holds recording studios,
printing presses, darkrooms, and
maintenance eqguipment. The first
through fourth fioors hold, respec-
tively, Conierence Rooms, Council
Chambers, Deiegates’ Lounges, and
the Delegates’ Dining Room and an-
other cafeteria.

The three main UN councils meet
on the second ftoor. Each of the three
chambers has walls of Good strength
and furnishings of Typicai strength.

The Security Council chamber is -

blue and gold, with a wall mural. There
is a 200-seat public gallery.

The Economic and Social Council
meets in a plain white room with ex-
posed heating pipes and a large pic-
ture window. '

The Trusteeship Council chamber,
decorated in rare woods, features a
large and beautiful statue of a woman

releasing a bluebird. Made of teak, the  >es

statue weighs 250 pounds and is of
Typical strength.

The functiens of these councils are
briefly described later in this section.

The Dag Hammarskjoid Library

The Library, connected to the Sec-

retariat Building by a corridor but sep-
arated from the others by a wide
conerete piaza (about 4 areas wide), is
named afier the second Secretary-
General of the UN. It is made of mar-
ble (Excellent strength). Over 380,000
books are available for the delegates’
use, as well as newspapers, micro-
fiim, and a huge collection of maps.

Other landmarks in the UN Plaza in-
clude the Statue of Peace, to the
north, and the Peace Bell, in front of
the Conference Building. In a small
park tourists can look out on the East
River.

The whole complex is the work of
architects from a dozen different

SN
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countries, led by Wailace K. Harrison,
Le Corbusier, and Oscar Niemeyer. It
is a beautiful architectura! landmark.

UN Ceouncils and Agencies

The councils of the United Nations
consist of small numbers of member
nations, either elected or permanently
installed, that serve specific purposes
within the larger UN framework.

The Security Council is the real
power at the UN. lis 15 members vote
on all impoertant questions. Five mem-
bers hold permanent seats (the US,
USSR, China, the United Kingdom,
and France); the rest are elected
every two years. Measures require 9
votes to pass—and these must in-
clude affirmative votes from all five of
the permanent members. In this way
the powerful nations keep the others
in line and prevent unfavorable legis-
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lation from going through.

The Economic and Social Council
attempts to improve living conditions
around the world. To this end it con-
siders such questions as population,
the environment, human rights, and

 health.

The Trusteeship Council adminis-
ters and supervises territories tempo-
rarily placed under UN jurisdiction,
such as war zones. !t also works for
the well-being of citizens of “non-self-
governing territories” claimed by
member nations. The only remaining
territories of this type are the US is-
lands in the Pacific.

in addition to its own councils, the
UN has formal relationships with
many other inter-governmental agen-
cies. These include the World Health
Organization, the International Mone-
tary Fund, the cultural organization



UNESCO,
SHIELD.

Because UN member nations were
unwilling to permit SHIELD to exist
without some controls, the original UN
approval of that international law-
enforcement agency included a provi-
sion forcing SHIELD to disband at UN
demand. After Colonel Nick Fury un-
covered the pervasive corruption in
SHIELD (see “SHIELD Headquar-
ters” in this chapter}), the UN exer-
cised this opiion and formally
disbanded the agency.

and, until recently,

Function

The UN Charter, at least nominally
accepted by all member nations, is to
save future generations from war; to
support human rights; to work for jus-
tice and respect for obligations in inter-
national law; and to promote social
progress and better standards of living.

Over the decades since it was es-
tablished, the UN has seidom
achieved these goals. But though it re-
mains basically ineffectual, even most
critics agree that it is better to have it
than not. In some chronicles of alter-
nate futures of the Marvel Universe,
the UN gradually grows more power-
ful and becomes a world government
in deed as well as name. But as with
all the aiternate futures depicted, this
may or may not actually happen.

DIPLOMATIC
IMMUNITY

Delegates and their staffs are not
subject to US legal jurisdiction. This
means they can commit any crimes,
up to and including murder, without
fear of punishment. This also applies
to reigning monarchs visiting from
other countries.

Because of this immunity (also en-
joyed by US envoys to other nations),
the Fantastic Four has never been
able to just haul Doctor Doom into the
local police station. He is, after all, the
recegnized monarch of Latveria, a UN
member nation.

Usually delegates are responsible
citizens who would never commit any
crime. But abuse of diplomatic immu-
nity is, if not commaon, certainly not un-
known. The only thing law
enforcement officials can do is extra-
dite the offender, and hope that he or

she is brought to trial under the home
nation’s laws.

Judges can use diplomatic immu-
nity creatively in scenarios. If the vil-
lain is immune, the heroes who catch
him must decide whether to obey the
iaw and let him go, or punish him and
create an international incident. Both
courses of action can lead to interest-
ing adventures, and the Judge should
be prepared to deal with both.

As a variant of this idea, recall that
the UN complex itself is not in the
United States. Conceivably a villain
might exploit this idea, to escape
prosecution—though in practice, the
UN extradites to the United States or-
dinary criminals caught on its grounds
as a matter of course.

ATLANTIS AND THE
UNITED NATIONS

Allantis has petitioned repeatedly
for membership in the UN, both under
its previous ruler, Prince Namor, and
more recently. Because of the under-
water nation’s warlike behavior, how-
ever, the Security Council has always
recommended against Atlantean ap-
plications. (Membership in the UN is
technically open only fc “peace-
foving” states. This restriction seldom
applies to air-breathing nations, iead-
ing some to attribute the Atlantean
ban 1o racism.)

But Atlantis, like some other non-
member nations, maintains an ob-
servers’ post in the UN Conference
Building. Diplomatically speaking,
this is one step below a consulate; the
five Atlanteans at this post have no
diplomatic immunity and cannoct grant
visas (even if Atlanteans used them),
give asylum, or do anything official.
But their special suite beneath the As-
sembily Building, accessible by a lad-
der in an inconspicuous closet on the
main floor, is immersed in clean, cold
sea water. So it couid sustain the life of
a rogue Atlantean or other water-
breather that the PC heroes come
across. See Campaign Use, below.

NPCs

Names of the delegates from Latve-
ria and Wakanda have not bsen re-
vealed, nor have the names of
Atlantean observers. Names of the
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delegates from other nations are
available in the public library.

Delegates have Typical abilities, ex-
cept for Reason of at least Good level
(one hopes). They have Popularity rat-
ings of 5, Remarkable Resources, and
very high level Contacts in politics and
business.

CRIMES

Never mind that UN delegates
make a living accusing each other of
sundry crimes against humanity. The
UN complex seldom sees much ac-
tual wrongdoing of the comic-book va-
riety. However, when such crimes
occur, they can be Earth-shaking.

Aliens ready to conquer “puny hu-
mans” usually fike to announce their
plans and give the world’s governments
a chance to kowtow before them. The
best place to make such an announce-
ment is the UN General Assembly.

Villainous masterminds somstimes
make threats before the Assembiy.
Typically these threats involve the de-
struction of the Earth or its societies,
unless the member nations pay a
monumental ransom. Since the
United Nations is chronically under-
funded, it would seem unlikely that it
could afiord a ransom. But in the face
of immediate global extermination,
member nations have sometimes
been willing to pool their resources.
Fortunately (?), this international co- .
operation has never proven neces-
sary, since the heroes have always
foiled the masterminds’ plots.

Magneto visited the UN on at least
two occasions during his criminal ca-
reer, both times to demand that the
world be turned over to the rule of
homo superior—mutants. This idea
proved unpopuiar, to say the least.

The Avengers defeated Magneto and
his evil mutants on the first occasion.
The second time, Magnato brought Al-
pha, the so-called “Ultimate Mutant.”
Magneto had created Alpha using tech-
nology he'd discovered beneath the
deserts of the Southwest. (It was left for
him by the master geneticist Mael-
strom.} At Magneto’s command, Alpha
levitated the entire UN complex half a
mile into the air, the better to force the
diplomats’ compliance. '

Alpha, evolving by the moment to-
ward super-human intelligence, finally
saw Magneto for the evildoer he was.



Alpha returned the UN complex to
Earth and wiped the incident from the
memories of all concerned—except
the Defenders and Professor X, who
had focught Magneto. Alpha then
turned Magneto and his evil brother-
hood into infants (temporarily, of
course} and launched himself sky-
ward, to seek his destiny elsewhere in
the universe. Alpha’s current where-
abouts are unknown.

By the way, levitating the UN com-
plex requires CL5000 power.

CAMPAIGN USE

The UN functions best in stories as
either an exotic backdrop or a
jumping-off peint for an adventure that

takes the player-characters else-
where in the world (or off it).

The United Nations, like the Statue
of Liberty, is too well recognized as a
New York landmark to be relocated
elsewhere. Heroes can visit Manhat-
tan from elsewhere and have an ad-
venture at the UN as a “regional
encounter”

The heroes might be visiting the UN

as tourists when the aliens decide {o
land. Hearing alien spear-carriers an-
nounce the upcoming conguest, the
heroes can beat them up in a battle
royal in the General Assembly. But be
careful—if they allow a diplomat to be
injured, it could start a warl Then the
PCs can find a transportation device
on the victims, use it to reach the main

invasion fleet orbiting overhead, and
suddenly the Judge is running a full-
scale outer-space extravaganza.
Heroes might want to visit the UN
without necessarily wreaking ‘havoc
there. They could encounter an Atlan-
tean out of water as part of another ad-
venture. His or her life-support unit is
running low, and the river is too pol-
ivied to breathe. So the PCs must take
their charge to the Atlaniean observ-
ers’ past. Do the staffers there have a
vital mission that will take the PCs to
Atlantis? Only the Judge knows.

71



YANCY STREET

OVERVIEW

This tough Lower East Side neigh-
borhood was the childhood home of
Ben Grimwn, who later bacame the
‘Thing. The teenage gangs here are an
ongeing problem—and a source of
human-interest adventures for PC he-
roes.

THE AREA

The filthiest, most rundown part of
the Lower East Side. For more infor-
mation, see Chapter 2.

DESCRIPTION

Yancy Street starts at a dead end
and ends at another. From a circular
courtvard amid the Seward Park
Houses, it runs southeast across
Thompson Avenue, East Broadway,
Henry, and Madison Streets. After not
quite four blocks, it stops dead amid
the La Guardia Houses, just a brick’s
throw from the Lower East Side Ele-

vated Highway. Yancy Street runs par-.

allel to Clinten on one side and
Jefferson on the other. Appropriately,
this is a one-way street.

A visitor unfortunate enough to
stumble on Yancy Street first notices
the smell: garbage, sewage, dead ani-
mais. All rot the way the whole street
is rotting. :

Derelict cars, stripped of tires, rust
by the curbs. Spilled garbage cans
draw alleycats and wild dogs. Graffiti
defaces every street sign; Yancy
Streeters don't like directions. Every
wall carries its share of graffiti, too;
Yancy Streeters don’t like clean
spaces.

Brick tenements, beoarded over and
barely standing, shelter no one but
junkies and teen gangs. In better days
Ben Grimm lived in one of these. The
superintendent, Mr. Knudsen, went to
prison for strangling Mrs. Knudsen.
That's the kind of neighborhood this
was.

The Gangs

It stili is, only worse. Today, gang
warfare has amplified the traditional
blights of poverty, addiction, distorted

family ties, and crime. Ben Grimm
cails Yancy Street “a pile of junk”’

Most teenagers and young men on
Yancy Streef join one of many kid
gangs. These organize along racial
and ethnic lines and often survive for
genegrations.

The higgest, straightforwardly
named the Yancy Strest Gang, ex-
ceeds 120 members. It meets in the
basement of the tenement where Ben
grew up. Now the building is aban-
doned, except for the gang members.

Ben Grimm’s older brother Dan be-
longed to this gang, but he died in a
rumble when Ben was eight years oid.
Despite this example, Ben grew up,
joined the gang, and eventually led it
himself. Onily when his parents died
and he moved away from Yancy Street
did Ben finally begin to straighten out.

The Yancy Street Code

The Yancy Streeters have always
taunted Ben Grimm ever since he be-
came famous as the Thing. Their ha-
tred springs from his violation of the
code of Yancy Street: Never leave.

“Anybody can make it out there, in
the soft life,” says one gang member,
“The trick is ta stay here, stay right
here, an’ make it. An’ survive.”
" Heroes who want to help Yancy
Streeters solve their problems, or pry
youths away from the gangs, have to
face this sick attitude and defeat it.
One gang member at a time,

NPCs

Statistics for gang members, typical
“Young Thugs,” are on page 63 of the
Judge's Book. Gang ieaders may be
older, with stats as the full-grown
“Thug” on page 62 of that ruiebook.

CRIMES

Name the petty crime, Yancy Strest
has suffered it for decades. Now gang
members murder one another with
sub-machine guns for shares of the
drug trade. The killers strike quickly,
against the rival gang’s headquarters
or agther meeting place. They saturaie
the area with gunfire for perhaps ten
seconds {two turns), then drive away
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attop speed. It all happens so fast that
heroes usually can’t do anything but
clean up.

CAMPAIGN USE

Manhattan: Gang warfare is a
growing problem in society. Yancy
Street brings this problem home to PC
heroes who want a charge of pace
from siopping bank robberies or res-
cuing the galaxy. Heroes wandering
Yancy Street can befriend a picked-on
kid (who becomes a hero's sidekick)
or tough dog {(who becomes a team
mascot).

‘Since a lot of Yancy Streeters be-
come criminais, the criminals in other
parts of the city may well come from
Yancy Street. The Judge can put their
families there. Heroes who want to
find a villain's whereabouts, motives,
or secrets could investigate his or her
family. This gives the Judge a chance
to flesh out a villain and make him
more than just a costume and some
powers.

Other Cities: Yancy Street is easily
transportable. Every city has a tough
neighborhood like this one.
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NEW YORK’S
ORGANIZATIONS

When running super-heroic role-
playing adventures, MARVEL SUPER
HEROES™ Judges often throw cops,
thugs, and stoolies into their stories.
Judges don’t need statistics and
write-ups for these spear- carriers;
they’re usually just obstacies or plot
devices to convey information to the
player characters.

Still, organizations employ these
people. And a lot of organized spear-
carriers add up to an army that even a
super human has 1o notice. Judges
who give these organizations an ac-
tive role add new depths to their cam-
paigns. And as the organizations
interact, new piot ideas spring up.

FORMAT

This section details a few of the es-
tablished organizations that play a
part in adventures in Marvel Uni-
verse’'s Manhattan. The listings de-
scribe each organization under the

following headings:
Background: what the Judge
needs to know about the organization.
Metives: its beliefs, obiectives, and
purposes. These indicate the reasons
the organization gets involved in an

adventure and the evenis it sees as -

opportunities.

Methods and Income: usual activi-
fies and how it goes about achieving
its goals. This can indicate how often
the organization does something that
brings it to the PCs’ attention.

Parsonnel: the organization’s typi-
cal and notable employess, their skilis
and equipment, and the way they ad-
vance in the group’s hierarchy.

Story Function: the organization’s
usual role in adventures. Judges who
want to improve their storytelling
abilities should examine this section
closely. Also, study the Adventure
Book scenarios that use these organi-
zations.

ABOUT
ORGANIZATIONS

There are many organizations in
Manhattan and the Marvel Universe.
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Some are coverad in the Hotspot list-
ings in previous chapters (e.qg., Em-
pire State University) or in other
MARVEL SUPER HEROES™ game
suppiements.

These supplements also describe
many of the organizations most often
seen in Marvel Comics, small groups
of super-powered heroes ar villains.
This supplement is concerned with al-
Hiances of (usually) ordinary human
beings.

Many, like the Sanitation Depart-
ment or Postal Service, seidom figure
it super adventures . . . though the
Judge can take that as a challenge,
not a taboo. (Let's ses, a magical amu-
let accidentaily gets thrown out in the
trash, and the heroes have to scour
every garbage truck in Manhattan to
find it. Yeahl)

The organizations described here
provide springboards for many role-
playing scenarios. These include the
MNew York Poiice Department; the or-
ganized crime “families” coliectively
known as the Maggia; and Damage
Control, a business specializing in re-
pair and restoration of progerty dam-
age that occurs in super-powered
hattles.



DAMAGE CONTROL

A world in which super humans do
their thing is exciting, but it can also
be dangerous and frequently devas-
tating. Damage Contro! is a profitable
Manhatian company that cleans up
damage after super battles. '

BACKGROUND

Damage Controf has been around
for at least 17 years, long before the
modern age of super humans. Its di-
rector of operations, Anne Marie
Hoag, established many powerful so-

cial connections as a catastrophe spe--

cialist using advanced technology.

In one of her early triumphs, Dam-
age Control prevented the Lincoln
Tunnel from collapsing. Though the
government kept this near-disaster
out of the news, Mrs. Hoag sarmed a
tot of favors. (Not untii much later did
anyone find the cause of the near-
collapse: excavations beneath the
Earth’s surface by then-undiscovered
Subterraneans led by the Mole Man.)

When the Fantastic Four and the
Avengers, the first groups of super-
powered heroes of the modern age,
set up shop in Manhattan, Mrs. Hoag
foresaw the potential damage their ac-
tivities might create. She bid iow to ob-
tain Damage Control’s first job for the
heroes themselves: restoring Tony
Stark’s townhouse (later Avengers
Mansion) afier the first battle between
the Avengers and the Masters of Evil.

Shortly afterward, Mrs, Heoag called
in favors at Stark Internaiional and
Fantastic Feur, inc. Obtaining the best
construction and debris-removal tech-
nology then available, Mrs. Hoag went
to New York City’s Board of Estimats
1o propose her new “premium repair
service.” The city government ex-
pressed little interest in her propeosal
until Prince Namor led Atlantis’s first
invasion of Manhattan. The resulting
damage convinced many board mem-
bers of the value of Mrs. Hoag’s serv-
ice, and the first bailie between the
Thing and the Hulk removed all doubt.

Since then, Damage Control,
among many competitors, has re-
ceived the most lucrative repair con-
tracts with the city and its insurance
companies. The public is not gener-

ally aware of the company’s exist-
ence, but those who are hold Damage
Control in high esteem. The firm has
an excellent reputation, and though
some of its activities are technically il-
legal {see below), law enforcement of-
ficials look the other way.

The company is based in the Flat-
iron Building, a peculiar Renaissance-
style structure famous as one of the
first skyscrapers built in New York.
The 21-story building, built in 1902,
derives its name from its triangular
shape. The Flatiron Building is built of
brick and limestone (walls of Good
strength).

Address: Broadway and Z23rd
Street, on the south side of Madison
Square, '

MOTIVES

Damage Control accepts any as-
signment related to its specialty. Its
goals in all cases are a reascnable
profit and restoration of grder to the
city—not necessarily in that order, but
that depends on whom one is talking
1o in the company.

Damage Controi’s contracts with
the city and with numerous insurance
companies allow it to recover ex-
penses in almaost all cases, When this
fails, comptroller Albert Cleary has
proved adept in recovering fees by
other means. (He once went to the
Latverian Embassy to get Doctor
Doom to pay off his delinguent ac-
count.)

METHODS AND
INCOME

Damage Control confines its activi-
ties exclusively to repair of damage or
prablems created by super-human be-
ings. it repairs skyscrapers, sireets,
and monuments. It disposes of alien
spacecraft, giant robots, super-
science hardware, and magical de-
vices. It cleans up residual energies
from high-tech super battles.

All objects Damage Control recov-
ers are disposed of through public
auction or held in one of Damage Con-
trol's two warehouses. The first is in

74

the Garment District; the other, much
larger, warehouse lies across the Hud-
son in Elizabeth, New Jersey.

Speed of service is Damage Con-
trol’s hallmark; most problems are re-
paired within a day. Such problems
are all crises, and clients are willing to
pay crisis rates. Working under a high
budget ceiling, removal and restora-
tion crews use anti-gravity units, heli-
copters, and (rarely} low-power
disintegration units to clean up debris.

Who pays for this? Taxpayers or in-
surance companies cover damage in-
curred by minor heroes and villains. A
fraction of all taxes paid by New York
businesses goes into a “superfund”
for this purpose.

Government-approved hero groups
such as the Fantastic Four and the
Avengers are required by law to post a
surety bond with the city covering re-
pair expenses. Independently wealthy
heroes (e.g., Moon Knight and Profes-
sor X) often pay out of pocket for dam-
age they’'ve causad.

Major catastrophes are covered un-
der FeDAS, the Federal Disaster Area
Stipend. New York is prone to so many
super-human conflicts that Congress
considers it a permanent disaster
area. _

Then there are the viliains. - Here
Damage Control operates in shadowy
legal territory, for they quietly maintain
refations with recognized criminals.
The Kingpin, for exampte, finds it use-
ful for Damage Control to dispose of
the debris from his failled projects,
rather than letting, say, the district at-
torney sift through the evidence.

Damage Control also runs a “lost
and foeund” service for super humans,
The firm finds all kinds of gadgets,
magical devices, and power totems in
the rubble of a battle site. The heroes
and villains who lost these come to
Damage Control to regain them—for a
token fee, of course. The company is
technically an accamplice 1o crimes
that such villains might commit later
using their gadgets.

But Damage Control views these
quasi-legal activities not as abetting
crime, but as services to clients, no
guestions asked.



PERSONNEL

Bamage Control employs less than
106 workers full-time. However, it
maintains priority-call contracts with
dozens of other construction, sanita-
tion, and repair firms. Because it pays
the same premium rates it coliects
from clients, Damage Control can mo-
bilize up to several thousand workers
with a few phone calls.

Mrs. Hoag is also known to call in fa-
vors during emergencies. She can en-
list occasional aid from sorcerers,
telepaths, xenologists, and demoli-
tions experts.

Damage Control staffers, though
experts in their fields, have no super-
human powers. Their only extraordi-
nary trait is their composure in the
face of extreme weirdness. No matter
what heroes, villains, aliens, or
higher-dimensional entities they
aencounter, the staff of Damage Con-
trol remains unflappable and profes-
sicnal.

In most adventures with Damage

Control, a Judge needs only the cen-

tral ofiice staff. These are described
below.

John Porter

Account executive
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Health: 28 Karma: 56
Resources: Ex{20) Popularity: 1

John Porter acquired his nickname,
“Gee Pay,” at the University of Michi-
gan. lt started as a simple spocnerism
of his initials, but the nickname tock
on new meaning when he graduated
and became a successful insurance
adjuster. “Gee, could you pay this,
John?”’

Porter became aware of the busi-
ness possibilities in a world populated
by super-powered beings when the
Shi'ar warrior Gladiator battled the
Fantastic Four in downtown Manhat-
tan. At one point Gladiator knocked
the Thing through ten automobiles—
tengthwise!

One of the car owners was a client
at Porter’s insurance company. The
client survived the accident, but at
first her company refused to pay re-
placement costs for the wreck. (Scme
insurance companies have “Acts of
God and Super Humans’ exemption
clauses.) Porter risked his job by pay-

[ GPHE RATIRON BUILDWG,
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ing the damages under the “collision”
clause.

Upset at his company’s conduct,
Porter started his own one-man bro-
kerage house for construction and en-
gineering companies, “Chaos
Reductions.” He specialized in super-
power damage, and soon became so
competitive with Damage Control that
Mrs. Hoag hired him herseif.
Appearance: Black hair, black eyes,
61", 195 Ibs. Trim build, piercing
gaze, pleasant but slightly smug man-
ner. ;
Talents: History, insurance law, crea-
tive problem-solving (Incredible abil-
ity), some athletics.

Typical Dialogue: "I don’t see why
we have to reroute traffic around the
wreck. It's a spaceship, after all. it
must have access ramps all around.
Send the cars in one side and out the
other”’

Story Function: As a non-player
character, Porter should not exercise
his talent for solving problems too of-
ten. After all, the players should be the
ones who get to show off! But if the
PCs get stumped by a scenario, Por-
ter can stumble on a partial solution
that gives the PCs a hint toward fur-
ther progress.

Porter could also provide a roman-
tic interest for female player charac-
ters.

75

The Judge should keep Porter’s
smug behavior fairly restrained, since
he is basically a sympathetic charac-
ter.

Robin Chapel

Traffic manager
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Health: 24 Karma: 60

Resources: Ex(20} Popularity: 2

Robin Chapel attended Barnard
College on an ancnymously funded
Political Science schofarship for “a
bright woman with unusual interests.”
Since the scholarship called for
drama, business management, com-
puter science, and calcuius classes
as well as political science, Chapel
was the only applicant.

After she graduated, Chapel met
the patron who funded her scholar-
ship: Mrs. Hoag. A Barnard graduate
herself, Mrs. Hoag promptly hired
Chape! as a Damage Control iniern.

Chapel has since rotated through
nearly every job in Damage Control
and has excelled at all of them. The
common wisdom has it that Mrs. Hoag
is grooming her to one day take over
the firm.

Chapel enjoys her job, but not be-
cause she gets to hang around with
super humans. Their world-shattering
confiicts fill her with mild apathy. She
would enjoy the work even at a mors -
conventional construction firm.

When Chapel had been traffic man-
ager at Damage Control about as long
as she cared to be, she felt she was
ready to become account executive
next. When John Porter got that job,
she felt some resentment. But she
soon recovered, and now the two are
friendly (though perhaps nct as much
as Porter would like).

Appearance: Blonde hair, blue eyes,
5’6", 125 Ibs. Generaliy amiable man-
ner, but moody.

Talents: Planning, logistics, acting,
judo {Martial Arts A), environmental
politics.

Typical Dialogue: “l've called in a
magnetic containment vessel for the
anti-matter units. We’'ll need a new
power line out to the warehouse to
keep it bottled. Who's for lunch?” .
Story Function: Chapel can bring in
bulldozers, cranes, anti-grav units,
helicopters, or anything else Damage
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Control needs at ten minutes’ notice.
Chapel could also provide a roman-
tic interest for male player characters.

Anne Marie Hoag

Director of operations
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Health: 24 Karma: 60
Resources: In(40) Popuiarity: 10

Mrs. Hoag believes one’s personal
history should not be available for
public discussion.

Appearance: Gray hair, blue eyes,
5'3”, 135 Ibs. Overweight but always
nicely dressed.

Taients: Disaster management, art
appreciation, networking. Mrs. Hoag
has been known to throw parties for
New York’s “Four Hundred” elite fam-
ilies.

Contacts: Mrs. Hoag is among the
most weli-connected individuals in the
Marvel Universe. Her Rolodex in-

cludes unlisted numbers for 70 US
Senators, 337 Representatives, as-
sorted Cabinet officials, and a direct
line to the President. She has never
revealed why she is on a first-name
basis with most of the titans of indus-

try, finance, government, the arts, and

law enforcement. _

Typicat Dialogue: “So giad to see
you. My, what a lovely costume.”
Story Function: Mrs. Hoag couid calil
in the PCs to help with a problem (or
have their friends or employers call
them for her}. Since her background
remains mysterious, the Judge can
assign her nearly any role or connect
her to any character in the campaign.

Albert Cleary .
Comptroller {financial supervisor)
F A &8 E R | P
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Health: 24 Karma: 26
Resources: Ex(20) Popularity: 2
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Appearance: Dark brown hair, brown
eves, 6’3", 180 lbs. Erect posture, ex-
pensive and faultiess wardrobe. It is
known thai Albert is missing two toes
on one foot, but he has never ex-
plained why.

Talents: Finance and budgeting (both
Remarkable level), men’s fashion
{(Monstrous level), liability law, corpo-
rate and city politics, modern jazz.
Typical Dialogue: Often laced with
his caustic wit. “Did you know this op-
eration is 12% over budget? 1 take it
you’re saving up for Christmas shop-
ping. Wrap it up or Santa will leave a
lump of coal in your Christmas bonus
check.”

Story Function: Cleary provides
acerbic commentary on the piayers’
failed actions. He can veto those acts
that the Judge does not want the play-
ers to iry, on grounds of budget over-
runs or “untit i can check with Legal.”



Gene Strausser
Head of Research & Development
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Resources: Ex(20) Popularity: 0
Strausser was born in Santa Bar-
bara, California, near some of the na-
tion’s largest defense contractors. He
aiso worked in Santa Barbara, appar-
ently as a researcher for the US Gov-
ernment, before coming to Damage
Control. But he has never revealed
the nature of his previous employment
nor why he left it, and much of his past
is still classified. _
Appearance: Brown hair (balding),
brown eyes, 5’6", 175 lbs. Thick
glasses, chunky build, nervously
friendly and curious manner.
Talents: Computer programming,
gadgeteering, robaotics, spacedrives,
materials science, math, mechanical
engineering, security systems, death
rays, xenotechnology, and nearly
every physical science.
Typical Dialogue: Prone to non-

sequiturs. “This appears to be an

advanced phase-modulated dimen-
sional navigation device. Not unlike
the IRT subway route. Did vou hear

they're thinking of raising the fares .

again?”

Story Function: Gene is Mister Know-
l-All and can tell the players anything
they want fo know about strange de-

vices. Use him for comedy relief. His

R&D faciiity in the sub-basement of the
Flatiron Buiiding is a source of axotic
technological plot devices.

Lenny Ballinger

Head foreman
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Health: 32 Karma: 26

Resources: Ex(20) Popularity: 0
Ballinger was cne of Mrs. Hoag’s

first employees. He has been at Dam-

age Control longer than anyone else

except Mrs. Hpag—17 years. He has -

been head foreman for 13 years. In

that time he has never been known to .

lose his temper, even when his em-
ployees root through the artifacts left
behind after a super battle and sud-
denly “have an origin”’—bhecome
super humans themselves. ‘“We lose
more employees that way. . .

Appearance: Brown hair {gray at tem-

ples), black eyes, 510", 200.1bs.
Slouching posture, tobacco breath.
Lenny is tired of being told he looks
like actor Lee Marvin,

Talents: Construction, demolition, res-
toration, remodeling, getting overtime
for his workers, bowling, drinking.
Typica! Dialogue: “There’s nothing
about neutronium in the union con-
tracts. Sounds like hazard pay o me.”
Story Furniction: Ballinger is the Dam-
age Control staffer most often found
on the battle sites themselves. He
may be the first Damage Controlier
the PCs meet after their own battles.
He lends scenic color to a clean-up ef-

fort, and his unflappable manner pro-

vides occasional comic refief.

Anne

Last name unrevealed

Receptionist
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Health: 24 Karma: 30

Resources: Ex(20) Popularity: 3
_In a iot of companies the reception-

ist keeps the whole operation to-

gether. At Damage Control everyone

is pretty much on top of his or her job,

so Anne has plenty of leisure time.

She spends it buffing her nails and

talking on the phone. Bui she does a

good job of keeping communications

lines open and putting people in touch

with each other.

Now and then peopie wonder why
Anne doesn’t go into modeling or the
movies. iI’s because models and
movie actresses don't get to spend all
day buffing their nails and taiking on
the phone.

Appearance: Black hair, black eyes,
510", 135 Ibs. Gorgeous and gor-
geously dressed. Aloof, confident
mannet.

Talents: Conversation, diplomacy, ad-
ministration, fashion, cosmetics.
Typical Dialogue: “So he said to me,
'l hate to bathe alone, and | told him,
"Then buy a rubber duck, just leave
me alone’—just a minute, Bridgette—
can | help you?”

Story Function: if the PCs don’t meet

‘Lenny Ballinger first, Anne will be their

first contact with Damage Control. Her
constant phone conversations can be
arunning gag. Male PCs may be inter-
ested in her romantically, but she is
not likely to reciprocate.
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Henry Ackerdson
Marketing vice-president
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Resources: Ex(20) FPopularity: 0
Ackerdson is not as well-connected
as Mrs. Hoag, but he does all right. He
sits on the board of directors of New
Universe Pictures, and he exchanges
Christmas cards with hundreds of law-
yers, record producers, and even
some super-powered heroes,
Appearance: Black hair, brown eyes,
5'5", 145 [bs. Pudgy. Fast talker with a

- really, really sincere manner.

Talents: Marketing, networking, fast
taiking, getting into trouble, getting
people to get him out of trouble.
Typical Dialogue: “Spaceship
crashed in Central Park? What, you
want to remove it? Stop, ieave it. Lis-
ten, how does this sound: "Astroland
Amusement Ride Hey?”

Story Function: Whenever he sees
the PCs, Ackerdson comes up with
hare-brained marketing or promo-
tional schemes that work as comedy
relief. His extensive contacts in the
entertainment industry can lead to
new careers for heroes who want to
retire from the campaign.

John “Bart” Rozum

College student,

Damage Controi intern
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Health: 36 Karma: 18
Resources: Good(10)  Popularity: 0

Bart Rozum speaks in almost reli-
gious terms of his early rescue from a
mine shaft by a genuine super hero.
He was a child at the time, and other
witnesses could not identify the hero.
Since then he has obsessively studied
the super-human community, partly to
find out which hero saved his life. He
hasn’t found a satisfactory candidate
yet, but he is very happy io share his
reasoning with anybody who asks (or
who may be about to ask).

Rozum attends New York University,
majoring in Urban Planning, and re-
celves college credit for his work at
Damage Control. He keeps track of the
lost-and-found section, makes photo-
copies, gets the mail, runs errands, and
furnishes—with or without being
asked—data about super-beings to the



staffers at Darmage Control. Sometimes
the data is even relevant.
Appearance: Red hair, brown eyes,
65", 190 Ibs. Wiry build, freckles.
Wears jeans with holes in the knees,
sneakers, and baseball cap.

Talents: Athletics, urban planning,
driving fast. Rozum’s knowiedge of
super-beings is much too extensive
for any sane person.

Typical Dialogue: “Say, that gun
locks a lot like the one used by the
third Mister Fear—not the first, who
was Zoltan Drago, an amateur scien-
tist who ran a wax museum and
worked with the original Eel and the
original Ox, and not the second, who
accidentally died in a battle with Dare-
devil and later became Machinesmith,
but the third, who—"

Story Function: Though his work at
Damage Control is a dream come true
for Rozum, he is no more flustered by
super-humans than anyone glse in the
firm. The Judge might introduce a
subplot in which Bart, consumed by
curiosity, tries to track down a PC’s se-
cret identity.

Jay Dixon
Security guard, Flatiron Building
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it takes a special kind of person to

guard the building housing Damage

Control—at least, so says Jay Dixon,

who does it. Jay has no super powers,
but has to handle Iots of visitors who
do. Luckily, they hardly ever make
frouble.

The hardest part of the job is getting
super-powered villains to check their
ultra-powerful devices at the desk.
The villains usually ignore the re-
quests. Jay has learned not to press
hard.

Appearance: Biack hair, black eyes,
510", 165 Ibs. Standard blue security
outfit. Casual posture (not quite a
slouch), amused manner.

Talents: Security systems, guns,
wrestling, keeping calm.

Typical Dialogue: “I'll bet vou're
looking for Damage Control. Sixth
floor. Sorry, but you’'ll have to leave
your flaming mace here at the desk.”
Story Function: Jay is a minor comic
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encounter on the way to Damage Con-
trol headquarters.

STORY FUNCTION

By iis nature, Damage Controf does
not get invoived in most adventures
untit after the fighting is over. There-
fore, the Judge will probably use the
staffers as interim encounters be-
tween adventures. As some of the list-
ings point out, the various employees
can become emotionally involved with
suitabie PC heroes. Mrs. Hoag is a
valuable contact for the PCs, since
sha knows everybody who is anybody.

Heroes may get visits or phone calls
from John Porter or Albert Cleary, who
want {0 collect fees for the destruction
the heroes caused. These can be run-
ning gags or annayances for the PCs.
And sometimes a c¢lean-up operation
can be a springboard 1o a new adven-
ture, as Lenny Ballinger’s workers un-
cover some bizarre device a defeated
villain left behind.

And remember: Nobody at Damage

. Control is fazed by the extraordinary.
It's just part of their job.




'NEW YORK’S FINEST: THE POLICE

BACKGROUND

The Federal Bureau of Investigation
reports that in New York in 1987, there
were over 5,900 crimes committed per
100,000 population. This is by far the
highest rate of any northeastern state.
The robbery rate in New York is more
than twice the national average,
higher than any state,

New York City contributes a lot to
this rate. To combat crime, the ¢ity em-
ploys thousands of peace officers. If
they did their job better, there might be
no need for super heroes. But the po-
lice do their best, and in the Marvei
Universe they often face dangers far
above the call of duty.

MOTIVES

Like all police forces, the New York
Police Department is charged with
maintaining order and investigating
breaches of the law. But to polive offi-
cers around the city such tasks can
mean different things.

The principal styles of law enforce-
ment are the legalistic style {(all laws
rigidly enforced to achieve a single
standard of community behavior); the
waftchman style (using the law to keep
the peace rather than promote legal
reform); and the service style {using
community social pressure instead of
taw to prevent or punish minor ol-
fenses).

Styles vary from precinct to pre-
cinct, or even officer to officer. If a cou-
ple of cops drive up to a crime scene
and see Spider-Man, ons may try to
arrest him while the other just thanks
him for beating up the crooks.

In generai, New York's vast size
makes the watchman style the only
practical option. In other words, New
York’s Finest mainly try to keep the
city running smoothly, not promote an
agenda. Less than one reported inci-
dent in 40 leads to arrest.

METHODS AND
INCOME

The NYPD is funded by taxpayer

dollars ailocated in the annual city
budget. The department also runs
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charity fund-raising events for pen-
sion funds and the like; heroes who
like to stay on the good side of the law
often appear at these events.

PERSONNEL

The Mayor appoints a police com-
missioner to run the department. The
name of the commissioner in the
Marvel Universe has not been re-
vealed, but he is being blackmailad by
the Kingpin and does what the crime-
tord tells him to de.

Under the commissioner are sev-
eral deputy commissioners, in charge
of administration, juvenile crime, legal
matters, licensing of officers, policy,
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and public relations. The commis-
sioner and deputy commissioners op-
erate out of Police Headquariers on
Park Row on the Lower East Side, at
the foot of the Brooklyn Bridge.

Then come over 80 precinct cap-
tains, each responsible for one arsain
the five boroughs. No “typical” pre-
cinct exists; they come in all sizes,
types, and areas.

A captain has several plainclothes
lieutenants, often detectives. Then
come the sergeants, who are often ei-
ther young detectives on their way up
or old beat cops who got staiied on the
ladder of progress. And finally come
the “uniforms,’ the officers whao drive
the streets and go out on calls,



Officers are not formally unionized,
but - they have formed organizations
that serve some of the same functions
as a union, Officers do not go out on
strike, but informal “sickouts,” where
large numbers of officers call in sick,
serve as a protest mechanism.

Recruitment and Training

A police recruit must be between 21
and 35 years old, a high school gradu-
ate, and a US citizen, and must have a
driver’s license and a clean criminal
record. Nine out of ten recruits are
male.

Recruits train at the Police Acad-
emy (235 E. 20th Street at Second Av-
enue) for 16 weeks. They learn law
enforcement skills and combat and
driving techniques. Once graduated,
the “rookie” is assigned to a field-
trained officer (FTO) in a precinct and
spends six months on probation.
Thereafter the officer can take civil
service qualifying exams to become
gligible for promotion. Headquarters
awards promotions to eligible officers
based on seniority, ability, heroism,
and politics.

Other Divisions

Separate pranches within the
NYPD take charge of traffic control,
bridge and tunnei patrol, and harbor
patrol. There are motorcycle divisions
and emergency divisions, as weli as
heavily armed SWAT (Special Weap-
ons and Tactics) teams that handie
hostage crises and the like. The police
department also maintains stables of
horses for mounted patre! in Central
Park and other parks, and it keeps a
canine division of dogs (usually Ger-
man shepherds) trained to sniff out
drugs or track fugitives.

Lieutenant Kris Keating operates a
Special Weapons Force out of Police
Headquarters. This 75-officer emer-
gency team attempts to handle super-
powered villains. In a confrontation
with one, Keating claimed the squad
has “‘enough firepower to sink an air-
craft carrier”

Actually, this is almost true. The
SWF commands dozens of military

LAWSs, flamethrowers, and heavy artil-
lery. And it employs several high-iech
weapons manufactured by Stans In-
ternational (formerly Stark Interna-
tional) or bought as surplus when
SHIELD was disbanded. These in-
clude two stun cannons, three con-
cussion cannons, and—the prize of
the NYPD—a single, precious Plasma

Beam. Mowever, the lorce does not-

know how to maintain these complex
devices, so it uses them sparingly.
{For statistics, see pp. 42-43 of the
Player's Book.)

The SWF’s most advanced devices
are six Stane-designed “nullifier har-
nesses.” These intricate metal strait-
jackets have Remarkable Nuliifying
Power (Player’s Book, page 76) with
Feeble range. But each of the six har-
nesses works against only one cate-
gory of powers: heat, cold, force field,
size change and shape-shifting, invisi-
bility, and maitter control. Each har-
ness is only of Good material, so they
are often out for repair or recondition-
ing.

Kris Keating is a burly, slightly over-
weight man of average height. He has
unruly, receding gray hair, dresses in
cheap suits and a dirty overcoat, and
has no love of super-powered heroes
or villains. But he is a conscientious
officer and a caring man.

NOTE:The real Kris Keating was
murdered several years ago by the
professional assassin known only as
Foreigner; A master of disquise, For-
eigner took Keating’s place in the
SWF. Later, Foreigner made imper-
sonating Keating a iraining assign-
ment for recruits in his disguise corps;

over two dozen different employees of

Foreigner have pretended 10 be Keat-
ing over the past few years; so far, no
one has noticed the deception, a trib-
ute to Foreigner’'s skills and training.

Service Division

The NYPD employs vast numbers of
support personnel: vehicle mainte-
nance crews, forensic pathologists, fin-
gerprint ID technicians, secretaries, lab
workers, data entry and file clerks, ana-
lysts, consultants, and so on.
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The department couldn’t do the job

- without them. But they seldom figure

in adventures.

Statistics

Typical officer

F A S E R | P
Gd Gd Ty Gd Ty Ty Ty
Heaith: 36 Karma: 18
Resources: Good(10) Popularity: 4
Talents: Law Enforcement, surveil-
lance, shadowing.

Equipment: One .38 revolver with 3-
inch barrel; two speedioaders or
ammo clips; flak jacket; handcuffs;
walkie-talkie with city-wide range; billy
ciub; flashlight; uniform and Sam
Browne belt to hold the equipment.
Notes: Plainclothes detectives have

‘the same statistics and equipment,

except that they do not carry a billy
ctub or flashlight. Plainclothesmen
have Criminology and Detective skills.

SWAT/Speciai Weapons Force Op-
erative

F A S8 E R | P

Ex Gd Gd Ty Ty Ty Gd
Health: 46 Karma: 22
Resources: Good(10)  Popularity: 4
Talents: As the typical officer’s above,
plus Marksmanship.

Equipment: As the typical officer’s,
plus riot gun (see Flayer’s Book, p.
42).

Police vehicles

Statistics for police cars, vans, and
SWAT vans are given on page 48 of
the Player’s Book. The NYPD also em-
ploys battle copters, described on
page 49 of that book. But these are
seldom seen in adventures with PC
heroes.

STORY FUNCTION

The uses of the police in a super-
heroic campaign are obvious. They
take petty crooks oft the PCs’ hands;
they get threatened by major villains
and the PCs rescue them; and they in-
vestigate mysteries offstage, giving
the PCs exposition or vital clues as
necessary.



THE MAGGIA

The Maggia is the worid’s most pow-
erful criminal organization. It controls
most drug traffic, illegal gambling, ex-
tortion rackets, and other illicit activities
in the United States. It aiso influences
various Iabor unions and politicat offi-
cigls. The Maggia has diversified into
many iegitimate businesses.

Not a monolithic organization, the
Maggia is a hierarchy of independent
- groups called “families.” The leading
members of most families are joined
by familial or marital ties. Members of
Maggia families may not be related,
but they have nearly always grown up
together, are closely acquainted, and
distrust “outsiders” to the family.

This entry describes the three Mag-
gia families prominent in New York
City: the Silvermane, Hammerhead,
and Nefaria families.

The Maggia’s power has weakened
in the United States over the last dec-
ades, primarily because of aggressive
pursuit by the FBI and super-powered
heroes. And its influence along the Atl-
lantic seaboard has dwindled consid-
erably since the Kingpin’s criminal
organization rose to power. The Pun-
isher has claimed that the Kingpin has
taken over 80% of ¢riminal activity on
the East Coast.

But though the Maggia may be on
the run in the United States, individual
family leaders remain powerful, and
the Maggia can still be a springboard
for many adventure scenarios.

BACKGROUND

The Maggia originated in southern
Europe in the thirteenth century, partiy
in response o a series of oppressive
foreign governments. These foreign
rulers paid little attention to native tra-
ditions. Perhaps in reaction, the Mag-
gia leaders adhered closely %o
traditions of personal honor and fam-
ily loyalty, traditions still nurtured to
this day high in the Maggia hierarchy.

MOTIVES

The Maggia is a business, and it is
run as a business, to make profits. Mag-
giosi undertake any activity that will
bring in money. For instance, the Mag-

gia has made great profits in disposal of
toxic chemical wastes. Companies that
don’t want to pay the high costs of dis-
posal by legitimate means contract with
the Maggia to dump the wastes
cheaply. Of course, the Maggia makes
no guaranteas to dispose of them in an
environmentally safe place.

Individuals within families also hope
to win prestige and gain power in the
family. They achieve status by bring-
ing in money, carrying out difficult as-
signments, and maintaining the honor
of their families.

Honor is vital to the Maggia, Family
memizers must honor their elders and
relatives, be truthful in dealings with
one another, and maintain social rela-
tions with the family. Perhaps most im-
portant, honor requires the family
members 10 protect secrets.

All Maggia families enforce a strict
code of secrecy among their mem-
bers. Those who betray this code are
marked for execution. The Maggioso
assigned the task grasps the victim by
the chin in the so-called “Maggia

_ touch.” The victim usually does not

survive the day.

METHODS AND
INCOME

Maggia families divide the world
into “tarritories.” A Maggioso does not
operate in a rival family’s territory with-
out permission. They adminisier terri-
tories from home cities; in the US,
Maggia base cities include Chicago,
Detroit, Milwaukee, Tampa, Toledo,
Los Angeles, Seaitle, and others—as
well as New York, of course. Some ¢it-
ies are “open,” meaning any Mag-
gioso can operate there without
permission. Miami and Las Vegas are
both open cities.

Different families specialize in dif-
ferent forms of crime. For instance,
the Silvermane family is deeply in-
volved in the narcotics trade; Ham-
merhead, in extortion and
loan-sharking; Nefaria, in blackmail,
industrial espionage, and supplying
equipment to terrorists.

Income from these operations is
hard to estimate, but it must be sub-
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stantial. The Maggia generaliy relies
on a steady stream of income from
petty crime and systemic cerruption,
rather than big operations with high
profiles. A here is uniikely to encoun-
ter ane of these “big heists” more
than every year or 50,

Maggia tradition being what it is,
most families rely on tried and true
methads of enforcement: intimidation,
property damage, legbreaking, kid-
napping, and contract assassination.
But in New York City, the Maggia fami-
lies have broken with tradition to
counter the threat posed by super he-
roes. They often employ super-human
agents, futuristic weaponry, even ro-
bots in the struggle.

The Nefaria family in particular has
led the way in this trend; its member-
ship is youniger than is typical, and (in
defiance of all tradition) the family is
currently led by a woman, Whitney
Frost. ,

The other Maggia families of New

‘York use these avani-garde tech-

niques more reluctantly. Hammer-
head and Silvermane appear to use
techrotogy only for themselves, such
as exoskeletons that amplify strength,
rather than to equip their agents.

PERSONNEL

Maggia membership estimates are
uncertain at best. The organization
must employ as many “workers™ as
any major multinationai corporation.

Worldwide, Maggia family members
probably number in the tens of thou-
sands. In the United States today
there are fewer than in the heyday of
Frohibition, but there are certainly at
least 3,500 active family members in
the country. These figures are mis-
leading, though, because for every
core member there are ten or a dozen
associated thugs and workers.

In New York City the Maggia fami-
lies number about three or four hun-
dred members apiece. They
employed, until recently, perhaps two
to three thousand members on a
piece-work basis. Only a few hundred
were active full-time. Today nearly all
the job-work thugs and thieves who
formerly worked for the Maggia have



deserted to the Kingpin. The remain-
ing Maggia loyalists keep quiet about
it, and they watch their backs.

New York Maggia leaders have

socked away large amounts of operat-
ing capital, though, and can still plan
massive heists, hire major-league
super-powered villains, and buy city
officials. The leaders are dangerous
opponents for PC heroes, t00.

“Wise Guys™ _

High-level Maggia figures are known
in underworld slang as “wise guys
They are, with significan? exceptions
(see below), all men. All are well-
dressed, since they are in a real sense
executives in a multinational business.
‘And families are always rigidly segre-
gated along ethnic lines; the mob is not
an equal-opporiunity empioyer.

Wise guys as a rule are jovial when
with others.of their kind; tight-lipped to
outsiders. They tend to be iouchy-
feely types—hugging, backslapping,
-and so on. Most are not especially in-
telligent, but they are all street-smart.
Though some can be charming in per-
son, all are vicigus and cold in Maggia

matters. “Nothing personal” is a by~
word among Maggiosi, often as they

are killing each other in feuds.

Silvermane
Silvio Manfredi
Head of the Silvermane family

F  RAM(30) Health: 130

A EX(20)

5 IN@40) Karma: 36

E IN{40)

R EX(20) Resources: Unknown
| GD (10)

P TY(B) Popularity: - 10

Leader of the Manfredi family of the
Maggia since the 1920s, Silvermane
has had a checkered career in recent
years. He “died” during a battle with
Cloak and Dagger, but Maggia re-
sources bought him an advanced cy-
bernetic body that kept his brain, heart,
-and central nervous system alive. lt is
unclear ‘whether he is stil a Maggia
head. Silvermane’s current where-
abouts and aclivities are unknown.
Appearance: 7', 440 lbs. Silver-
mane’s cyborg body is a barogue con-
traption of silver-colored metal. His
heart is visible behind a plexiglas
cover. His face is that of an 80-year-oid
man.

KNOWN POWERS:

Body Armor. Excellent rank.
Enhanced Hearing. Silvermane’s
hearing is Excellent.

Talents: Criminal strategy, Thrown
Objects. Silvermane has Marksman
talent with handguns and sub-
machine guns.

Contacts: The entire Manfredi family.

Silvermane once led a faction of the
HYDRA villain agency.

Hammerhead

Real name unrevealed

F EX(20) Health: 60/120

A GD/IN*

S GD/IN®  Karma: 18

E EX(20)

R TY(8) Resources: Ex(20)
| TY (6)

P TY(B) Popularity: - 5

*The rank before the slash is Ham-
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merhead’s normal ability; that after
the siash shows his ability when wear-
ing his powered exoskeleton.
Hammerhead was an ordinary thug
before a mad scientist implanted a flat
steel plate in the top of his head. The
operation made him grotesquely ugly

.and also gave him amnesia. He has pat-

terned his new personality on old gang-
ster movies. This suits the
Hammerhead family, easily the most
traditionat of the Maggia families in New
York. ;
Appearance: 61", 220 Ibs. (in exo-
skeleton, 600 Ibs.). Black hair, biack
eyes, squat features. Dresses in pin-

stripe suits out of the 1920s. The top

of Hammerhead’s head is completely
flat. ;
Known Powers:

BODY ARMOR. The top of Hammer-
head’s head has Incredible armor.



Talents: Maggia organization, criminal
strategy. Hammerhead gains +1 CS
to all Charge attacks, in additionto the
usual Charge bonuses.

Typical Dialogue: “Listen, youse
guyst Chill that super-rat before he
puts the whele operaticn on icel”

Count Nefaria
Luchino Nefaria (deceased)
Head of Nefaria family
Whitney Frost
Alias Big M, Madam Masque
Head of Nefaria famiily

For complete statistics of the Nefa-
ria family leaders, consuit MU1 and
MU2, Gamer’s Handbook to the
MARVEL UNIVERSE™.

Typical Maggia thug
F A 8 E R I P
Gd Ty Ty Ty Ty Pr Pr
Health; 28 Karma: 14
Resources: Good(10)  Popularity: 0
The typical Maggia thug, though he
dresses well, is no better or worse
equipped than any street thug. He has
a cheap pistol or revolver, extra
ammo, and possibly a knife, black-
jack, or brass knuckles.
Talents: Martial Arts B and E.
Story Function: Spear-carriers for
the PC heroes to plow through at will.

Dreadnoughts

Warrior robots

F A S E R | P
Bm Ex In Mn Fe Ex Fe
Heaith: 165 Karma: 24

Resources: None Popularity: - 10

NEW YORK,
| NEW YORK.

The villain organization HYDRA
once designed a powerful warrior ro-
bot as a weapon against Colonel Nick
Fury and SHIELD. The Nefaria family
stole plans for the robot and has con-
structed about a dozen more, using a
modified design.

This is an abbreviated description
of the Dreadnought robots. For
more information, consult MU1,
Gamer’s Handbook of the MARVEL
UNIVERSE™,

KNOWN POWERS:

Body Armor. Amazing vs. physical at-
tacks, Remarkable vs. energy at-
tacks. Monstrous resistance to heat,
cold, and radiation attacks. Immune to
mental attacks and illusions, but can
be fought with attacks that affect the
senses.

Weapons Systems. Flamethrowers:
Incredible fire damage, range 1 area,
6 uses.

Knuckie-spikes: Typical shooting
damage, range 4 areas, 9 uses.

Electrical field: Amazing electrical
damage, range is contact only.

Gamma rays from eyes: Incredible
intensity, range 3 areas.

Freon gas jet in mouth: Amazing
cold attack, range 2 areas, one use
lasting two turns.

Talents: Programming simulates
Martial Art B, boxing.

STORY FUNCTION

Very handy to a super-powered
campaign, the Maggia is the generic
criminal organization. |§ commits
every kind of crime from purse-
snatching to putting a force dome over
the nation’s capital. it employs any
super-thug that the Judge wants to
throw at the players.

The Maggia acquires a flavor only in
the upper reaches of the organization,
where the importance of horor can
lead family heads to compromise their
own interests—if the players can fig-
ure out how to bring honor and inter-
ests into conflict.

This is one of the Maggia’s weak
points; the other is the feuding that
can start up between families. The
players may follow the dictum, “Set a
thief to catch a thief,” and outfox the
Maggia by pitting one family against
another.

But such methods are hardly better
than the Maggia’s own, however good
the cause. What's worse, characters
trying this would have to consort with
.Maggia members on a more familiar ba-
sis than they would like. If a PC joins
forces in this way with a Maggia family,
the Judge should explore the conse-
quences of that descent into crime.
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CHAPTER 5: ON THE SIDEWALKS OF NEW YORK

THE CITY
ENVIRONMENT

Previous chapters described New
York locations . . . dissected the city,
so to speak. But New York, once dis-
sected, is no more a living entity than
any being on a dissecting table. This
chapter puts it all back together and
conjures New York as a living city.
Here the Judge can learn how to con-
vey the ambience, the atmosphere of
life in the Big Apple.

This chapter also describes typical
city streets and the things found on
them. After ali, when heroes dash
from one Hotspot to the next, the
Judge must be able to describe the
streets between.

THE NEW YORK
ATTITUDE

Those who move to New York from
more sedate areas often describe their
changed lives this way: “Since | moved
here, I've been frightened, angered, ex-
hilarated, desperate, and terrified. But
I've never, ever been bored.”

Manhattan runs fuli steam around the
clock. Residents can always find some-
thing to do, somewhere to eat, a movie
to see, even places to shop at any time
of the day or night. Subways and taxi-
cabs run all the time. The pace of life
moves as fast as anyone wants it to go,
and sometimes much faster.

The drawback to this variety: Street
scum operate around the clock as
well. Beggars, muggers, con men,
pickpockets, hustlers, and just plain
rucde people try to hit up pedestrians
ali the time.

in defense, most New Yorkers grow
a thick layer of callus, or rather, cal-
lousness. They withdraw from their
surroundings; walk past street dere-
licts; don’t answer tourists’ guestions;
shove each other aside in the fight for
taxicabs or seats on the bus; carefuily

ignore screams in dark alleys or fights -

in subway cars; and, in general, just

refuse to “get involved.”
Super-heroic crimefighters become

all the more impressive by contrast.

These heroes, both in the Marvel com-
ics and in the Judge’s campaign, do
get involved. They try to help people,
to make a difference. They prove that
the urban life does not have to build
walls between people.

The Marvel heroes may be strong

and fast and wield great powers, but
their real strength comes from this
strength of character—the wﬂimgness
1o help.

And their example sometimes
proves inspirational. The occasional
New Yorker will intervene to help a
hero in trouble. The Judge can intro-
duce incidents reflecting this into the
campaign to show that the PC heroes
are doing some good.

Taking it In Stride

The Manhattanite’s ability to shut
out the world helps explain why so
many still live in the city. When their
home is constantly being threatened,
invaded, held for ransom, levitated
into the air, damaged, blacked out, or
otherwise thrown into an uproar, what
else keeps them around but an abmty
to ignore it all?

The “Inferno” crisis showed this.
Inanimate objects attacked people,
demons possessed them, heat waves
struck the city. Yet New Yorkers took it
in stride. Of course, they complained
a lot—a pepular pastime in Manhat-
tan, but no one really worried unless a
mailbox or fire hydrant attacked him
or her personally.

In general, nothing much i‘azes a
New Yorker any more.

NEW YORK
LANGUAGE

Whuh, ya wanna know how dese
peopie talk? Dey talk foin, whatsit to
ya?

New York features the most diverse
conglomeration of diaiects in Amer
ica. Though not so extreme as, say,
London, the contrast among Brook-
yn, the Lower East Side, the Upper
West Side, Harlem, and the Bronx—
just to pick a few examples—strikes
the visitor as soon as locals open their
mouths.

84

Much of the variety comes from the
influx of immigrants into New York
over the last century or more. Also, as
in any society, different social classes
use different dialects. Go into three
New York department stores that ca-
ter to different income groups, and
ask a salesperson for directions to
some department on the fourth floor.
Iin the richer stores, the salespeople
pronounce the “r’’s in “fourth floor”;
in stores catering to lower-iincome
groups, they don’t pronounce the
*rs. This is one example of language
variation.

For game purposes, of course, the
Judge can ignore dialects. But drop-
ping in an occasional NPC who says,
“Boy, was dey poitoib’d!” or “Youse
guys” helps evoke the atmosphere of
New York.

THE STREETS

Speaking of atmosphere, this is a
good time to mention the air New
York’s poliuted air has become a leg-
end. Smog alerts in summer months
keep chiidren indoors. Tourists wipe
their eyes and wonder why natives
never feel the sting of the furmes.

In game terms, smog may keep he-
roes from noficing a crime or ap-
proaching villain until it’s too late. Or
heroes may have to rescue people
who collapse from the bad air (it hap-
pens) and rush them to the hospital.

But the smog doesn’t kesp New
York cars from jamming Manhattan’s
hundreds of miles of streets.

Physicai Description

Major avenues generally measure
60 feet (2 area) wide—three 12-foot
lanes of traffic, plus (sometimes) park-
ing lanes on either side of the street.
Cross-streets vary, but for game pur-
poses, assume three lanes, with no
parking (at least no legal parking) on
either side. Two- way streets are twice
as wide, as mentioned in Chapter 2.

Streets look much wider in photos, -
because downtown Manhattan side-
walks stretch at least 25 fest wide on
either side. Curbs are four to six
inches high, with iron gutier drains
every ten yards or so. Sidewalks are
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usually punctuated with lampposts,
trash cans, and even a few emaci-
ated, poisoned trees.

Sidewalks are concrete, about four
inches thick {Excelient strength). For
material strengths of street pavement
and the utilities that lie beneath it, see
Chapter 8, “Underground Manhattan”*

Potholes—Maps Available

Manhattan’s streets are generally in
poor condition, the result of incredibly
heavy use and of the occasional battle
between super humans. “Pctholes”
or open pits in the asphalt, are every-
where.

One anecdote will illustrate how prev-
alent they are. Drivers break axles, blow
tires, and have other accidents by strik-
ing potholes; they often file suits against
the city to recover repair costs. The city
government did not have the money to
pay for all these lawsuits, but it aiso
could not afford to fix the potholes. So it
worked out the following dodge to pre-

vent more filings.

The city government passed a regu-
lation saying that no driver could re-
cover costs for a pothole accident
uniess the city had been notified
about the pothole prior to the acci-
dent. The rationale was that the city
couldn’t be blamed for not repairing a
pothole it didn't know about. Of
course (thought the government), no
one would report a pothole until it
gave them trouble. But the govern-
ment was wrong.

A large Manhattan law firm realized
that this new law would prevent them
from filing lucrative pothole-accident
suits—unless they did something
about if. So the law firm commis-
sioned a private firm of surveyors to
scour the city's streets and locaie
every singfe pothole. The law firm then
filed the massive fist with City Hall,
and in future lawsuits could claim that
it had notified the city of any given pot-
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hole’s existence.
New York may be the only city in the
world where the potholes are

Street Furniture

During the course of a battle, super
humans are likely to pick up nearly
anything and throw it arcund. With
that in mind, the following list summa-
rizes the most common items to be
found in the urban environment, their
weights, and their material strengths.

Fixtures Weight Material
Mailbox 90 Ibs Gd
Fireplug 75 Ibs Ex
Lamppost 400 ibs Ex
Phone stand 250 lbs Ex
Manhoie cover 40 ibs Ex
Trash can (empty) 30 Ibs Ty
Trash can (full) 75 Ibs) Ty
Dumpster 850 ibs Gd



Vehicles

Bicycle 20 ibs Pr
Motereycle 225 lbs Gd
Compact car 1.5 tons Gd
Sedan 2tons Gd
Luxury carflimo 3 tons Ex
Armored

limousine 5tons Rm
Van 2 tons Gd
Pickup truck 1.5tons Gd
Garbage truck 3tons Ex
Bus (empty) 3tons Ex
Bus (full) 7 tons Ex
Traffic helicopter 1500 1bs  Gd

Construction sites

Bulldozer 6 tons Am
Crane 12 tons Bm
Steel girder 200 lbs/

yd Am
Parks
Park bench 150 lbs Ty
Small tree (30 ff} 2.5 tons Ty
Large tree (60.ft) 20 tons Gd
Man-sized rock 200 Ibs Rm
Six-foot boulder 10 tons In

Traffic : :

To those who have not been to New
York, there really is no way to describe
the daytime traffic. The term

“gridlock™ as applied to traific jams
originated here. When rush hour hits
each morning and evening, gridiock
often freezes hundreds or thousands
of cars into roaring, fuming immobility.
And at other times, when the streets
are wide open, drivers tear along so
that visitors doubt their sanity.

The game effects of New York traffic
include the following:

{1) Tailing semeone by car is usually
easy. Almast all the traffic on a given
street is one way. As Bullseye once re-
marked, “1 don’t care how many cop
shows you've seen it on. You can’t telf
if somebody is following you up Sixth
Avenue. Everybody goes north on
Sixth Avenue.” Characters won't be
able to tell they're being foliowed un-
less they take an unusual route or
have an extrasensory power that
warns them.

(2) Villains trying to escape by carin
heavy traffic may move so slowly that
a hero on foot can catch them; or con-
versely, the villains try desperate ma-
neuvers to escape, like driving on the
sidewalk or through a corner store.

(3) Heroes may get delayed in arriv-

ing on the scene of & holdup or hostage
crisis. The Judge can develop the situa-
tion to any crisis point desired before ai-
lowing the PCs to arrive. Or the heroes
can try suitably heroic measures to
overcome traffic obstacles.

Of course, herces seldom drive on
the streets anyway. Bui even the
greatest heroes have been known to
hail a cab.

TAXICABS

No less than 12,000 cabs scavenge
the streets of New York—except in
bad weather, when they all disappear.
A “"medallion,” or cab license, costs
over $100,000. Many companies em-
ploy large cab fleets, and there are in-
dependent “gypsy” cabs, too (see
Chapter 2).

Taxi statistics are listed on page 48
of the Player’s Book. An empty cab
weighs just over two tons (Incredible
strength to lift). With driver, four pas-
sengers, and luggage, it weighs
nearly three tons.

Taxicabs in New York do not carry
more than four passengers, except for
the checkered variety; these carry
five. Pedestrians can teli when a cab
is available by its roof light. When it
carries a fare, the light switches off.
The roof light also displays the cab’s
medallion number.

Drivers

F A 8§ E R | P

Ty Ty Ty Ty Ty Ty Ty
Health: 24 Karma: 18
Resources: Good(10)  Popularity: 0
Talenis: Driving (as Pilot, but for
cabs).

Contacts: Low-level criminals. A taxi
driver can take a fare to a gambling
game, drug pusher, or brothel.

Taxi drivers have Typical ranks in all
abilities, but otherwise they have little
in common. in oider days they tended
to be of a type, or at least a
sterectype—qgarrulous, philosophical
guys, tolerant of eccentricity bui ruth-
less toward feliow drivers.

Today, though, there is no stereo-
typical driver. Many never say a word;
many are female; many wouldn’t
know what “philosophical” or “eccen-
tricity” means. As often as not, drivers
are recent immigrants who speak
hardly ten words of Engtish. But they
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do remain ruthiess on the road, so
when the traffic lightens, get out of
their way!

Taxicabs in Adventures

Don’t often see heroes riding in a
taxi? True, but it has happened. As
mentioned in Chapter 2, even the
Fantastic Four had to ride one once.

Once, when Daredevil’'s hyper-
senses went out of control, he fell vic-
tim to some thugs bearing grudges
(and clubs). A passing driver rescued
the crimefighter, then took him where
he wanted to go, no charge. Talk
about miracies.

Player characters might need to
take a cab when their own vehicles or
powers short out, or in their secret
identities. A cab ride for heroes accus-
tomed tc swinging or flying across
town presents chances for comic re-
lief. Cab drivers also work as sources
of information, and maybe sven ro-
mantic interests in really offbeat cam-
paigns. (Remember, many drivers
today are women. Tough women.)

But when there are no ¢abs around,

" there’s always the bus,

RIDING THE BUS

A city commuter bus is about 25 to
30 feet long, 8 feet wide, 9 fest high,
and carries 80 passengers when fully
loaded (as it usually is). Weights are

" given under “Street Furniture” above.

A bus has a front door and an exit
door, both on the right. Over a dozen
seats (Typical strength plastic) line
each side; the seats face toward the
aisle, not the front. Between and in
front of the seats are handrails,
armrails, and support heams of metal
tubing (Good strength). Windows
(Feebie glass) line both sides, but not
the rear.

A ventilation hatch in the roof opens
wide enough to allow an acrobatic
passenger to crawl out.

Bus drivers use the same statistics
as taxi drivers, above. They tend to be
uncommunicative, distantly courte-
ous, and not greatly concerned with
schedules.

Bus passengers range the spec-
trum of humanity, but they tend to
be lower or lower-middie ciass and
taciturn. They scrupulously avoid no-
ticing any unusual behavior by fellow
passengers.



Heroes and Buses

Don’t often see heroes riding in a
bus? True, but now and then they hitch
rides on top. Dropping down onto a
moving bus is an Agility FEAT—not to
see whether the hero lands safely (it’s
a big target), but whether or not the
landing is gentle enough to avoid at-
tracting the driver’s attention.

i the FEAT fails, the driver stops
and gets out to look at what made that
huge “thump” on his roof. Depending
on the hero’s Popularity, the driver will

either chase the hero away or invite-

him or her in for a free ride.

. Uniike cabs, city buses never move
very quickiy—10 or 20 mph at most.
Page 48 of the Player’s Book gives
bus statistics.

If the hero doesn’t like buses or taxi-
cabs, there is always the subway. See
the next chapter, “Underground Man-
hattan,” for details.

THE STREETS BY DAY

Just before dawn, garbage cans
clatter. The sanitation truck grinds
trash. Pecple lean out windows to yell.

Merchants wheel carts with squeak-

ing casters out of their stores onto the

front sidewalks. Commuters gather at
bus stops and subway stations.

The morning rush. Traffic copters
high overhead, blades thrumming.
Taxis vanish. Subway cars screech to
& halt. Peopie crowd on.

Phones ring in a hundred thousand
offices. Brokers shout buy orders.
School children sit in rows, looking out
windows. On tenement rocoftops, boys
feed pigeons held in large chicken-
wire pens. Let loose, the pigeons fly
left and right at their owners’ com-
mands.

The lunch rush. Business types in ex-
ecutive clothes grab sandwiches or
souviaki wrapped in waxed paper, sit
around fountains in building plazas, and
talk buyouts. Tourisis peer in gallery
windows in the Village. Panhandiers in
holed canvas shoes, or no shoes, de-
mand a quarter from passersby.

in the afiernoon, ESU) students ioss
flying disks in the park. A spatter of
rain sends them huddling under trees.
Taxis vanish. Tourists ook out from

under hotel awnings. In Central Park,

the frogs emerge to enjoy the rain.
Sunshine again, just in time for rush
hour. Commuters pull copies of the

evening papers off tall stacks at news-
stands. Subway turnstiles rattle. Cop-
ters take to the skies again io report
accidents and gridlock. Taxis vanish.
Like corpuscies in biood vessels,
New Yorkers stream along highways,
into the city’s heart in the morning, out
to the boroughs at sunset, rushing in,
rushing out. The heartbeat continues.

THE STREETS BY NIGHT

After sunset, night people shuffie
onto the streets around Times
Square, the Bowery, Hell’'s Kitchen,
and Central Park. Some carry nee-
dles, some knives.

The city lights up. Brilliant towers of
light in Midtown and the lower city.
The Brooklyn Bridge reflected in the
East River. Evening strolis in the park.

Limousines fetch wealthy socialites

from their Upper East Side brown-

stones and carry them to theaters in
Greenwich Village or off Broadway, or
to a gallery opening in the East Vil-

lage, or to Lincoin Center. Jewels glit-
ter and fur glistens. Canes, top hats,
stickpins, chauffeurs, high faughter.
Business deals closed during inter-
missions. .

Evening classes at City College and
ESU. Late studying at the Public Li-
brary. Rock clubs in SoHo and on the
Upper West Side, loud and dark. Mid-
town and the Financial District,
jammed with people six hours earlier,
now stand deserted.

Theater crowds hit the streets after
10 PM. Laie dinner at Sardi’s or a
snack at a deli. Dancing or a midnight
movie: The families in Inwood and
Maorningside Heights are tucked in for
the night.

On the LLower East Side, screams.
Family quarrels and alley homicides.
Silhouettes leap between the roofs or
swing from lines of spider-webbing. -
The super-humans patrol through the
deadly hours after midnight. They
cannot afford to sleep, for the city
never does.




CHAPTER 6: UNDERGROUND MANHATTAN

“This city has an infrastructure like no
other”
_ —The Punisher
A persistent New York rumor re-
ports that in 1962 Consolidated Edi-
son, the power company, pianned to
construct a giant power plant at the
north end of the East River Park,
around 14th Street. Engineers making
soil stability tests drilled on the site.
Two hundred feet down, so the ru-
mor goes, these drills struck a gigan-
tic underground cavern. Con Ed
cancelied pians for the plant, hushed
up the discovery, and built a park
there. :
" if the rumor is true, the engineers
may have discovered a branch cavern
of Subterranea, the subsurface do-
main of the Mole Man, Tyrannus, and

others. Or they may have merely .

struck a Moriock tunnel. This chapter
does not solve the mystery, but it de-
scribes some of the fascinating world
beneath Manhattan.

ADVENTURING
UNDERGROUND

In the old myths and folktales,
nearly every hero on a quest had to
“descend into the underworld”
Hades, Tartarus, the realms of Pluto—
the theme is common to all cultures.
Schiolars equate the underworld with
the hero’s own unconscious mind.
When he or she triumphs over its de-
moni¢ denizens, the hero is actually
overcoming his or her own base im-
pulses or personal fears.

Underground New York—the sub-
ways, sewers, and Morlock tunnels—
gives Judges a modern analogue to
this idea. Send PC heroges into the un-
derworld for a gritty, atmospheric tate.

To bring across the elements of fear
and suspense, consider doing this just
after something has termporarily altered
or removed the PCs’ powers. (Perhaps
they have to go underground to find the
device that will reinstate the powers.)
This makes players feel vulnerable, and
the Judge can spook them more easily.
But if the PCs feel like their usual invin-
cible selves, nothing underground will
scare them much.

An adventure into the sewers or
Morlock tunnels is a great test of the
Judge’s ability to create atmosphere
and suspense. Stress the darkness,
the mist, echoing tunnel walkways,

strange noises in the distance. Make

the players feel they are facing a
twisted, tormented version of the
worid above. .

PAVEMENT AND WHAT
LIES BENEATH

Street pavement is asphait, a few
inches thick {Good strength). Some-
times a hero wants to rip up the pave-
ment to grab a utility line beneath it. In
this case, the Judge need not require
& separate FEAT roll to break the as-
phalt; instead, just add +1 or +2CS
to the FEAT to break open the utility
line or pipe desired.

Just beneath the pavement, about a
foot down, lie the cables and pipes of
the many utilities that serve Manhat-
tan’s skyscrapers. This section de-
scribes their ideal arrangement, In
practice, the New York utility network
has grown at random, so workers
have had to fit these utilities arcund
each other, sometimes haphazardly.

Ideally, telephone and electrical
ducts lie closest to the surface, just
inches beneath the asphalt. At least 3
feet down comes a gas main, followed
at 4 feet by water and high-pressure
water mains. Steam pipes run at least
6 feet under the pavement. A sewer
pipe lies at least 10 feet down from the
surface, and 12 to 20 feet below street
level runs a storrn drain.

Depending on the street, the next
layer down may be a subway tunnel.
The depth varies, but may be around
25 feet underground. Subway tunnels
are described later in this chapter.

About 75 feet or more beneath the
subway, as likely as not, there is a
Morlock tunnel. These tunnels also
rise and connect with the sewers at
many points, since the Morlocks
wanted convenient access to the
larger sewer network. For the tunnels’
statistics and dimensions, see below.

in the Marvel Universe, water and
gas mains, steam pipes, electrical ca-

bles, and telephone lines lie near the
surface. Whatever a hero is looking
for as a handy weapon, there it is right
to hand. Note that using these will dis-
rupt utility service to the buildings on
the street, so the hero may have some
explaining to do afterwards. (Call
Damage Centrol!)

Descriptions

Power cables: These are copper or
aluminum sheathed in Qil-
impregnated paper. They measure
about five inches in diameter. The ca-
bies run in foot-wide steel pipes that
are filled with oil under pressure. If a
leak develops, the oil keeps ground
water from seepingin and shorting the
cables. The pipes, in banks of 20 or
25, are encased in concrete. The
whole set-up has Remarkable mate-
rial strength.

Smaller cables are sheathed in lead
or neoprene rubber. The Judge can
put these Good-strength wires under

‘a street, so that a character who isn't

strong enough to rip up the larger
ones still can get something to shock
a bad guy.

Power lines inflict Incredible dam-
age on grounded fargets, and Good
damage on flying or insulated targets.
This is alternating current, so a victim

-immediately lets loose of the line.

Telephone line: An average cable
measures three inches in diameter
and contains 5400 wires, enough for
2700 phone calls at once. Cables are
sheathed with thin aluminum and neo-
prene rubber, and are Good strength.
Like power lines, they run through
steel pipes, and banks of 8 or 12 pipes
are encased in concrete (Remarkable
strength).

Phone lines carry very low current.
They inflict Feeble damage to
grounded targets, and no damage fo
flying or insulated targets.

Gas main: Natural gas is piped un-
der high pressure through distribution
mains and service pipes. The pipes,
about a foot wide, can be either steel
(Excellent strength), cast iron {Good
strength), or plastic (Typical strength).
The Judge should vary the material
according to the strength of the hero
who is trying to break the pipe.



Natural gas is dangerous stuff. If a

pipe breaks and something ignites the

gas, it explodes with Monstrous inten-
sity, then the gas burns with Amazing
intensity until the supply is shut off or
the fire is put out. Water won’t extin-
guish a gas fire. _

Since alarms trigger in the city’s util-
ity station when a gas main bursts, re-
pair crews can arrive within minutes.

Water mains: Water is pumped at
Poor pressure through regular mains.
These are concrete, stesl, or cast iron
pipes two feet or more in diameter
(Good to Excellent strength). These
connect to smaller submains, and
those lead to branch pipes that serv-
ice specific buildings.

High-pressure systems, foot-wide
steel pipes (Excellent strength), pump
water to fire hydrants at Remarkabie
pressure.

Steam pipe: Steam has many indus-
trial uses. In downtown areas build-
ings use it for heating or cooking. A
power company pipes steam under
Excellent pressure through welded
steel pipes two inches thick (Remark-
able strength) and up to two feet in di-
ameter. The pipes are wrapped in
several inches of insulation and bur-
ied in four inches of concrete (Excel-
lent strength).

A jet of this very hot, high- pressure
steam inflicts Excellent damage on a
target. Note that defenses against fire
damage alone, or water damage
alone, do not protect from steam.
However, defenses vs. heat do protect
a target.

Sewer pipe:; Individual smal! sewer
pipes connect to laterais, those con-
nect to submains, those connect to
mains, and the mains finally connect
with an interceptor. They come in
many sizes and are made of clay (for
pipes less than 307 in diameter) or
-concrete (larger pipes). But see the
next entry. '

Storm drain: ldeally, these are sepa-
rate from sewers, for efficiency and
ease of maintenance. in practice, one
system often serves both needs.

Beneath a street a storm drain is a
primary {that is, large) pipe of reinforced
concrete. Beneath a building this is usu-

ally a secondary (smaliler} or even ter-
tiary pipe. The pipes, made of concrete
(Excellent strength), are quite large,
from 5 to 30 feet in diameter.

Sewers and drains show wide vari-
ety in the Marvel Universe. For physi-
cal statistics, see “Morlock Tunnels
and the Sewers,” later in this chapter.

Manhoies: Each utility system puts
an access chamber, called a manhole,
at every intersection. Manholes look
quite different for every utility, but for
game purposes they are all alike.

Each holds one normal-sized char-
acter, or two if they squeeze. The en-
trance, nearly always round, is 30" in
diameter. To answer an ofien-asked
trivia question, manhole covers are
made round so they can't fall into the
hole beneath,

For those with an eye for detail,
steam and gas manholes have two
separate entrances to aliow ventila-
tion,

Manholes are lined with brick or
concrete (Excellent strength). They
are customariiy no more than eight
feet deep. Each manhole provides ac-
cess to one kind of utility system,
which is identified on the manhole
cover.

BUILDING
FOUNDATIONS

The skyscrapers and lower build-
ings of Manhattan are built on four ba-
sic kinds of foundations. These are
sometimes combined in various ways,
but here are the essential models.

Floating: A single slab of reinforced
concrete well over six feet thick
(Amazing strength). Supports low
buildings that cover a large area, such
as schools or convention centers. Un-
der the foundation are sheets of wa-
terproof piastic and a bed of gravel.

Friction pifes: Hundrads of foot-thick
shafts hammered inio the earth, either
in rows (under the building’s walls} or
square clusters (under support
columns). Shaits are made of rein-
forced concrete, sometimes sheathed
in steet (Monsirous strength). In old
buildings, they are made of wood.
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Only a foot or two of space separate
the shafts. Supports somewhat taller
buildings than floating foundations,
such as churches or department
stores.

Bearing piles: As friction piles, but
these rest directly on bedrock or clay
far beneath the surface. Clusters of
about a dozen tightly spaced H-beam
stesl girders (Monstrous strength),
capped with reinforced concrete, sup-
port the building’s skeleton. As above,
gravel and waterproofing lie under the
foundation. Supports anything up to
skyscrapers.

Piers: Massive pillars of reinforced
concrete, at least four fest thick
{Amazing strength), sometimes
sheathed in steel {(making them Mon-
strous strength). Widely spaced;
topped with a “grillage” of short steel
beams. Supports the most massive
buildings in the city.

Who Cares?

Why would a building foundation
enter intfo an adventure? It doesn’t
have to, of course. But now and then it
serves a purpose.

For one thing, every few vysars
somebody lifts a building into the air. It
happened two or three times to the old
Baxter Building. The Judge and PCs
might find it useful to know what is be-

- neath a fevitating building.

Alsg, those who dwell beneath the
ground sometimes make their pres-
ence known. For example, if the Mole
Man’s minions attack a skyscraper,
they will undoubtedly start at the bot-
tom. Characters may carry the battle
to the Subterraneans’ home ground
{as it were). The Judge can describe
the building foundation in order to sei
a moed, to provide obstacles to he-
roes tunneling downward, or to make
clear the nature of the underground
attack on the building.

Finally, the description helps to
show the varied, mystericus, and awe-
some world that lies beneath the
ground—both in our world and in the
Marvel Universs. For more insights
into that world, see the following sec-
tions.



THE SUBWAYS

New York’s subway system is not as
large as the London Underground,
nor as fast as Japan’s tube trains. it's
not as easy to use as the Paris

Metro—and not as easy to use as-a-

slide rule or a ten-function digitai
watch, either. And the New York sub-

way isn’t as prefty as Washington, -

DC’s subway system—it's not pretty,
period. But it is the only subway sys-
tem in the world that runs 24 hours a
day, every day. Each day it gets one
million people where they want to go.

SUBWAY STATIONS

The subway system has 462 stations
on 23 lines. The fare from any station to
any other costs 1, flat rate, in the form
of brass-colored metal tokens that fit
into slots on automatic turnstiles at the
entrance to each station.

Subway stations twist downward
into the ground from wide staircases
near street corners. Signs there label
each station clearly, if they are intact
and not covered by graffiti.

L.ong flights of concrate steps with
iron railings lead to filthy concrete tun-
nels plastered with advertising
posters. Trash lies everywhere. In a
small wooden booth, a bored union
employee doles out tokens. In.large

stations, newsstands, barber shops, -

and other merchants do business in
shops outside the turnstiles.
Turnstiles stand a little over three
feet high. They are made of thin steel
(Excellent strength), usually painted
some dull color. One turnstile weighs
about 200 pounds and is bolted to the
others as a unit, and to the floor {Ex-
cellent strength to rip one up, Remark-
able torip up a whote set). Steel mesh
gratings on either side of the turnstiles
(Excelient strength) keep people from
bypassing them, at least in theory.
Inner-city teenagers have developed

the art of turnstile leaping to an

advanced level.

Subway station walis are covered in
tile (Typical strength) of a unigquely bil-
ious off-vellow over concrete walls
{Excellent strength). Advertising
hangs everywhere, but it is universally
defaced with graffiti.

Walkways measure 20 to 30 feet

wide. Platforms, the areas where peo-
ple wait to board frains, are 30 feet
wide, 100 fest long or longer, and
made of concrete. A sheer ledge 3
feet tall abuts the tracks below. The

plaiform inciudes vending machines .

(7 feet tall, 400 Ibs., Good material),
pay teiephones, wooden benches
{Typical), and maps of the subway
system.

Small stations have two sets of
tracks and two platforms, one on each
side of the tracks. Larger stations
have separate plattorms on different
levels, connected by staircases. The
largest ones offer wide and bewilder-
ing choices of many plaiforms,

SUBWAY TUNNELS

These measure from 40 io 80 feet
wide, 18 to 20 feet high, and many
miles long. Walls are concrete {Re-
markable strength). '

There is ample clearance for a
standing figure on both sides of a tun-
nei when a train rushes by. The ceiling
offers clearance for a clinging hero, as
long as he or she isn’t hanging
straight down or doing something sim-
flarly stupid.

Subway tunnels, like the sewers,
are the dark underside of New York
City. in that gloom, broken only by o¢-
casional dim {luorescent lamps, any-
body or anything can hide out.
Support piliars bulge outward from the
walls a foot or so, casling iong
shadows that can easily hide a man-
sized figure.

Sounds echo up and down. The
smaliest whisper seemns exaggerated,
and the roar of an oncoming train be-
comes deafening. Smells of il .and
dust fill the cool air.

“Two sets of tracks, each consisting
of three rails, run through the tunnel.
The two outer rails are sieel, about

-three inches wide and high (Remark-

able sirength).
The third rail, running between the
athers (nearer one than the other) has

the same dimensions, but carries the

electricity that powers the subway
cars. The third rail is shielded by a thin
metai guard painted bright yetiow and
black. Touching the rail inflicts Mon-
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strous damage to grounded targets, -
and Remarkable damage to airborns
or insulated targets. This is direct cur-
rent, and so a target cannct let go of
its own will.

SUBWAY TRAINS

Trains use the statistics for “Els,” or
elevated frains, listed-on page 49 of
the Plaver’s Book.

The Car

A single subway car measurgs 30
feet long, 8 fest wide, and 11 feet high
{8 feet above station platform level). A
car hoids 80 people crammed in like
sardines, or 30 to 40 in relative com-
fort. A full car weighs 15 tons

" (Amazing strength to lift).. Made of

steel, the car has Remarkable mate- -
rial strength.

A New York subway car is
aluminum-colored when it goes on the
line, but within days vandals adorn it
with spray-painted graffiti. Graffiti can
be somstimes be attractive, and, in
fact, the graffiti “artist” has become a
folk hero in some circles. But the cu-
mulative effect is ugly. The only other
outward feature of a subway car is its
destination sign.

The car has four sets of sliding
panel doors, two on each side. Only
the doors next 1o a platform open.
These doors are thin steel (Excellent
strength) with piastic windows {Good
sirength). Rubber gaskets line the
doors to provide a tight seal, presum-
ably in case the car goes underwater
or into outer gpace. In the Marvel Uni-
verse, this is not out of the guestion,
but in any case the doors are not truly
airtight. _

Inside, the car is decorated in one of
several calor schemes, often bright
orange for the vinyl seats with blah
cream-and-tan walls and linoleum.
There are seats, handrails, advertis-
ing panels, and a map of the subway
system. For the fixtures, use the mate-
rial strengths given for buses in the
previous chapter,

A sliding storm door at each end of
the car aliows passage to other cars.
This has the same strengths as the o1-
dinary door panels. The area where



cars join is covered with Typical-
strength material, presumably to stop
passengers from leaping to their
deaths.

Cars are lighted with fluorescent
lights mounted in the ceiling. In times
past these lights were custom-rmade

with screw-threads that wound in the

opposite direction from every other
light bulb made. This discouraged
theft of the bulbs. Now the bulbs have
ordinary threads, but are mounted in
special fixtures to prevent theft.

The car ceiling also has many venti-
lator grilles, none large enough for a
person to climb through, and a
shielded fan. At one end of each car
hangs an emergency brake pull that
-stops the train within one turn.

The Train

A train typically consists of seven or
aight cars plus the motorman’s cabs
at either end of the train. (Af the end of
the line, the motorman switches cabs
and pilots the train back without hav-
ing to turn it around.) Thus a fully
loaded train weighs over 100 tons and
requires Shift-X strength to lift. The
train is physically heid to the tracks,
but at that strength level this hardly
matters.

The motorman’s cab is a small com-
partment accessible from the platform
of from inside the train. With the main
controller is a simple lever with which
the motorman governs the train’'s
speed. If the motorman removes his
or her hand from the control, the
“dead man’s stick” mechanism
brings the train slowly to a stop.

Other equipment in the cab in-
cludes a brake handle box, controls
for a windshield wiper and a whistle or
horn, and a valve and gauge to mea-
sure air pressure for the horn.

Train Movement

Trains can reach 45 mph (Typical
speed) on long stretches between sta-
tions, but ordinarily hit only 30 (Poor
speed) under downtown areas where
siops are more frequent.

For crash and collision rules, see
page 51 of the Player’'s Book. Remem-
ber that a train hitting someons on the
track inflicts +1 CS damage. Further-
more, if the target is stunned or
knocked out, it remains on the fracks
and takes further damage in later
rounds.

SUBWAY RIDERS

The passengers are a cross-section
of New York’s residents. All but the
very rich and very poor use the sub-
ways. Mail clerks and vice presidents
at the same stock firm ride the cars to
work. Housewives come into the city
to shop, and tourists head out to the

suburbs to tour. Village poets watch -

the stream of human life, while old
women in raincoats mumble contin-
ually to themselves. People from
every neighborhood head to almost
every other neighborhood.

That said, it is fair to add that in the
evening and during the night, the cli-
eniele grows raifish, then grundgy,
and finally aimost homicidal. As-
saults, knifings, muggings, and rob-
beries become common. Heroes who
ride the subway late at night shoulid be
ready for a fight or a rescue.

The Guardian Angels

There are other heroes in New York
besides those in capes and tighis. A
youth group has organized to patrol
New York's subways and report
crimes to the police. These “Guardian

Angels” receive three months of train-
ing in self-defense and the iaw, then
travel the lines by shifts in groups of
two or three. Passengers know them
by their trademark red berets.

The Guardian Angels remain con-
troversial as “vigilantes.” Many in the
New York Police Department don’t
like them at all. But the Angels say the
program has proven successful. They
are trying to export the program to
London and, eventually, to other ma-
jor cities.

Typical Guardian Angei

F A S E R | P

Gd Ty Ty Gd Ty Ty Ty
Heaith: 32 Karma: 18
Resources: Typical{6) Popularity: 5
Appearance: Young, in good shape,
wearing a red beret. Angels can be ei-
ther sex and any ethnic group. They
go unarmed.

Talents: Martial Arts A, Criminology
restricted to subway crime.

Story Function: Information sources,
hostages, sidekicks. An Angel could
be a romantic interest for a PC.

IF THE LIZARD GOT
TOO MUCH OF A START,
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MORLOCK TUNNELS AND THE SEWERS

OVERVIEW

New York City’s underworld is a
dank and dangerous place. In the
sewage system live animals, as well
as people who live like animals. The
Moriock tunnels, a separate network,
harbor the mutant refugees called
Maorlocks. Both sets of tunnels figure
in grim, claustrephobic adventure
scenarios.

THE AREA

The sewers and the Morlock tun-
nels reach everywhere in New York
City, not to mention outside its limits.
However, the sewer network is too
elaborate 1o map in this supplement.
Heroes with specific questions can
find sewer maps in the City Engineer’s
office at Gity Hall {on Broadway, a few
blocks south of Chinatown). But City
Hall is only open from 10 AM to 3 PM
on weekdays, so PCs can’t always get
their guestions conveniently an-
swered.

The Moriock tunnels were presum-
ably mapped when built in the 1950s,
but after they were abandonsd, the
maps vanished in the mazes of fed-
eral bureaucracy. No mag is available
to the heroes (nor, unfortunately, to
the Judge).

7 DPLASMA
[ WAVE SWEPT
THROLIGH
y HERE, 100. 4

THE SEWERS

Comic-book sewers don’t ook
much like the counterparts in our
world. For instance, in the Marvel Uni-
verse, storm drains are sometimes

lined with electrical wiring, insuiated -

with Good-material rubber sheaths.
This can help sewer-crawling heroes
who want to arrange a diversion in the
buildings above them. Just siash
open the insulation, wait for the water
to hit the exposed wiring, and presto!
Short circuit and blackout overhead.
Wolverine once used this trick to get
into Hellfire Club Mansion and rescue
his fellow X-Men.

Description

Characters can enter sewers
through curb gratings, via manhole
covers of the right type, and often from
building basements. The latter routes
often prove too smail for normal-sized
heroes, but the Judge can make al-
lowances to move the story along.
Typically one must climb down a long
steel ladder (Exceilent strength) to get
to sewer mains or storm drains. For
game purposes, the two types can be
combined in one description.

These tunnels measure anywhere
from 6 feet to 30 feet across. Usually
circular in cross-section, they have 2-
foot-wide walkways on either side—
sometimes with rails, sometimes not.

_ o Nl
Two x MEN - STORM /iND WOLVERINE-- PLUS
R MAGNETO, THE SCHOOL'S NEYW HEADMASTER,

fq AND CALLISTO, LEADER OF THE MORLOCKS.
ARE THERE NOW. g~
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Murky, fetid brown water runs down
the middle of a pipe. This water can be
anywhere from 6 inches fo 4 feet
deep, or deeper during large rain-
storms. Sewer pipes are built on
grades, but not steep ones, so the cur-
rent seldom runs fast. When they do,
such as during storms, a hero in the
current may slip and be swept downri-
ver. Use the rules in the “Holland Tun-
nel” Hotspot entry in Chapter 1.

More important than game mea-
surements is the sewer atmosphere.
Needless to say, the pipes smell really

- awful. They are unlighted outside

main pumping stations and treatment
plants. However, if none of the PCs
has a light source or special percep-
tion powers, the Judge can say that
dim light filters down via manholes,
curb grates, or even (to get baroque)
the old standby, phosphorescent al-
gae on the walls. (Hey, if there are alli-
gators down there, why couldn’t there
be algae?) _

Footsteps echo ominously. Vapors
drift up from the water. Tunnels turn
back and forth, seemingly at random.
Many pipes can join at intersections,
creating a bewildering maze. Heroes
are likely to get lost. The only people
who can find their way around are the
ones who live down here,

The Mole People

Heroes occasionally visit the
sewers. But there are hundreds of
people who live there, if you call that
fiving.

These are the forgotten pecple, the
ones without homes, family, posses-
sions, income, hope, or future. They
might be addicts, runaways, amnesi-
acs, widows and widowers, cripples,
alcoholics, bums, psychotics, or just
broken men and women. They have
no favors to calt in, no resources to
draw on. They have given up.

In this filthy maze of pipes and tun-
neis, these people join the rats and
roaches as just another kind of ver-
min. Some are pitiable, some danger-
ous, but all are pathetic outcasts from
society. Forgotten by those above,
they have no status of any kind. City
Hall does not even acknowledge their
existence.



These vagrants have Poor ability
ranks, but Good Intuition in matters of
survival. They scavenge pocket change
frorn gutters and storm drains, find food
in dumpsters, and sleep on warm ex-
haust vents or around crude fires builtin
the draft of a primary conduit.

If these sewer folk ever interact with
heroes, it is on the most basic level—
as beggars, assailants, victims. They
have no initiative and cannot work as
guides or informants. Their primary
role in adventures is as background
figures, lending spocky atmosphere,
Their endiess refrain is, “Food . . .
money for food. . . ”

Probably most could be helped
back to sanity by good treatment in
the world above. But there are hun-
dreds of these derelicts, if not thou-
sands, beneath the city. Heroes can’t
help them all.

SHIELD Foxholes

The defunct intelligence agency
SHIELD (see "SHIELD Headquar-
ters” on page 62) maintained several
dozen “foxholes” in the sewers be-
neath Manhattan, with perhaps a
dozen others spread through the out-
lying boroughs. Agents used these
emergency refuges when their covers
were biown—when being seen above
was a death warrant.

After SHIELD went bad and declared
director Nick Fury an outiaw, Fury used
one of these foxholes as a hideout and
source of equipment while fleeing the
agency. SHIELD has now dishanded,
but the foxholes remain.

A foxhole is a 10-foot square con-
crete room with a bank of six wall lock-
ers, each 18 inches wide and a foot
deep. Made of sheet steel (Good
strength), the lockers can be torn
loose only as a unit, a task calling for
Remarkable strength. Locker con-
tents vary but usually include hand
weapons, a first-aid kit, a portable two-
way radio linked to SHIELD headquar-
ters, and concentrated food supplies.
Lockers can contain other items at the
Judge’s discretion.

The room also contains three folding
chairs (Typical strength), a porcelain
washbasin and toilet, and a wall mirror.
The walls are reinforced concrete (Ex-
cellent strength). The room is powered
by long-life batteries that recharge from
underground powaer cabies.

The lockers are not locked. This is

because the entire foxhole is pro-
tected by a camoullaged steel door of
Remarkable strength. To open the
door, an agent places his or her hand

. on a concealed plate, and a sophisti-

cated sensor confirms the agent’s
identity and slides the door panel up
into the ceiling.

Foxhole locations are classified.

They are always in places that are re-

mote even by the sewer people’s
standards. No one has ever stumbled
on cne by accident. But heroes with
connections to the city or federal gov-
ernment (or to SHIELD, if it has not yet
been disbanded in the campaign)
might know a few foxhole locations.

THE MORLOCK
TUNNELS |

During the civil-defense scares of
the 1950s, when Americans feared
that Communists would invade their
back yards at any moment, the faderal
government constructed an immense
series of tunnels beneath New York
City, the surrounding area in New York
state, and much of New Jersey and
Connecticut. The tunnels were in-
tended for use by the government and
the military in the event of nucigar war.

The existence of these tunnels was
hard to conceal, though officially the
project was classified. However, the
tunnels were later abandoned during
an easing in international tensions.
And the passage of time did what no
high-level classification could: it made
people forget about the tunnels.

Rediscovery

Then the mutani outcast Callisto re-
discovered the tunnels. She joined up
with another mutant, Caliban, who
had the ability to locate others of their
kind. Together with the huiking Sun-
der and the depraved Masque, Cal-
listo claimed the tunnels for her own.
She drew more mutant refugees and
outcasts, people who sought only es-
cape from the world of humanity, un-
der her leadership. They became the
Morlocks, named after the subterra-
nean workers from the H. G. Wells
novel The Time Machine.

Later the Morlocks met and fought
with the mutant X-Men. Callisto was
defeated in single combat by the X-

Men’s leader, Storm, who became offi-
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cial leader of the Morlocks. But since
she had no wish to join them under-
ground, she left them in Callisto’s
charge. '

Still later, the enigmatic mastermind
known as Mister Sinister ordered his
mutant thugs, the Marauders, to
slaughter the Morlocks. Almost ali of
the outcasts died at their hands, and
many of the survivars have gone in-
sane (or more insane than they were).

The surviving Morlocks are now led
by Erg, the mutant who can absorb
energy and project it from his evye.

Description

Some accounts claim the Morlock
tunnels are “a thousand feet below
Manhattan,” but this is an overstate-
ment. Most Merlock tunnels, including
“The Alley,” are about 100 to 250 feet
beneath the surface, not far below the
deepest subway tunnels,

Most tunnels use the same mea-
surements as the sewers, above, ex-
cept that the floors are flat and, by and
large, dry. These {00 connect in a net-
work that bewilders visitors from
above. But in the tunnels, unlike in the
sewers overhead, there is one infalli-
ble landmark.

Straight up the middle of Manhattan
Isiand runs the Alley, a vast tunnel that
forms the spine of the entire Morlock
network. The Alley measures 70 feet
wide, and its arching ceiling reaches
50 feet high at its top. its builders in-
tended the Alley and its hranches to
hold at least half the population of
New York City, and this is no doubt
possible.

Some accounts show the Alley’s
walls to be lined with bulges, pipes,
casemenis, and other protrusions.
Their function has not been revealed.
Perhaps, if they exist, these are con-
tainers for food, bedding, and sirilar
bomb-shelter supplies. After so many
years and so many predations by
Morlocks and animals, these supplies
probably are no longer useful.

NPCs |

Statistics for alligators and rats are
on pages 58-59 of the Judge’s Book.
For more about rats, see the “Ceniral
Park” entry in Chapter 3.

For full descriptions of many of the
Morlocks, consult the various vol-
umes of Gamer's Handbook of the



MARVEL UNIVERSE™ and MAT1, Chil-
dren of the Atom.

Emma LaPorie

Evangelist, former prostitute

F A 8 E R ! P
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Health: 22 Karma: 22
Resources: Poor(4) Popularity: 0

LaPorte had lived what she cailed
“a long and wicked life” when a client
arranged to have her meet a young
man named Rusty. When she at-
tempted to seduce him, his latent mu-
tant power of flame manifested itself.
Rusty accidentally burned LaPorte,
scarring her horribly.

Instead of feeling vengeful, LaPorte
looked on the incident as “a chastise-
ment and a call from the Lord.” Turn-
ing to evangelical Christianity, she set
out to convey a message of life and
forgiveness to the Morlocks and other
refugees of the sewers. Her current
whereabouts are unknown. (Rusty
has been training with the members of
X-Factor)

Appearance: 5'7", 140 Ibs. Age un-
certain. Erect bearing, gentle manner.
LaPorte’s face was horribly transfig-
ured by Masque, the Morlock who al-
ters faces. But LaPorte regards this as
another sign from above.

Talents: Preaching, survival, finding
her way around the sewers,

Typical Dialogue: “If you shut out the
pain and the trying, you shut out the
living, too. it's the Lord’s own truth!”
Story Function: LaPorte could be a
rescuer or guide in the sewers, or
could be a hostage the heroes must
rescue,

“The King”

Self-proclaimed lord of the sewers

F A S E R 1 P
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Health: 100 Karma: 40
Resources: Poor(4) Popularity: 0

When Daredevil ventured down into
the sewers looking for the Kingpin's
wife, Vanessa, he found her—and and
her captor, a huge bone-white man
who called himself “The King.”
Appearance: A dead ringer for the
Kingpin—huge and muscular like a
Sumo wrestler—but pure white, cov-
ered with warts or other growths, and
dressed in only a soiled loincloth. Cru-
elly humorous, sadistic manner.
Talents: Martial Arts A, B, C, and
Wrestling—just like the Kingpin.
Typical Dialogue: “'Hi. I'm The King.”
(Pause.) ‘| rule everything down
here” (Another pause, and a smilg.)
“Now I'm gonna kill you.” :
Story Function: A powerful and unex-
pected foe tor PC heroes on a sewer
adventure.

CRIMES

Insofar as vagrancy is a crime, the
sewers are the most crime-ridden part
of New York City. But there are more
serious felons here, too: murderers on
the lam, smuggiers meeting for a deal,
assassins disposing of victims. Be-
cause the sewers are not patrolied
and because it is so easy to evade
pursuit, anyone in a tough spot may
consider hiding out here. {This applies
to heroes, toc, when a villain’s plot has
turned their friends or their city
against them.)

The Punisher recently followed a
band of young thugs into the sewers.
Part of the Kingpin’s organization,
they sold crack in downtown Malcolm
Shabazz High School. When the Pun-
isher found them, they were branch-
ing out, having agreed to blow up the
high school for Libyan terrorists. The
Punisher demonstrated thai concus-
sion grenades work as well in the
sewers as aboveground.

CAMPAIGN USE

Manhattan: Heroes may have to
enter the sewers or the tunnels to fol-
low an escaping villain, or find a wit-
hess to a crime. Maybe an informant
with vital information on a Maggia op-
eration fears for his life, and has fled
underground. A valuabte object may
have gotten lost, perhaps in combat,
and failen down a storm drain; the he-
roes must go underground to find it. A
Morlock might seek out the heroes for
help in solving a murder or mystery in
the tunnels.

Other Cities: Sewers are sewers
everywhere. All the descriptions
above apply to any campaign city.

The Morlock tunnels might have
parallels in other cities (the 19505 civil
defense movement covered a lot of
territory), but if s0, their existence has
not been confirmed. Only very large
metropolitan areas could have af-
forded them.

XAVIER'S SCHOOL IS

NEW YORK...

FORTY MILES SOUTH OF |  H

MANHATTAN ISLAND,
HEART OF THE CITY OF
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BIBLIOGRAPHY

Material about New York City is vo-
iuminous and-generally of high qual-
ity. As one-of the major tourist spots of
the world, New York has inspired thou-
sands of tour guides, restaurant
guides, photo essays, affectionate
memoirs, and maps. Both Judge and
players can use this avalanche of ma-
terial to gain a betier sense of the city
and to help improve descriptions of
settings, people, and daily life.

Many of the following resources
proved useful in compiling this cam-
paign set. Most are available in book-
stores or your local library. Some are
cut of print, avaiiable only in libraries
or used book dealers.

Tour Guides

These are the handiest, most ac-
cessible tools for a campaign Judge.
They give a great deal of hard infor-
mation, ail oriented toward those who
know niothing about the city. However,
they tell next .to nothing about the
seamier side of the city, the area the
Judge rost needs to know about.

.Good guides 1o New York appear
annually in the Fodor, Fielding, and
other series. The Michelin guide is es-
pecially good and copiously illus-
trated. All are available in the travel
section of bookstores.

The British publisher Virgin Books
produced an offbeat but useful Virgin
Guide to New York in 1986 (an Ameri-
can edition came from Pantheon
Books, 276 pp, $7.95). This guide is
unafraid to describe New York’s
squalid side, and it has a hip, rather
cynical European viewpoint that may
prove refreshing.

Head and shoulders above all other
travel guides was the massive WPA
Guide to New York City (1939; re-
printed by Pantheon, 1982; xxxii +
702 pp., $8.95). The Works Progress
Administration funded this and sev-
eral other city guides by the Federal
Writers’ Project. This was one of many
projects the government created to
provide jobs for the unemployed dur-
ing the Gireat Depression.

Though 50 years out of date, this
guide describes every single neigh-
borhood in greater New York City with
quality and a levei of detail unmatched

by any other guidebook. Run your he-
roes through a time-travel adventure
back to the Great Depression. Or stari
a "historical” campaign about Ameri-
can super-powered herces fighting

' the Nazis and Japanese in World War

iIl. Many other curious little details
might prompt fun scenarios. This

. book should not be missed.

Maps

In a New York campaign, a good
map is almost as important as a guide-
book. The maps in this suppiement
should meet most purposes. Bui for
those with a taste for detail, good New
York City maps are available from
Baedeker, Rand McNally, and other
notabie cartographers.
- The absolute best map, though the
hardest to find, is published by
Bollmann-Bildkarten-Verlag KG, of
Braunschweig, Germany. This 1284
“picture map,” drawn by the brilliant
cartographer Hermann Bolimann, is
based on 67,000 individual photo-
graphs. It covers midtown Manhattan
from around 14th Street up to lower
Central Park. Its meticulous depiction
of every single building from a bird’s-
eye view makes it indispensable to
Judges who have never been to the
city.

Books

There are too many New York books
to list. Here are a couple of specialty
items that helped in the descriptions
of specific areas.

Of many books about-Lady Liberty,
Restoring the Statue of Liberty is the
hands-down best for Judges who
need to know what the Statue really
Iooks like down to the finest details. it
was written by Richard S. Hayden and
Thierry W. Despont, who led the 1986
restoration of the Statue. (Published
by McGraw Hill, 1986; trade paper-
back, 176 pages, $14.95).

Underground, by David Macaulay
(Houghton Mifilin, 1976; oversize
trade paperback, 112 pp., $5.95). This
fascinating exposition of the infra-
structure beneath a city street pro-
vided the hard data for Chapter 8,
“Underground Manhattan.” The book
describes the construction of building
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foundations, gas and water mains,
sewers, telephone and electric lines,
and storm drains.

Another Macautay book, Unbuilding
(Houghton Mifflin, 1987; trade paper-
back, 128 pp., $6.95), describes the
Empire State Building, but it takes a
whimsical approach: A rich oil sheik
buys the famous skyscraper, and the
building is dismantled floor by floor for
shipping overseas. In this backward
way the reader learns about sky-
scraper construction—useful to the
Judge who wants to destroy a few
buildings in a Manhattan campaign.

Macaulay’s books are usuaily found
in the children’s section, but they
make excellent reading at any age.
Large, meticulously researched,
cleariy written, and illustrated with ex-
cellent line drawings, they arouse
your interesi in things you never

. thought about before. “Now that you

mention it, how do they string the tele-
phone cables down those long pipes?

‘How do skyscrapers support all that

weight?”’ These books tell as much as
you want to know, and no more.

For those interested in history, Ma-
caulay has also done excellent books
abecut the construction of pyramids,
cathedrals, Roman cities, old mills,
and medieval castles. All are useful to
referees of role-playing adventures
sef against various historical back-

grounds.

Look for all these books in the chil-
dren’s section of your local library. You
can always tell the librarian you're
checking them out foryaur kid brother.

Another good book hiding in the
children’s section is They Said it
Couidn’t Be Done, by Ross R. Olney
(E. P. Dutton, 197%; hardcover, x +
134 pp., $10.95). This short volume
describes notable achievemenis like
Mount Rushmore, the Gateway Arch
in St. Louis, and the first moon land-
ing. The section on the Helland Tunnet
was the main source for the descrip-
tion in the Campaign Sourcebook, and
the Empire State Building entry is also
useful.

Along with these commercial
works, don’'t forget another useful
book: Manhattan’s gigantic telephone
directory. lis lists of addresses for



businesses and government agencies
can be useful when you need to know
the location of (for instance) the Army
recruiting station that foreign terror-
ists have threatened, or a specialty
bookstore that carries ancient necro-
mantic texts. And the residential di-
rectory gives you all the NPC names
you can ever use,

i you live outside the New York
area, try looking for a directory at a
main library or university library that
carries out-of-state phone books.

- Magazines and Newspapers
Among magazines, The New Yorker
ang New York magazine are nationally
distributed. They cover matiers that are
tangential to a role-playing campaign’s
concerns, but both leature extensive

A IS THE GREATEST
CiTy IN THE WORLD.

listings of theater, cinema, and events
that provide color for scenarios.

Since distributors in our world do
not carry the Daily Bugle, the Judge
outside New York must be content
with the New York Times and the Walf
Sireet Journal, two of the few national
newspapers. Those who live in New
York can find news, of a sensationalist

sort, in the New York Daily News and -

the New York Post.

Pictures

Photegraphs provide a useful ool
to help players visualize the seltings
of their adventures. New York, a city
with many beautifui views, has been
depicted extensively in many books of
phoiographs. Check the subject cata-
{og in your iocal library for titles.

One notable picture book: Above
New York, by Rcbert Cameron and
others {Cameron and Co., 1988; hard-
cover, 160 pp., $29.95), is a series of
airborne views of every part of the city.
Obviously this makses the book espe-
cially suitable for a super-hero cam-
paign, since heroes often fly over the
city. _

Another excellent though sporadic
source for New York photographs is
the monthly Nationa! Geographic
magazine. For instance, the May 1983
issue features an excellent article on
Brooklyn and the Brooklyn Bridge. Na-
tional Geographic is available only by
subscription or in libraries, or it is fre-
guently in tall vellow stacks at garage
sales,
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Lower Manhattan

. World Trade Center

. City Hall

. Chinatown

. New York Stock
Exchange

. Statue of Liberty

. Brooklyn Bridge

. Battery Park

. Chase Manhattan Plaza

. Holland Tunnel
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Village and

Lower East Side 5

10. Empire State University
11. Washington Square
12. Doctor Strange’s
Sanctum Sanctorum
SHIELD Private
Headquarters

SoHo

13.

14.

Midtown

15. Daily Bugle

16. United Nations Building
17. Times Square

18. Four Freedoms Plaza
19. Empire State Building
20. Rockefeller Center

21. Hell’s Kitchen

22. Madison Square Garden

Upper East Side

23. Guggenheim Museum
24. Maria Stark Park

25. Helifire Club Mansion
26. Gracie Mansion

27. Roosevelt Island Tram

Central Park

28. Sheep Meadow

29. Delacorte Theater

30. Metropolitan Museum
of Art

Upper West Side
31. Lincoln Center
32. Dakota Apartments

Upper Manhattan

33. Columbia University
34. Grant’s Tomb

35. Ryker’s Island
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INTRODUCTION

STOP! Have you read the Cam-
paign Sourcebook included in this
. set? If not, go back and look through
that book first. When you're done,
come back here. . . .

Now that the Sourcebook has con-
jured up New York City for you, this
Adventure Book describes how to use
it in telling stories—that is, in prepar-
ing adventure role-playing scenarios,
stories starring the characters your
players want to play.

The supplement begins with a list of
some notable gvents held each yearin
Manhattan. These events {end color
to a campaign and can inspire sce-
nario ideas. For more explanation,
consult Chapter 7, “The Manhattan
Social Calendar” starting on this
page.

Chapter 8 offers a lengthy discus-
sion of the technique of telling a single
stary. This treatment, especially use-
ful to the beginning Judge, is followed
by a series of treatises on individual
plot elements, like goals, master vil-
lains, and story climaxes. By picking
and combining these “plot ingredi-
ents,” a Judge can easily design limit-
less numbers of original scenarios.

This is, after all, a campaign set. So
Chapter 9 deals with the campaign,
the series of linked stories featuring
the same characters. Learn how to de-
sign a good campaign, choose PCs
and villains, dangers to watch out for,
and a few of the many types of play-

ers. Every Judge, no matter how ex-

‘perienced, can benefit from this

chapter. ;
Chapter 10 briefly discusses the
special requirements of a campaign
setin a large city, especially New York
City. The bibliography of useful books,

maps, and other resources points in-

terested Judges 1o further reading
about New York.

Chapter 11, the entire last half of
this book, is devoted to ready-to-run
scenarios, lots and iots of scenarios!

Firstup are not one, not 10, but 15(1)
individual mini-scenarios (in the style
of the Encounters in MHACS, New
York, New York). Each is keyed to one
of the Hotspot locations described in
the Campaign Sourcebook. Be famil-
iar with a given Hotspot listing before
you run the mini-scenario tied to it.

Finally, the campaign scenario,
“Fun City,” offers a full-length adven-
ture framework that uses as many
Hotspots as you want. The scenario
works with heroes of any power level,
both established Marvel characters
and player-created heroes. Run it as
part of an ongoing campaign or use
the optional ‘“Campaign Kickoff” to
begin a new campaign with a ready-
made background and long-term
goals for your characters.

The removable folder cover of this
booklet includes a large map of the
Manhattan subway system on the out-
side. On the inside of the folder are
several maps used in Chapter 11’s
scenarios.

The Point of This Book

This Adventure Book tries to convey
that role-playing adventures work by
the same rules as any adventure,
whether it is a comic book, prose
story, or movie. What does this imply?

1. The scenario has a definite struc-
ture and ground rules defined by its
story genre.

That doesn’t mean the adventure
proceeds in a straight plotline no mat-
ter what the characters do, but that
the dramatic action builds toward a cli-
max, where the storyline is resolved.

2. The scenaric’s characters have
genuine functions in the narrative,
and they work toward real goals. Their
paths to the goals vary according 1o
the characters’ personalities. But all
of them are trying to make something
definite happen in the story, not just
throwing punches.

3. The Judge narrates the sce-
nario’s events with a sense of tone
and staging. For definitions of these
ideas, see Chapters 8 and 9.

If you have wondered how to give
your scenarios greater depth, and
how to pull your players back for later
adventures in a broad campaign,
think about the advice in Chapters 8-
10. Note how the scenarios in Chapter
11 incorporate these ideas into their
design. When you master the art of
storytelling, your games become
richer and more compeliing.

Go to it

CHAPTER 7: THE MANHATTAN SOCIAL CALENDAR

“Hah!” Doctor Octopus cried.
“Yout're too late, heroes! | poisoned ten
water cannisters along the Marathon
raute. In one hour the ten runners who
drank them will die-—unless you can lo-
cate them and give them this antidote.”
Extending one adamantium tentacle,
the villain flung down a simple steel
vacuum bottle.

“Now,” Octopus continued, “f go to
carry out a large financial transaction.
You can follow and stop me—but then
you allow ten innocent athletes fo die.
Make your choice, heroes!”

His tentacles lifted him away toward
the Chase Manhattan Bank. The he-
roes gazed across cheering crowds,
as 50,000 runners frotted up the ave-
nue. . . .

This chapter lists some of the regu-
tar seasonal events in Manhattan and
greater New York City: parades,
shows, holidays, tournaments, con-
ventions, and festivals. They are
grouped according to the months in
which they (usually) oceur. A few nota-
ble events include brief descriptions.

How do you use these events.in the
campaign? First and easiest, they pro-
vide background color, scenic detait,
and atmosphere important to a Man-
hattan campaign. Even if you only
mention in passing a specific festival
or concert—perhaps as the opening
scene of an adventure that quickly
moves eisewhere—the players still
get a sense of New York’s vigorous,
cosmopolitan cuiture,

But these events can also function
in more important ways. Here are a
few suggestions.



The Lure: Important NPCs might

visit Manhattan to attend one of these
events. If the campaign is based it an-
other city, an event might draw PC he-
roes to New York, in either secret or
hero IDs.

The Job: Heroes could gain Karma
by appearing at some of these events,
as per the ‘“charity appearance”
award. Or police might ask heroes to
work larger events as crowd control,
high-profile security officers, or body-
guards.

And, above all other uses—

The Nefarious Plot: Because many
of these events draw large crowds and
often involve big loot or rare trea-
sures, they make fine targets for vil-
lainous mayhem.

A villain will find some events more

tempting than others, depending on
the bad guy’s goals and methods. For
instance, the Maggia would usually
show fittle interest in summer con-
certs in Central Park, but it might have
designs on the International Antiques
Show’s more valuabie items. On the
other hand, a terrorist who plans may-
hem would prefer o target the park
concerts or perhaps the Thanksgiving
Day Parade.

Customize the villain to the event,
the event to the villain, and both to the
setting and to your PCs’ interests.
That helps make your scenario an
event to remember.

This listing gives only regular an-
nual events. Hemember, New York’s
social schedule constantly simmers

with galiery openings, galas, concert
tours, premieres, trade shows and
cohventions, and one-shot spectacu-
lars. For example, in 1989, New York
City was the site of a huge bicenten-
nial celebration of George Washing-
ton’s  first inauguration as
President—in New York. Or, in 1988
Manhattan hosted a gigantic arts festi-
val featuring over 150 major events
and many more lesser performances.
This, too, may become an annual
summer event.

For more information about these
events, consutt New York City news-
papers or magazines (available at the
local library), or investigate the
sources in the Bibliography in the
Campaign Sourcebook.
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CHAPTER 8: TELLING STORIES

“A bunch of heroes were hanging
around together for no particular rea-
son. Suddenly they heard about a
super-powered villain’s evil scheme.
For no particular reason they set ot io
find the villain. They did, and in a big
fight they defeated the villain. The end.”

You'd be bored by a comic book
with this storyline. You might even say,
“l can write a better comic story my-
selfl” When you become a Judge, you
can. In your own “comics,” your role-
playing adventures, you can create
stories with as much excitement as
the Marvel comics.

This means you create, not just a se-
ries of fights, but a storyline with a be-
ginning, middle, and end; giving PCs a
clear goal and a struggle against vil-
iains with conflicting goals; and featur-
ing a supporting cast of NPCs who can
hinder or help the players.

This chapter discusses the ele-
ments of a good Marvel story or sce-
nario. First comes a general
discussion of story elements, pacing,
staging, and other important matters.
Novice Judges in particular should
find this useful.

Then the chapter presents a series
of detailed treatments of “plot ingredi-
ents,” such as villains, NPCs, death-

traps, and grand finales. By mixing

and matching these ingredients, you
can create hundreds of new sce-
narios. Any Judge, no matter how ex-
perienced, can use these to improve
adventures.

THE GENRE

A "genre” refers to a distinctive
kind of story, such as mysteries, West-
erns, romances, or fantasy, usually
used to distinguish it from general, or
“mainstream,” fiction.

Readers of these genres quickly
point out that there is wide variety
within each one. In the same way, the
Marvel comic-book genre includes
many kinds of stories. But there are
certain similarities among them that
are worth discussing here. _

Why is this important? Because to
tell stories like those in Marvel comics,
you should understand the rules by
which they work. If you already under-

stand the genre (and if you've been
reading Marve! comics for a long time,
you probably do), skip this section.

Setting the Tone

“Tone,” the most important factor in
gaming a genre, refers to the general
quality or atmosphere of the genre’s
stories. For instance, hard-boiled de-
tective stories usually have a dark,
brutally cynical tone, whereas ro-
mances stress true love and heart-
break. :

Stories of the Marvel heroes vary in
tone between the high-tech galactic
adventure of the Fantastic Four and
the urban nightmare of Daredevil.
With this variety, what genre elements
shouid you use in setting your tone?

Many elements depend on the kind
of campaign you choose and on the
power level of your PCs. But here are
some elements common to all Marvel
stories.

Good vs. evil: The heroes and vil-
lains may not always wear skin-tight
costumes, but you can always teli the
good guys from the bad guys. Marvel
heroes fight the good fight against var-
ious agents of death, destruction, tyr-
anny, corruption, and chaos. The
heroes, and your PC heroes, are al-
ways clearly on the side of right,

Some heroes, such as Wolverine
and the Punisher, often work on the
wrong side of the law and inhabit an
extremely gray area on the spectrum
of morality. But almost without fail,
their foes act worse than the heroes
ever would. So they, too, embody the
conflict of good and evil.

Herces who are highly motivated:

These characters have reasons for
what they do. Spider-Man knows that
with great power comes great respon-
sibility; the FF prevents super villains
and aliens from conquering the world;
the X-Men and X-Factor protect mu-
tanis from persecution; the Punisher
fights organized crime to avenge his
slain family.
- Just having miraculous powers is,
in itself, no reason to risk your life bat-
tling bad guys. Your PCs should have
origins that explain their motives, and
your adventures should reinforce
those motives.

Bad guys, just as motivated: Don’t
forget that the bad guys are people,
too (at least some of them). They fight
for a reason. The villains are greedy,
crazy, or just plain nasty; they yearn
for power, siaves, or ideological purity;
or they just want to prove they're the
best at what they do.

Whatever they are, villains are not
collections of numbers that exist to be
pounded on. They hatch many plots,
and they can really antagonize your
heroes—get on their nerves in a per-
sonal way. The villain who insults a
hero, makes his life hard, and kidnaps
his dog will mean a lot more to that he-
ro’s player than just another thug from
the rulebook. This gets players more
involved in the story.

High-speed action: Marvel comics
are exciting, and your adventures
should proceed in that tradition. Every
play session should include plenty of
chasing around, suspense, and as
much action as you ¢can squeeze in.

The characters should be dynamic
types who throw themselves into things
instead of hanging back and not getting
involved, afraid of losing Health. They
show their personalities through their
deeds, just like the characters in the
comics. The comic-book audience en-
joys a fast-paced story, and your audi-
ence of players is no different.

Humor: Don’t forget, while your vil-
lains plan civilization’s collapse and
the end of life on Earth, that Marvel
comics also feature liberal doses of
comedy relief.

Spider-Man always gets off plenty
of one-liners; where Thor goes, the
enormous Volstagg is seldom far be-
hind; even Doctor Strange manages
to grin from time to time. And some vil-
lains, such as the Impossible Man,
add welcome doses of silliness.

When your scenarios get too grim,
players can forget the reason they
play: to have fun. So throw in opportu-
nities for wit, satire, or even slapstick.

Genre Conventions

Aside from the elements that create
the genre’s tone, there are also un-
spoken assumptions that allow them
to work. Every form of entertainment
uses “conventions” of this kind. For
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instance, one of the conventions of
opera is that everyone sings beauti-
fully; of space-opera science fiction
movies, that you can move from
planet to planet in a reasonable time.
Without such assumptions, the whole
story falls apart.

You might think the conventions of
super-hero adventures include things
like high-tech gadgets, explosions,
and big, climactic battles with villains.
But those are just plot elements, and
many perfectly good Marvel stories
don’t involve any of these. Conven-
tions are more subtle. For example:

1. If you wear a mask, nobody can
tell who you are.

This is the way secret identities
work. No one can figure out a hero’s
true identity without carefui detective
work.

2. If you catch someone who is com-
mitting a crime and haul the crook to
the police, the crook goes to jail.

Occasionally this idea fails, but only
when the story specifically calls for it.
For instance, Daredevil turned in the
agent called Bullet, but Builet's gov-
ernment connections got him out of
police custody in hours.

In general, though, this convention
prevents herpes from having to worry
about the legal system, since having to
do so seldom produces exciting stories.

3. You can say a lot during a pitched
battle.

Give your PCs time to make threats,
stirring speeches, or insults between
thrown punches. Villains can drop
clues or gloat. Think of these orations
as the word balloons in a comic-book
panel. These “soliloquies” take no
game time, and they make for a color-
ful fight.

4. The heroes are the only ones who
can solve the problem at hand.

The Marvel Universe, especially
New York City, is crowded with he-
roes. But part of what makes them
heroic—and what makes a good
story—is that each one faces his or
her problems head-on, alone.

When the assassin Bullseye went
on a killing rampage through Manhat-
tan, did Daredevil knock on the door of
Avengers Mansion and say, “Thor,
could you take care of this little matter
for me?” No. Daredevil fought and
bested his enemy alone, because it
was Daredevil’s story.

In game terms, you should prepare

scenarios uniguely suited to your
ptayers’ characters. If they aren’t able
to handle magic, don’t throw a lot of
magical perils at them; they will just
have to locate Doctor Strange and ask
for help. Your PCs are the stars of the
story, so they are by definition the best
heroes to handle the situation.

Of course, an occasional visit to
Four Freedoms Plaza or Avengers ls-
land is okay. For instance, the heroes
might need to borrow a piece of equip-
ment that only the Avengers or FF
would have. But if the players start to
lean too hard on other hero groups,
make sure those others are conven-
iently “off on missions” when your
scenarios take place.

5. Heroes make a difference.

New York City may be huge and
have problems that millions of people
can’t solve, but the efforts of its few
super humans make life better for ev-
erycne. Sometimes this convention,
too, is honored in the breach rather
than the observarnice, but, in general,
Marvel comics strike a positive note
about their heroes’ role in society.

When you show that your PCs are
improving their world, the piayers feel
good and continue playing. But if the
PCs mess up all the time, and their
presence only makes things worse,
the players wilt come to feel that they
are better off staying home.

ABQOUT STORIES

How do you turn all of these ideas
into an adventure? How do you mix el-
ements of piot, characters, settings,
surprises, and goals, present them to
your player characters, and turn their
responses into an exciting story?

One funny but useiful approach
compares your role to that of a chefin
a big kitchen. The episcdes of your
story are like the courses of a dinner,
and you have a selection of stapie in-
gredients to mix in your recipes.

Premises: These are the spring-
boards for stories or adventures. A
premise provides a situation, a goal,
and reasons to try to reach the goal.
For example, “The Leader has cap-
tured the TV and radio stations atop
the Empire State Building and is
broadcasting subtle hypnotic sugges-
tions. The heroes must get to the stu-
dios, stop his broadcasts, and find a
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way to reverse the hypnosis, or at
dawn millions of people will walk into
the ocean and drown.”

For more premises you might con-
sider using, see the “"Summary” sec-
tions that begin the scenarios in
Chapter 11.

Goals: In a story, the player charac-
ters work toward genuine goals.
“Stop Doctor Doom from taking over
the UN building” “Find the evidence
thatwill clear a PC hero of this murder
charge.” “Locate and rescue the
Mayor”

There are many goals, ali of them
having real effects if the heroes reach
them or fail. Make your story’s goal
one the characters care about, and
that motivates them to act heroically.

Settings: In a story, the environment
is important. It can detsrmine the
course of the plot, and it does more
than anything else to establish the
tone and atmosphere of the story.

Think about Times Square. Or Four
Freedoms Plaza. Or Doctor Strange’s
Sanctum. These aren’t just maps with
numbered rooms, they're places
where people live or work, with unique
features that set a mood.

A low, smoke-stained ceifing with
shreds of paint stifl clinging at the cor-
ners. Hot, bright incandescent lights
hanging low over green baize tables
that smeli of grease and dust. The cue
balf clicks against the shiny black 8.
Big guys in cammo vesis or flashy
suits look for shots. Now and then a
police siren wails across town, and
haif the players start, looking suddenty
guifty. Mumbled bets, crinkling bills,
ice cubes clacking in shot glasses,
hazy warm air.

If you give your players these de-
tails, they'll know more about this
story than if you aaid, “There you are
in a sleazy pool hall.”

Another way to describe settings is
to draw on your players’ shared expe-
rience of reading Marvel comics.
Compare sites to the scenes in the
comics: “This is a luxurious brown-
stone like the one Matt Murdock used
tolive in,” or “This is a big, shiny labo-
ratory like Reed Richards uses in Four -
Freedoms Plaza.” This is a shorthand
way to set the scene.

The Hotspot entries in the Cam-
paign Sourcebook include enough de-
scriptive detail to get you started, and
you can improvise the rest as needed,



from your imagination or additional
reading.

Confiict: 1t’s not a story unless
something prevents the heroes from
achieving their goal with ease. Maybe
bad guys are chasing them, only a
stretched footstep behind. Maybe the
person they're sent to find doesn’t
want to be found, or works to sabo-
tage the heroes, or has been kid-
napped. Or a tremendous disaster
has endangered the city, so the he-
roes must spend valuable time rescu-
ing innocents.

Obstacles to success make exciting
adventures. They come not just from
viliains and henchmen, but from the
environment, misunderstandings, or
neutral NPCs with conflicting goals.
And not all obstacles can be removed
with a haymaker or repulsor ray.

Suppose your heroes need to catch
a taxi to Queens, so they can warn
Aunt May that a villain is headed her
way. The only taxi around is occupied
by a stuffy rich guy who wants no truck
with rowdy muscular guys in funny
suits. He's got bodyguards and pow-
erful connections; he can probably
outbid the heroes; and if they punch
him out, they’ll ruin their reputations.

This conflict forces PCs o think
around a problem. Even though no-
body has swung a fist or destroyed a
building, the story is exciting and in-
volving. Try to put many kinds of con-
flict in stories. ;

Non-piaver characters (NPCs):

Some NPCs are interesting allies or.

villaing, with their own skills and
goals. Others are faceless threats,
like thugs or monsters, who are just
there for the herces to overcome.
Both kinds fill essential roles in your
plot.

Surprises: What comic reader
doesn’t like a good twist in the narra-
tive? When Spider-Man’s first black
costume turnied out to be a vampiric
alien, that startled readers every-
where. When Thor was briefly replaced
by the alien Beta Ray Bill, no one was
exactly sure what was going on.

When players are acting without
much thought, because they think
they know what’s coming next, make
sure they're wrong. Any story offers
chances to make the players have to
readjust their expectations with a sud-
den lurch.

Maybe the heroes are trying to res-

cue an ambassador’s teenage daugh-

‘ter, who has been kidnapped by

terrarists. The PCs cress the city to
the terrorist hideout, sneak in, silence
the lone guard, and wake the young
woman. She lets out a screech and
calls for the terrorists! It turns out
she’s allied herself with them to rebel
against her father and create a new

life without him. The players, having -

proceeded without thinking, must suf-
fer the consequences.

But when the players are alert, think
matters through, and plan intelligently
for likely turns of events, don’t shove
in an arbitrary surprise just to mess
them up. If the pian they offer would
work as you have arranged matters—
even if it isn’t the way you had figured
it would be—it deserves to succeed.

In this way you reward intelligence,
and players don’t start thinking, “Why
bother planning when we’re going to
get blindsided anyway?” Sometimes
when the heroes execute a plan flaw-
lessly, with no drawbacks, the suc-
cess itself surprises the heroes more
than any failure you could invent.

The grand finale: A story’s excitement
should build to higher levels, and then
be resoclved in a single dramatic con-
frontation. More often than not, this is a
slugfest with the main villain.

in this climax, the main story ele-
ments shouid be resolved, main goals
reached or lost, and most important
characters dealt with in some fitting
fashion. Maybe the chief villain es-
capes, surviving to fight again . . . but
for now, no one has to worry about him
or her for a while.

You can’t always know your story’s
climax when you design the adven-
ture, because players can act unpre-
dictably and send the piotline
careening off in new directions. But as
you judge the adventure, be alert for
ways to resolve the story in a dramatic
final scene. Read more about finales
later in this chapter.

ABOUT TELLING THE
STORY

Now that you've cooked up a din-
ner, you should decide how to serve if.
How will you get your players into the
story, and how will the plot develop?

Length: Have a rough idea of how
long the whole adventure should take.
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Of course, players always do unex-
pected things that affect the length of
time a story takes io complete. They
take a few days off to earn money or
date their girl/boyiriends, or they acci-
dentally stumble on the high-tech item
that destroys the villain in one turn.
You can’t plan for this, bui you ought
to have some notion of how many eve-
nings everyone will have to keep open
1o finish the adventure.

A short scenario, with an immediate
goal and one or two cbstacles, can
take a few hours—one play-session.
An extended adventure, lasting many
days of game-time or ranging across a
wide area, with lots of fights or
chases, can take many sessions of
several hours each.

in planning an extended adventure,
try to break down the story into
session-length “episodes” or install-
ments. Each episode should offer cer-
tain features in its own right, such as
action and an opportunity for each
player character to do something use-
ful. Otherwise, the adventurs may
drag, and some players can grow dis-
satisfied. Episodes are discussed fur-
ther below.

in a campaign, it is often a good
idea to alternate extended, multi-
session adventures with shorter,
“one-shot” stories. The short breaks
provide light relief from the rigors of a
lengthy adventure, in the same way

. you might take a break from reading

multi-part graphic novels to browse a
short story.

Getting underway: First, make sure
you have all the game materials vou
need, such as pencils, dice, and
“paranoia notes” (slips of paper the
players use to pass private messages
to the Judge). And set out plenty of
munchies—role-playing is hungry
work! Then everything is ready.

Before the adveniure begins, get
each player to introduce his or her
character to the others. If it is not an
established Marvel character, the
player should describe the character’s
appearance and perhaps some back-
ground.

Starting an adventure can be a
problem. The goal is not only io
present a situation, but to involve the
players in it—to get them emotionally
committed. The “Adventure Hooks”
section later in this chapter gives spe-
cific ways to pull players into the story.



But here is one point of general ad-
vice:

Consider starting the heroes right in
the middle of everything. Tell the players
that their characters received an urgent
summons from a police stooclie; when
they went to rescue him, they stumbled
into a Maggia ambush. The gunmen
are firing. What do the PCs do?

Already players can make interesting
choices, they're headed in a clear direc-
tion, and you bagin to establish the torie
for this adventure. When the action lets
up for a moment or two, convey the
premise and goal of the story, and let
the heroes charge ohward.

Pacing the story: Once they're
charging, how fast do they get where
they’re going? As fast as possible, of
course. Keep things rolling along, and
don’t get bogged down in detail. If you
are noi sure about a rule, invent some-
thing reasonable and continue; then
you can check later, and reverse your
earlier ruling if it's still necessary and
feasible.

And players shouldn’t make things
drag with rules questions, either. Their
characters don’t have time to flip
through rulebooks in the midst of
heated exertion, so the players
shouldn’t either. If you make it clear to
players that you will treat them fairly
and that a finicky ruies question won't
govern the success or failure of their
mission, they should be willing fo sur-
render to the moment and piay the
roles, not the rules.

STORYTELLING STYLE

The way you describe settings, im-
personate characters, and dramatize
action directly influences how much
fun everyone has.

First, don’t drone. The Judge who
recites his or her narrative in a bored
monotone or a singsong voice, like an
accountant reading figures off a tax
return, inspires players with no more
enthusiasm than the tax return would.

Also, when the action becomes ex-
citing, get excited! Raise your voice.
Gesture. Make noises, like the explo-
sion of gunshots or the zaps of magic
spelis. Just ook at any Marvel comic
for sound-effecis ideas. Ham it up!
Your enthusiasm will draw people into
the spirit of the story. Or if not, at least
they’ll be entertained watching you
act crazy.

Staging

Here is how two different Judges,
one brand-new and the other experi-
enced, describe the end of one battle.

L

The new Judgs: “What did you roll?
Okay, that's a hit. Doctor Octopus
takes incredible damage. That brings
him te 0, ali right. He maies his Endur-
ance roll, so he’s not dying, but he's
out cold.”

The experienced Judge: “What did
you roli? Okay, your energy boit
shoots out like lightning, kzat! it crack-
fes yellow, white, blue. The smetll- of
ozone fills the air. The bolt strikes Doc-
tor Octopus right in his stomach. His
arm controls spark and fizzie, he jerks
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his head back, and he screams!

“His arms falter. They’re still hold-
ing him up, but he’s sagging to the
floor tike an old man. He sinks lower
and lower. And all the while he’s mum-
biing, "You can’t beat me again—this
time 've got you—just let me catch
my breath—’ Then the arms give way
all at once, he hits the floor, and he lies
there twitching.”

L

The second Judge’s narrative ex-
cites the players, helps them visualize
the action, and simulates the “feel” of
Marvel cornics. This is called staging.

There’s nothing wrong with rules,
but they exist only to help you and the
players create stories. So tell the sto-
ries something like an on-the-spot ra-
dio news reporter. Describe the fight
blow by blow, not die roll by die roll.

A few tips for colorful description:

Use many senses. Describe what
the PCs see and hear, but also include
interesting smells, the temperature,
when it's useful, and the way the
scene makes the characters feel:
“The Hudson River is wide, slate gray,
and smelis like the oil in an old gas
station. A stiff, cool breeze blows to-
ward you. A few derelicts are stagger-
ing along the waterfront. You feel as
desolate as they look.”

Use sound effects. As mentioned
above, don’t hesitate to “bang! ka-
boom! zami” all you like. Don't be
shy—you’re the Judge, so you can do-
anything you want. If the players make
fun of you, throw an incredible super-
powered villain at their characters.



That shouid hushthem up!

Design dramatic entrances and ex-
its. A major character’s appearance or
departure is worth playing up. f's
okay to say, "There's Doctor Octopus,
and he springs to the attack” But you
increase suspense and interest if you
say, “The only sound in the ware-
house is the buzzing of a fly. It flies
down in front of you—and suddeniy a
metal tentacle lances down and grabs
it out of the airl Overhead, Doctor Oc-
fopus shouts, ’1 have you now!’ ”

Melodramatic entrances and exits
can be overdone, so he careful. Listen
to your players. If they sound primed
to expect a big splash, consider catch-
ing them off-guard by having the vii-
lain siip in quietly. "“You searched the
city for the Beetle, but you found noth-
ing. After several hours, you get tired
and go back to headquarters. You
head for the kitchen to make a cup of
coffee . . . and he's waiting for you at
the kltchen table.”

Describe powers vividly. If your PCs
fire power boits of Amazing intensity,
make them sound amazing.

“Orange fire builds around your fin-
gertips. For half a second you wonder,
as usual, whether this time the power
really will incinerate your hand. The
energy builds before you can blink
your eyes, and you launch the fireball
in a blaze of yellow light.”

This makes players feel super hu-
man in a way that “You hit him with
your flame boit” just can't.

EPISODES

When you create a long story that
players can’t complete in one session,
give thought to breaking up the plot
into episodes.

Each session of play should be in-
teresting in its own right. Otherwise,
after a dull stretch, the players might
not comea back for the next one.

And it’s a good idea to break off a
session either (&} al some natural
pause, such as after a big fight, when
the players and their characters would
naturally unwind; or (b} at a dramatic,
clifi-hanging moment, such as just be-
fore a big fight, when your players can
hardly wait to see what comes next.
This way you know they’ll come back
for the next session!

An exciting episode of your story
should include a ot of the ingredients

of the whole story: a clear goal, inter-
esting characters, maybe some mys-
tery. And the episode involves specific
plot elements, such as (one or more
of) these;

- fighting

- a chase

- high-tech superscience or magic
in the mighty Marvel manner

- investigation, if the story is a mys-
tery, or if the goal isn’t clear

- comedy, such as interaction with
NPCs or weird twists of the plot. Don't
let the laughs undermine the impor-
tance of the fight against evil; but
don’t get so solemn that nobody has a
good time.

The most important rufe: In plotting
an episode of your story, think about
all the players and their characters.
Ask what each character can doin this
episode. Each player should feel his
or her involvement is important.

Maybe only one character speaks
the language of your important NPC,
while another knows how to infiltrate a
villain's master computer. A third is the
only cne who can detect that magical
trap, while the fourth has a weapon
perfect for foiling an ambush.

Make sure everybody gets to show
off at least once. That's one of the
prime attractions of role-playing.

RESOLVING THE STORY

So the game is going along fa-
mously. Eventualty, however, like any
story, it must end.

Crealing the Story Climax

in theory, your adventure has set
the heroes a particular goal, and they
have been opposed by one or more
main adversaries or obstacles. In the
climax, try to draw together the he-
roes, the adversaries, and the goal.
Either the heroes reach the goal, or
they fail conclusively; the bad guys
are overcome, or escape, or friumph
(for the moment).

One way to analyze your story and
design the climax is to visualize an
event that changes the situation, obvi-
ously and permanently. Somebody
dies; a hero’s (or item’s) latent power
is activated; the object the villains
seek is destroyed; a hero and heroine
fall in love; the setling burns down or
explodes.
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Dramatizing the Climax

As the story reaches its end, the
players should not lean back to watch
the show. You must dramatize the
action. That doesn't mean waving
your arms dramatically as you de-
scribe the ending; it means you in-
volve the PCs as key actors in the
drama. The heroes must take action

" to achieve success.

If the climax of the adventure is an
exciting battle, that's fine, and cer-
tainly not without precedent. Ancther
interesting type of dramatization re-
quires characters to make a choice,
then act on that choice. Then they
must deal with the consequences of
the choice.

For example, the villain may kidnap
a guide who helped the characters on
their adventure. At the climax, the vil-
lain appears with a knife at the victim’s
throat. Do the heroes let the Villam get
away?

Or a spy who's been reporting to a
villain on the PCs’ movements turns
out to be the daughter of an important
NPC, perhaps the characters’ patron.
Do they arrest her on the spot?

Perhaps players will have no trou-
ble with these decisions, but making
them agonize isn’t the point. The
choices they make define their char-
acters and determine the course of
the story. There is a whele section
about these “dilernmas” later in this
chapter.

You manipuiated the sequence of
events to bring about the story’s cii-
max. But once you reach it, major ma-
nipulation is uncalied for. You can
have a villain miss his FEAT roli or fail
to see a brilliant tactic, if it would make
for a dramatic defeat (see below). But
in general, the actions the player char-
acters take of their own accord should
decide the story’s outcome. Other-
wise, the players feel like they're
watching events, not shaping them.

if they fail completely, the failure
need not be permanent or fatal; see
“Victory Levels,” below,

Don’t Let Dice Mess You Up

The heroes corner your master vil-
lain, confront him with his crimes, de-
liver their impassioned speeches, and
hit him with overwhelming force. Eve-
rything’s set up for his deieat; he’ll
stagger a few steps, shake his fist in
impotent rage, and drop into a bottom-



less pit. All they have 1o do is hit him.

You roli his Dodging or Evading
FEAT, and he evades their blow with
ease. The moment is lost. The PCs re-
sort 1o a long, tedious battle of attri-

tion, wearing him down into
unconsciousness so they can kick him
while he’s down.

What went wrong? You let your dice
do the thinking for vou, that's what.
The dice don’t tell the story, you do! If
their results interfere with a fun, satis-
fying adventure, what do you gain by
slavishly obeying them? The reason
you're ail playing is to have fun, and
“having fun” and "“following each and
every rule, without exception” don’t
always mean the same thing.

You might ask, “But isn’t this cheat-
|ing?” Sure, but cnly to help the play-
‘ers have a good time. That's the rule
that precedes all other rules. So if you
think a scene would flow better if your
villain rolled low instead of high—he
did! (Just make sure you roll the dice
out of the players’ view, so they don’t

know you’re fudging.)

it makes a good story. It doesn’t hurt
anybody, except the villains. And they
won’t complain.

Victory Levels

The heroes won or lost. But maybe
it’s not that clear-cut. They rescued
the hostages, but the viliain escaped.
Cr, they defeated the radioactive mon-
ster, but it managed to destroy mid-
town Manhattan beforehand.

In designing an adventure, think
about levels of victory. The major goal
may include certain minor or acces-
sory goals, and the PCs may achieve
some but not others.

Most imporiantly, the heroes’ victory
may not be conclusive. If they cverlook
clugs, don’t take alt the right actions, or
suffer a string of awful luck, the villain
may get away. Or they catch the bad
guy, but the building the heroes were
guarding gets destroyed in the process.,
Not good for the reputation.

These inconciusive victories sow -

the seeds of future adventures. The
villain vows revenge, or the site must
be rebuilt and looters chased away,
and so on.

Defeat: Beyond the foggy land of in-
conclusive victory lies the swamp of
utter, dismal, unconditional failure.

_ Marvel characters don't often blow
" it in major, permanent ways. Both in

comics and in game scenarios, ihey
corme out on top. And & good thing,
too; given the high stakes in a super-
hero adventure, the heroes’ failure
may mean the end of life on Earth as
we know it

So are you forced to put PCs on a
raifroad track to success? No. Failing
a mission need not mean the death of
everyone involved, nor the triumph of
evil. If the players fumble, there are
less extreme ways of ending the ad-
venture and letling them know they
blew it.

They can lose weapons or devices.
If the PC playing Thor loses his Uru
hammaer, you can be sure he knows he
made a mistake somewhere. if your
characters are forcibly parted from
their possessions, they’ll hunger to
track down the bad guys and retrieve
them. Another adveniure!

Or you can let the enemy capture
the player characters. Then the he-
roes escape in the next scene and try
to pull together the remnants of their
mission. And remember, after a failure
the goal should somehow be harder 1o
achieve.

Other penalties include reduced
Karma awards, scathing editorials in
the Daily Bugle, and the scorn of the
characters’ peers.

A bad way to handie the players’
failure is 1o bring in an NPC to make
things right. This galls the players and
makes them feel useless. An impor-
tant part of role-playing is the illusion
that the player’s character can, and

must, influence events. if an NPC is
‘always. waiting in the wings to patch

up mistakes, a player will think {justifi-
ably) that he or she could have stayed
home.

The ultimate penalty is death. In a
story, death is important and, usually,
final, Don’t let your characters die
pointlessly in some random gunfight.
Their deaths should serve the plot (but
not—note!—be vital to it). A hero’s
death shouid be a dramatic, emo-
tional moment in the story. Try to stage
it as part of a climax, or vice versa, and
be sure to give the character a chance
for a few poignant {or defiant) last
words.

Failure happens. Reasons are not
important, after the fact. Be ready to
salvage the situation and set the stage
for another adventure, in which the
heroes have a chance to redeem
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themselves.

Rewards. The good guys usually
win. After a fong and hard-fought bat-
tle, the PCs want to know their efforts
have been appreciated. That appreci-
ation usually takes the form of Karma
awards, but there are also other ways
to reward heroes.

Equipment, for example. A rescued
millionaire or grateful bank president
could give them a spiffy limousine or
private aircraft. Or the heroes might
ctib a magic ring or high-tech gizmo
from the villain’s headquarters. (Not
only does this work as a reward, it can
also trigger a future adventure.)

Iintangible rewards can be just as
useful: the friendship of a more power-
ful or experienced hero; favors earned
from the mayor or chief of police: a
contact at the Daily Bugle; even the
grateful tears of an old widow.

What about the rewards for han-
diing really world-shattering events?
Depending on the heroes’ reputations
and standing with the police, city offi-
cials could arrange & ticker-tape pa-
rade up rifth Avenue. Fitthy rich or
influential people could buiid an entire
headquarters for the heroes. National
news shows broadcast the PCs’ hero-
ism. Of course, that means every gun-
slinging super-powered villain hot to
make a reputation will target the PCs!

Every reward should sow the seeds
of future adventures. The story grows
into a campaign . . . but that is the sub-
ject for the next chapter.

PLOT INGREDIENTS

The following pages describe a few
important story elements in greater
detail. These discussions include lists
of “plot ingredients” that you can
combine to create your own sce-
narios. This approach owes much to
another TSR product, the excelient
Dungeon Master’s Design Kit by Aaron
Allston and Harold Johnson. Though
intended for fantasy role-playing, this
product offers a great deal of interest
to Judges and to game referees in any
genre,



GOALS

Here are several key points to keep
in mind when choosing scenario goals
for MARVEL SUPER HEROES™ ad-
ventures:

1. Define the goal for the players as
clearly as possible.

This is essential. If the players don’t
have a clear idea of where they are go-
ing, they may just dither, or even strike
out in frustration at the nearest likely-
looking target.

Not only should you convey the goal
at or near the beginning of the adven-
ture, yoiust must also take care to give a
clear minor goal in each scene of the
adventure. The heroes may know they
are supposed to stop Doctor Doom’s
plot to shrink Manhattan to the size of
a grapefruit, but if they don’t know
how to start looking for him, you
haven’t clearly defined the first
scene’s goal.

2. Convey to the players the conse-
quences if their PCs fail to reach the
goal.

If the consequences of failure don’t
seem serious, and preferably drastic,
rethink the goal. Make it important!

“Important” does not always mean
world-shaking. The conseguences
can be completely personal. For in-
stance, if failure in the adventure
means that Aunt May dies, a good
Spider-Man piayer will be just as moti-

vated to reach the goal as he would if

failure meant the downfali of America.

In assessing a goal’s imporiance,
be aware that in a role-playing con-
text, threats against a PC’s well-being
are functionally identical to threais
against the city, nation, or the entire
world. Both are equally serious. They
both involve the players’ emotions to
the highest degree.

This principle is useful when you
want to run an adventure with poten-
tially disastrous conseguences, but
you don’t want to materially alter the
campaign world. Even though life
goes on, a single death in an adven-
iure can be a disaster.

3. Establish paths to the goal that
every PC can use.

if one PC is a sharp detective, a la
Daredevil, and another plays a power-
house like Hercules, give both of them
ways to be useful. Thisis fundamental

to all good scenario design.

But the heroes should be able to suc-
ceed in the goal even when a particular
PC is missing, unconscious, or other-
wise indisposed. If the PCs can't win
without that one character, something is
wrong. |deally, each individual PC could
be the key to victory, with the others
working as backup and support.

4. If possible, link the goal to distinc-
tive features of the scenario’s setting
and vilfain,

This is really just chrome, a way to
increase the players’ sense of place.
You can run a fine generic adventure
that has nothing special to do with the
setting; you just miss an opportunity,
that’s ali.

And some stories work regardless
of the ultimate bad guy. The villain’s
psycholegy and peculiar motivation
are unimportant; he or she is just an
opponent to beat up in the last scene:
This kind of story is not wrong or inher-
ently bad. It just doesn’t take advan-
tage of many colorful possibilities of
storytelling.

All that said, here are some sample
goals that should inspire new and in-
ventive scenario ideas:

Clear Name

Somecne has framed a hero or
NPC for a dreadful crime. While the
accused hero evades public brickbats
or the NPC languishes in jail, the he-
roes must find the responsible villain.
Then they must bring back satisfac-
tory evidence of the frame-up, some-
times the trickiest part of the mission.

In a continuing campaign, keep in
mind some outcome in case the heroes
fait the mission. The accused must
stand trial or the group’s reputation is
ruined. This can give the campaign a
new direction for a while. But eventually,
of course, you allow the heroes to dis-
cover new evidence to clear them-
selves. (See "Evidence Uncovered”
and “Mistaken identity” in “The Adven-
ture Hoek” section below.)

Explore

Not many places on Earth remain
unexplored, but there are always the
ocean, Subterranea, outer space, and
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other dimensions such as the Nega-
tive Zone or Dormammu’s Dark Di-
mension.

No one can get there but super be-
ings, 0 a scientist or research society
asks the PCs to look around. The he-

roes must journey there and come

back alive. Often the heroes must
bring back some legendary artifact as-
sociated with the location.

Most likely a villain is using the des-
tination as a headquarters or is plot-
ting to strand the herces at the
destination. Whether or not foul play
ensues, play up the sense of wonder,
the idea that the PCs are heading
“where no cne has gone before.”

Find Escaped Viliain

The Vautt calls. “Uh, don't exactly
know how to expiain this, but remem-
ber that arch-nemesis you dragged in
tast month? Well—"" A clue or two, of a
kind only the PCs can decipher, puts
the heroes on the escaped criminal’s
trail.

This goal is straightforward and to
the point, and especially suitable
when the heroes have a personal
grudge against the escaped villain.

Help Friend or Ally

A fellow hero, dependent NPC, or
childhood friend seeks out a hero’s
help. The NPC is being menaced by
some side effect of the villain’s plan.
The heroes must quash the plan to get
the friend out of trouble.

If you prefer to increase the para-
noia tevel of your campaign, the
“friend” could traitorously lure the he-
roes into the villain's deathirap. But
once stung this way, players will never
regard their friends with open-hearted
fellowship again.

Personal Gain

Super beings are, as a rule, above
monetary pressures (though Peter
Parker wouid disagree). But “gain”
doesn’t have to mean just money. The
adventure goal might be procuring
advanced technology for a hero’s
fancy power armor—but the needed
gadget was just stolen by the adven-
ture’s villain! ;

Alternatively, the heroes might be



looking for information about their mys-
terious past, or iegendary magic spells
or treasures. Or they might be trying to
“build their rep” as heroes so they can
apply for an Avengers franchise.

Pratect

The PCs must guard a valuable per-
son or item, such as a withess toc a
Maggia killing, a priceless Lemurian
artifact, the US President and the So-
viet Premier during a summit meeting,
and so on. '

Another simple, straightforward
goal, protecting something puts the
heroes in a passive role until someone
tries to do damage to the protected
item. So plan on either a slow start to
the adventure, or just cut immediately
to the exciting scene: *You were
called on to guard the Wakandan am-
bassador, and for three days, all has
gone well. But suddenly—"

Rescue

A ransom note, a whispered phone
call that is suddenly cut off, a broad-
cast appeal by the Mayor—anything
can let the heroes know someone has
a person or item that the PCs must
get back. Usually they know the vil-
tain’s identity from the start, but must
find the bad guy’s stronghold, enter
stealthily or invade in full force, and
get out alive. (Most self-respecting he-
roes don't try to get out until they've
thoroughly trashed the place.)

Often the villain is expecting the he-
roes and has a deathtrap or two wait-
ing. Only forethought and skillful entry
can keep the PCs out of the trap.

This goal also appears when the
PCs have messed up the “Protect”
goal above. “You let this mess hap-
pen,” some authority figure tells them,
““so get out there and make up for your
mistake!”

Solve Mystery

Colonel Mustard has heen found
dead in the drawing room, and a
bloody lead pipe lies beside the body.
Who did it?

Murder mystery plots den’t often
work well in super-hero stories. Their
complicated structures of motive,
method, and opportunity call for
heavy thinking. Many PC heroes
aren’t built for that kind of endeavor;
or they may have powers that solve
the whole case in one turn.

For a more appropriate genre ex-
ample, who turned the Eiffel Tower up-
side down, and why, and how? How
did that minor villain become so pow-
erful? What are those strange rum-
blings issuing from that new IRT
subway tunnel?

This kind of mystery suits a heroic
campaign much better. The heroes im-
mediately see courses of action. They
can solve the mystery through physical
means (getting to the end of that sub-
way tunnel, for example) and confront
the responsible villain in battle. This is
the heroic equivalent of a mystery, and it
works well in a scenario.

Thwart Nefarious Piot

The quintessential goal. The Man-
darin has just mind-contrclled ali of
Wall Street and threatens the Western
world with economic chaos. The King-
pin is turning an entire student popu-
laticn of a downtown high school into
drug addicts. Doctor Doom has
planted nuciear weapons underneath
every state capital building. And s
on. :

The heroes must find the bad guy,
punch his or her lights outs, and de-
stroy all equipment vital to the piot.
You can’t find a purer version of clas-
sic comics than this.




VILLAINS

What would comics be without
them? Nothing better defines the
point of your story than the identity of
its villain.

H you want & rip-roaring chase
across the city, you need a fast-
rmoving thief to purloin a valuable
item. If you want to tell about racial in-
tolerance, your villain should be an in-
sane ideologue. For an adventure
with awesome landscapes and titanic
power, choose Mephisto or Dor-
mammu. For a comic change of pace,
who better than Madcap or the impos-
sible Man?

Choose a villain according to his or
her motives and methods, as well as
power level relative to the heroes.
Power levels are addressed in Chap-
ter 10; motives and methods are dis-
~ cussed separately below.

MOTIVES

Motives teil what drives your story’s
villain, the goai his or her plots try to

achieve and (often) weaknesses that.

the heroes can expleit. For example, a
villain motivatad by greed can be
tempted away from his target if the he-
roes create a convincing illusion of
greater gain elsewhere. And a villain
who is just crazy has many weak
points. :

Here are some sample motivations.
Some are expressed as goals that the
villain strives to achieve.

Corruption

This sinister, often horrific villain
works to debase all that is good in hu-
manity. His or her methods are cus-
tomarily subtle and insidious. A single
defeat does not spell the end of this
villain’s threat. Such villains may not
necessarily be very powerful, but are
truly as evil as they come.

Example: Mephisto.

Evading Capture

The bad guy has already seen Ry-
ker’s Isiand or the Vault and has no de-
sire to visit again. This motive is
usually transitory, lasting for an ad-
venture or two until the bad guy re-
establishes a headquarters and
begins plotting afresh.

See also “Find Escaped Villain” in
the “Goals” section of this chapter.
Exampile: Electro.

insanity/ldesciogy

This catch-all category describes
villains who do bad things for reasons
of personal belief, derangement, or

~ just pure nastiness.

The belief can be a twisted version
of an accepted ideclogy, such as
Nuke's super-patriotism. Or the belief
can be straightforward hostility to hu-
man beings’ continued existence, as
with the Lizard or Ultron.

This category also includes those
under the authority of higher agencies
that support a specific ideclogy. For
example, Freedom Force is nominally
controlied by the US Government,
and the Soviet Super Soldiers usually
follow the Kremlin’s orders. Note that
super-powered villains are indepen-
dent types who seldom follow orders
without guestion.

An ideological or crazy villain works
best in one of two ways:

1. A horrific expression of man’s
darker side. The villain throws away
all notions of civifized conduct and the
brotherhood of man because of & nar-
row, distorted doctrine. Play the fa-
natic carefully; keep him or her scary,
not (just) contemptible.

2. A total bozo. Some of these guys
¢an be funny, in a twisted way. In a hu-
morous adventure, you stress the bad
guy’s distance from reality, instead of
his or her potential threat. Don’t let the
bad guy kill anybody, or the adventure
suddenly turns grim.

Examples: The Brotherhood of Evil
Mutants, Crimson Dynamo, Fool-
Kilier, the Hand, the Jester, the Lizard,
Mister Hyde, Nimrod, Nuke, the Pun-
isher, the Red Ghost {formerly), Scor-
pion, the Sentinel robots, and Uklron.

Mischief

Life is boring! Time to pep it up a lit-
tle. And those PC heroes—they’re
such stiff-necked popinjays. Maybe
they should have their lives stirred up
a little, or a lot . . . just for laughs.

Examples: Arcade, the Impossible
Man, Madcap, Typhoid Mary, White
Rabhit.
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Power

These villains all want to congquer
the world, the universe, or at least a
part of New York City. In general they
have the power to reach their goals,
and a single-minded drive that moti-

~ vates them to remove potential cbsta-

cles to conquest. Such as the PCs.

Examples: Annihilus, Ares, Attuma,
Baron Mordo, Baron Zemo, Diablo,
Doctor Doom, Dormammu, the En-
chantress, Hammerhead, Hate-
Monger, the Helifire Club, Hobgobilin,
HYDRA, Kang, Kingpin, the Leader,
Loki, Magneto, the Mandarin, the Mas-
ter, Psycho-Man, Red Skull, Urthona,
White Dragon, and the Wizard.

Pride

The villain with this motivation
thinks he or she is the best in the world
at a chosen pursuit. Anyone in the PC
group who shows ability of the same
kind becomes vulnerable to this vil-
lain’s challenge. (See “Challenge” in
the “Adventure Hook” section, follow-
ing this one.)

Examples: The late Kraven the
Hunter, the Miracle Man, and Puma.

Scouting for Invasion

This bad guy is just the point man
(or point thing) for a whole lot of similar
bad guys. They all want New York, or
America, or Earth, but they want to
see how tough the opposition is.
When the PCs fight an invasion scout,
they must defeat the villain decisively,
or the invasion force will just send in
another scout later.

Examples: Atlanteans, the Brood,
Deviants, Skrulls, Super-Skrull, and
the Subterraneans.

Self-Preservation

Some villains do what they do just to
survive. This sometimes, though not
always, lends them a tragic air—that
usually depends on how much the bad
guy enjoys his or her work. Remorse-
ful villains can arouse heroes’ com-
passion even as the two sides square
off.

Frequently the general public is un-
aware of, or not sympathetic {0, the vil-
lain’s self-preservation motive. This can
meari that, once the immediate threat is



defused, the heroes end up protecting
the villain from an enraged mob.

For instance, Heed Richards was
instrumental in saving the life of Ga-
lactus in the Planet-Eater’s most re-

cent visit to Earth. This earned Reed

the wrath of most of the civilized uni-
verse. Al his trial in the courts of the
Shi’ar, it took the testimony of Eternity,
Odin, and ultimately Galactus himself
to exoneraie Reed.

Examples: Galactus, Morbius, and
(before their destruction in the Marvel
Universe) vampires.

Suicide

This extremely offbeat motive
makes for a tragic, downbeat adven-
ture. For some reason the villain is un-
able to die. Tormented by existence
and longing for release, this villain
dupes the heroes into attacking, in the
hope that they can marshal engugh
force to kill him or her.

The only recent example in the
Marvel Universe was Machinesmith,
who hated his life (if that’s the word) as
a machine intellect. He fricked Cap-
tain America into fighting his robot
bodies, evidently destroying him. But
Machinesmith survived the defeat af-
ter all. Whether he still iongs for death
is not yet clear.

Vengeance

The all-purpose villain motive.
Every bad guy the heroes have ever
fought . . . enemies of NPC heroes
that have turned to fighting the PCs as
a kind of dress rehearsal for their re-
venge on their NPC nemeses . . . fig-
ures from the forgotten past, attacking
friends of the PCs for some barely re-
membered cffense.

All of these long-held grudges are
typical of the viilain mentality. Anyone
who gains power and decides to throw
it around becomes bitter and vengeful
when that power is foited.

Examples: Anybody!

Wealth

Almost as much an all-purpose vil-
lain motive as vengeance (above), this
indicates that the bad guy is just
greedy for money, treasures, equip-
ment, Van Gogh paintings, or what-

ever the villain views as necessary for
the good life.

Examples: The Absorbing Man, Ba-
troc, Blacklash, Blastaar, Boomerang,
Buliseye, Cobra, Doctor Qctopus,
Electro, the Enforcers, Jack O’Lan-
tern, Kitler Shrike, Klaw, Mastermind,
the Mad Thinker, Mysterio, Nitro, the
Owl, Prowler, Red Ghost {current),
Rhino, Sandman, the Serpent Squad,
Shocker, Speed Demon, Stilt-Man,
Taskmaster, Terminus, Trapster, and
the Vulture,

METHODS

These are some of the paths a vil-
lain may take to achieve his or her
goal. You can easily come up with
other methods, either on your own or
by paging through Marvel comics.

Extortion

The villain has power over some
person or agency, and will use it un-
less the victim pays up by a given
deadline. Usually an urgent summons
by the victim brings the heroes into
the adventure, but sometimes the
flashier villains make their threat
known over public airwaves.

Kidnap and Ransom

The victim can be any person of
wealth or relative of such a person,
but it can instead be a valuable object,
such as an objet d’art, a rare chemical
isotope, or urgently needed medicine.

This scheme has special emaotional
significance if the heroes desperately
need the person or object in question
to satisfy another goal. For example, a
hero might need medicine to save a
dying NPC.

Manipulation ;

The villain does not care to soil his or
her own hands doing the deed, and in-
stead enlists some third party, perhaps
an unwitting or mind-controlled dupe.
The Puppet Master excelled in this type
of scheme. [t can send the heroes on a
wild goose chase for the longest time.
By the time they find out who is really
behind the scems, they should be ready
to thrash the villain soundly.
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Mass Destruction

Especially suitable for insane or
vengeful villains, this method de-
mands extreme power. The source of
power can be a giant monster or robot
{for instance, the Red Skull’s Slesper
robots), a nuclear reactor, or that old
standby, the atomic bomb.

The heroes learn about the scheme:
just hours or days before it will occur,
and the tension builds as they try to
find the villain’s headquarters or de-
structive machine and destroy it, or
stop the monster before it achieves
widespread destruction.

Murder

Direct and to the point. The motives
for murder coincide with those of
mass destruction (above), but this is
suitable for less powerful villains.

Provocation

The villain tries to achieve his or her
ends—a war, perhaps, or a battle be-
tween two equally despised heroes—
by arranging a fraud. The fraudulent
scheme lays blame on one innocent
party for an attack on another’s inter-
ests.

The heroes often are too late o pre-
vent the scheme itself from being acti-
vated. But they can search for
evidence to implicate the viilain, or
find the villain and force him to con-
fess, just moments before the prove-
cation leads to ultimate disaster.

Theft

The standard villain scheme. An
early adventure in every campaign is
the bank robbery, and attempted
thefts of valuables continue on a regu-
lar basis thereafter. The players un-
derstand their goal and have no
troubsle telling right from wrong. And
virtually no villain is above an ordinary
burglary or robbery.

Vice-Peddiing

The standard method of the.
corruption-motivated villain. Gam-
bling, racism, envy, lechery—the
usual catalogue of sing are all profit-
able to the criminal element. The he-
roes may believe the villain’s goal is
mere wealth . . . until a more sinister
pattern emerges and the surprising
identity of the Corruptor is revealed.
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The adventure hook, somstimes

known by Alfred Hitchcock’s term of

the “maguffin,” is the plot device you
use to infroduce your scenario’s goal
and involve the heroes in achieving 1t.

You grab your players’ interestin an
adventure by appealing to the psy-
chology of their characters. For in-
stance, a character obsessed with
locating his or her true parents will ob-
viously respond well to an enigmatic
note found in the attic of the hero’s an-
cestral home.

if you involve one hero in the sce-
nario, the rest of the group will proba-
bly tag along just to be friendly. But
beware of activating their own con-
trary psychological traits (in the exam-
ple above, a hero who says, “'| refuse
to help you dredge up past scan-
dals!”).

Here are a few tried-and-true ad-
venture hooks:

Challenge

A remote-controlled plane writes
smoeky letters in the sky above Man-
hattan: “TRICKERY CANNOT HELP
THIS TIME, (name of hero group).
MEET TONITE AT OUR LAST BAT-
TLE SITE OR ADMIT YOUR
COWARDICE”—and, of course, the
skywritten note is signed by your arch-
villain.

The chalienge leads all the evening
newscasts and makes the front page
of the Bugie’s evening edition. Maybe
the heroes don’t feel like walking into
a trap just at that moment, so they
pass up the challenge. But the next
day the skywriting challenge gets
nastier. And the day after that . . .
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The herces become laughing-
stocks. Sooner or later they get fed up
with the humiliation, and they launch
ihemssalves into your scenario, ready
to pummel the taunting villain.

Obviously, the challenge can take
some form besides skywriting. Each
form varies in its public exposure, nas-
tiness, and allure. Aim for the dra-

~ matic.

Dying Delivery

A hero is on patrol, appearing at a
posh charity function, or just lounging
around the public HQ. In staggers a
mysterious figure. The man (or
woman or chiid or alien) mumbles a
few words, hands the hero a clue, and
perishes,

The ciue or dying words should tell
the hero where to start investigating



this mystery. The victim may have
named his or her killer, or the assas-
sin’s employer, or maybe a loved one
who should be informed of the death.

For a twist, the victim might have a
completely wrong idea of the kiiler's
identity. This leads the hero on a wild
goose chase to the wrong villain, but
the chase uncovers another evil
scheme. By defeating that scheme,
the hero group somehow uncovers ev-
idence that points to the victim’s true
kilter,

Complicating the investigation,
whoever killed the victim now wanis
the clue in the hero’s possession. Nat-
urally, he or she wil! stop at nothing to
getit. . ..

Enigmatic Figure

Create an NPC who is sure to fasci-

nate your heroes. The NPC shows up
from time to time (perhaps in earlier
adventures) for no apparent reason,
manifesting sirange powers—
perhaps powers identical to a hero’s!
The hero group, intrigued, looks into
the mystery and discovers a villain's
plot.

Who is the NPC'? Some ideas:

1. The villain's agert, luring the he-
roes 1o their doom. Heroes should be-
coime suspicious of the NPC'’s actions
before that doom strikes.

2. The villain’s hostage, who keeps
eéscaping—but never quite long
enough ie get to the heroes.

3. Afreelance hero, fighting against

the villain and trying to warn the hero -

group about the scheme.

4. The ghost of one of the villain’s
victims. This option is best suited to
heroes whe have psychic or magic
powers,

5. The villain’s ally or dependent,
who is caught between love or duty
and worry over the villain’s scheme.
This characier either dies at the vil-
lain’s hands by the grand finale or is
rescued by the heroes and becomes a
dangling subplot for future adven-
tures.

Evidence Uncovered

After some lengthy time, new evi-
dence in an important crirninal case
has appeared, or a key withess has
blown back into town. The statute of
limitations runs out in an absurdly
brief time, so contacts in law enforce-
ment enlist the heroes’ aid to locate

and protect the witness or evidence. it
goes without saying that some evil-
doer has also learned of the new evi-
dence and works to prevent the
heroes from achieving their goal.

One way to give this hook some
emotional momenium is to make the
evidence capable of freeing a hero’s
longtime friend or childhood buddy
from unjust imprisonment. Con-
versely, the evidence might put away
a herg’s longtime foe for good.

Friend Imperiled

This adventure hook resembles the
“Help Friend or Ally"” in the Geals sec-
tion. Here the iriend’s predicament is
easily handled, but proves to be a
lead-in to a larger plot.

In campaign terms, this hook gives
you an excuse to bring in a recurring
NPC, perhaps to foreshadow a major
later development.

Grim Necessity

“Get involved or die!” A Iongt:me
foe has poisoned the heroes, cursed
them, or framed them. If they don’t
achieve the adventure’s goal, it’s cur-

tains for the heroes and maybe the |

free world.

An exampie: The Hobgoblin once
peisoned Spider-Man and his friend
Harry Osborn with a slow-acting
vencm. He promised them the anti-
dote if Spider-Man would steal valu-
able notebooks from the Kingpin. But
Spidey instead negotiated with the
Kingpin for the poison’s antidote, In
return for capturing the Hobgoblin. It
turned out, as one might expect, that
the Hobgoblin never had an antidote
in the first place.

Heroes for Hire

Taking a leaf from the book of Fower
Man and Iron Fist, the heroes may be
employed to prevent the villain’s plot,
or working a jeb that is directty endan-
gered when the scheme is sprung.

Most hero groups don’t need to take
odd jobs to make ends meet. But your
heroes may be willing to take on a par-
ticular job for reasons besides money.
For example:

Compassion. The heroes must
carry a vitat donor organ to a dying pa-
tient far away. Mobody but the heroes
can make the journey fast enough.

Prestige. An extremely high-brow
embassy party will attract the movers
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and shakers of worid government.
The heroes may volunteer to guard
against terrorists just so they can
make connections with partygoers
and get their pictures on the Daily Bu-
gle’s society pages.

Glamour or recreafion. The heroes
might play bodyguards to rock star
Lila Cheney or anather celebrity on a
world tour. Who wouldn’t take a job
like that? Similarly, many high-
security courier jobs take the heroes
to the world’s most luxurious watering
holes. This is a good hook if you want
totake your players io some exotic for-
eign locale.

Social duty. Suppose a touring exhi-
bition of priceless artwork is arriving at
the Met or another museum. Some-
body has to guard them while the ex-
hibits are set up. Can your heroes
refuse a hearifelt request from the mu-
seurn’s curator?

Mistaken Identity

In this classic adventure hook, the
hero is seen robbing banks, mugging
old ladies, sabotaging public events,
and acting generaily discreditable. Of
course, the real miscreant is an im-
posior, and the impersonation is all
part of an evil piot. But no one believes
it except the hero’s group.

The hero gets a lead when some-
one in the villain’s employ mistakes

- the hero for the impostor {confused?).

The henchman drops a clue to the
hero, and that is the avenue into the
adventure.

The viltain often turns out to be the
hero’s oldest enemy. By ruining the
hero’s public image, the villain takes
gloating revenge for past defeats.

And whois the impostor? Perhaps a
robot. Perhaps an ordinary agent with
high-tech gadgetry that simulates the
hero’s powers. Perhaps ancther hero
with similar powers, whom the villain
has kidnapped and brainwashed.

Pushing Buitons

When all else fails, bluntly manipu-
late the heroes’ beliefs and emotions.
Find out what one of the PC heroes
hates above all else—killing inno-
cents, for example, or persecuting
mutants, or beating children. Then
have a villain do that very thing, right
before the hero’s eyes. Inevitably the
hero pursues the villain right into the
adventure,



NPCs

The heroes are not alone in their
world. Give them interesting people
and creatures to interact with. The
NPCs can help heroes achieve their
goals, put obstacies in their path, or
just stand on the sidelines looking
pretty. But all have a function in the
story. Every NPC has a use, even a
speat-carrier that the hero defeatsin a
couple of blows.

In your adventure, think about the
characters the herces will meet while
pursuing their goal. Try to make the
most important ones interesting and
memorable. Make this one funny-
looking, that one talk with a lisp or an
accent, the one over there a tourist
from some foreign fand.

" Each important NPC has beliefs
and objectives in his or her own right.
Nasty NPCs have motives and meth-
ods like those of the scenario’s master
villain, but on a smaller scale. Friendly
NPCs may share the same emotional
involvement in the adventure that the
- players have. Neutrals just want to
make a buck, observe, or be left
alone. Perhaps they're just acting as
inadvertent conduits for information.

Your piayers enjoy interacting with
these varicus personalities, and you’ll
have fun impersonating them. Just as
important, you can use the NPCs as
tools for your story. They provide
many functions:

information sources, as with a cap-
tured thug or stoolie;

skilled people, such as a cryptogra-
pher who can break Doctor Doom's
coded message—Tfor a price;

Incentives, as with the rich movie
star who offers a huge donation to
charity if your heroes will serve as his

" bodyguards on a trip through danger-
ous territory;

Humor or atmosphere, as with the
street urchin who won’t leave your
gruff hero alone;

Or conflict. Sometimes the players
just want to pound on something.
That’s fine. Throw them a minor villain
or a gang of his henchmen and let
them blow off a little steam. But bring
in these foes for a reason, in a plausi-
ble manner, and adjust their strength
to that of the player characters.

These “random” encounters

should not produce serious damage
or otherwise obstruct the plot. Sup-
pose Spider-Man is swinging toward a
climactic confrontation with the Rhino
and he stops to prevent a mugging.
The dice go incredibly wrong, the
mugger knifes Spidey, and the story is
over. You wouldn’t want to read that in
a comic, and you don’t want it in your
adventure story. Remember the ear-
lier advice about not letting the dice
Mess up your story.

TYPES OF NPCs

There is no way to present an ex-
haustive list. For examples of some of
the many roles NPCs can play, see the
Hotspot listings in the Campaign
Sourcebook. Foliowing, however, are
a few general roles NPCs often play in
super-hero adventures.

Authority Figure

Heroes usually ioathe, bui often re-
spect, the NPC who has some kind of
power over them. This NPC serves as
an information source, an obstacle in
touchy situations {meaning all those
that expose the NPC’s own agency),
and in some cases a genuinely useful
confact.

But try to restrict a useful NPC's
role. If the NPC always cooperates
and has plenty of pull, adventures
could move along much too easily for
the PCs. And where is the heroism in
that?

Here are several time-honored au-
thority figures:

Government observer: Usually a
royal pain, this man (it is practically al-
ways a man) insists on adequate su-
pervision of all the heroes’ activities.
Otherwise, they lose their government
clearance, and probably a lot of nifty
devices like satellite communication
links, jets, and even their headquar-
ters.

Whatever it may say about our soci-
ety, in practice government chservers
are often hoslile and troublesome,
The cardinal example in the Marvel
Universe is longtime nuisance Henry
Peter Gyrich, a fanatic who distrusts
all heroes. '

Law enforcement official: These in-
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clude officers on the beat, plain-
clothes detectives, precinct captains,

‘commissicners, and FBl and CIA men

(again, they are nearly always male).
An international adventure could fea-

~ ture agents of interpol or intelligence

services of other countries. Any of
them can be friendly or hostile,

Friendly officials bring herces into
troublesoms cases, provide deep
background information, and alert he-
roes to actions by hostile officials. Of-
ten a friendly official is impatient with
the usual law-enforcement channels
and wants to see justice done, even if
not “by the book.”

A friendly official is a likely NPC tar-
get for a villain’s plot, providing a
strong adventure hook to involve the
PCs.

Hostile officials harass the heroes,
stonewall PCs who want information,
and say things that J. Jonah Jameson
loves to quote in his Daily Bugle edito-
rials,

If you include a hostile official in the
story or campaign, establish & reason
why the official doesn’t make the he-
roes’ lives even harder (for instance,
by arresting suspect PCs on the spot).
Perhaps the official's superior is
friendly to the PCs, or the PCs have of-
ficial government jurisdiction to inves-

-tfigate cases.

Lawyer: Heroes may run afoul of the
law, or at jeast the fringes of the law,
whenever they haul someone to the
police station, accidentally destroy
property, break into a criminal’s office,
or fail o heed the summons of a police
officer. All of these things happen all
the time.

In the Marvel Universe, lawyers are
often respected figures. Think of the
one-time firm of Nelson and Murdock,
lawyers for the Fantastic Four.

Other lawyers can be mere nui-
sances. These ambulance-chasers
may try to harass the heroes into set-

tling out of court for “molesting” their

clients, who are innocent until proven
guiity of bank robbery, muggings, or
whatever the heroes caught them do-
ing.

Then there is the truly crooked law-
ver, who springs villains on technicali-
ties and casually commits perjury to



frame a hero. For example, Caesar
“Big C” Cicero has become so suc-
cessful as a mob lawyer that he is the
probable successor to leadership of
the Silvermane family of the Maggia.

Friend with Dark Secret

Here are two general varieties:

Childhood friend: This NPC, usually
not a recurring cast member, knew
one of the PCs in the old days, usually
before the hero began his or her he-
roic career. You and a plaver can es-
tablish some retroactive reason why
the PG cares about the NPC, no doubt
rooted in some childhood event. Per-
haps one saved the other’s life.

The childhood friend returns sud-
denly, possibly in suspicious circum-
stances. Though still friendiy at first,
the oid acquaintance soon betrays the
heroes, steals something vital, harms
an informant, or otherwise shows that
the friend is working for a bad guy.

The friend might really be evil, or
the master villain might be extorting
the friend’s cooperation. The bad guy
holds a hostage, or the friend is just
weak-kneed and buckles under to th
villain’s orders. :

inevitably, the interested hero must
confront the childhood friend, per-
haps in battle. The friend can be con-
verted to the good guys’ side or may
be irredeemably treacherous. Either
way, the friend usually dies at the end,
at the hands of the master villain—
another good way to develop personal
animosity between a hero and villain.

Relative or romantic interest: Func-
ticnally much the same as the child-
hood friend, but this variety of NPC
can easily be a regular member of the
campaign’s supporting cast. A hero
cares deeply about the NPC and
would go to great lengths to protect
him or her.

This kind of NPC never turns out to
be evil, hut is often temporarily mind-
controlled or coerced into betraying
the hero group. When the villain’s plan
is smashed, the NPC begs forgive-
ness. Depending on the circum-
stances, the heroes may welcome him
or her back, or abandon the NPC to a
solitary life outside the campaign.

Note that in a campaign, NPC rela-
tives or lovers should have some use-
ful role in addition to the emotional tie
to a PC. For more about this, see
Chapter 8.

Guest-Star Hero

Since Marvet Manhattan is crawling
with heroes, it is simpiicity itself to
throw in a guest appearance by Thor,
Spider-Man, or Captain Britain, But
note that the guest hero should nat
solve the adventure’s main problem,
rescue the PCs from a deathtrap be-
fore they’'ve tried to rescue them-
selves, or otherwise steal the PCs’
thunder.

Although guest stars work in the
comics, because a reader finds all the
heroes equally interesting, in a game
the guest hero is just another NPC.
And above all, NPCs must never
make the PCs look bad!

Hero-Worshiper

Publicly known heroes may have
fan clubs, or just one or two groupies.
A groupie can be a fun way to stroke a
player's ego, or the NPC can be a pest
who demands autographs at inoppor-
tune times, hangs around the head-
quarters, and interferes during battles
with villains.

Worst of all, the hero-worshiper can
be emotionaliy disturbed. A young boy
idolized the Human Torch to such an
extent that, in order to be like Johnny
Storm, he set himself on fire. The boy
died, and Storm was hit with a severe
emotional crisis. Don’t play out this
grim sort of enicounter unless you can
sound out the affected player first.
Some players would rather not handle
this in the context of a “fun” role-
playing game.

Lunatic

The NPC could be crazy. There is
ample precedent for this in the com-
ics. Gften the loony knows something
significant to the adventure, and the
herges have to put up with his or her
babbling to get the clue.

Scientist or Expert

This NPC type is often not far re-
moved from the previous one, but the
expert doesn’t froth at the mouth—at
least not publicly. The heroes must
humor this NPC’s eccentricities be-

" pause of his or her valuable knowl-

edge. _

Beware of making the NPC an ex-
pertin one of the PCs’ chosen fields. If
this is so, the NPC should be less
qualified than the hero, or not given to
hogging ihe stage and showing up the
PC

Alternatively, a scientist’s re-
searches may have gotten him or her
into really deep trouble, and it's up to
the PCs to extricate the “expert.”

Snoopy Reporter

A classic NPC. This journalist
knows that uncovering a secret iden-
tity or a skelston in the closet would be
the scoop of the decade. In modern

" times newspaper reporters are being

supplanted by hair-sprayed TV “‘re-
porters” who slept through their Eth-
ice in Journalism classes. But the
Daily Bugle can always serve as a
source for the more traditional type of
SNOop.

Stoolie

Every streetwise hero maintains a
network of informants. Those who
don’t may meet stoclies through the
police department, or the stoolie may
seek out the heroes to deliver some
especially hot information. These
characters are all different, often have
very colorful persenalities, and can be
either tough guys or comic relief. If
they come across some really danger-
ocus information, they can end up
dead—or, that is, start an adventure
by dying in a hero’s arms. (See the
“Dying Delivery” adventure hook in
the previous section.)
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CONDITIONS AND DILEMMAS

Many stories have some kind of
gimmick. Perhaps the heroes must
work under a condition that changes
their usual way of operating. Cr the
resolution of the story thrusts a hero,
or the entire player group’s heroes,
into a choice between unpleasant al-
ternatives. This section discusses
these conditions and dilemmas.

Don’t overuse these gimmicks. i
you tell too many stories that rely on
them, your players will feel put upon
and frustrated. But if you run an ongo-
ing campaign, throw in a condition or
dilemma every third or fourth adven-
ture to keep players on guard and ex-
plore new ways of playing.

CONDITIONS

This is a catch-all term for anything
that limits the PCs’ effectiveness or
- forces them to work in a new way.
There are many, many possible condi-
tions, of which the fellowing are
“merely exampies.

Deadline

This common condition puts a time
limit on the resolution of the adven-
ture. If the heroes don't achieve their
goat within a certain time, specified at
the start of the adventure, then disas-
ter will fall. The city may blow up, ora
slow-acting poison will kill one of the
- characters (see “Grim Necessity” in
the “Adventure Hooks” section).

If the heroes seem to be moving
smoothly toward success long before
the deadline is reached, you can give
them a nasty surprise by revealing
that the adventure’s villain was lying,
and that the time limit actually expires
much sooner than the PCs believed.
But this often appears too blatantly
manipulative, so be careful.

Powers Don’t Work Right

This one always puts a scare into the
players, or at least disturbs them. Some
malign agency has tampered with their
powers, so they don't work quite the
way the heroes expect—or, often, not
even remotely as they expect.

Possible causes include passage to
another dimension where natural laws
work differently; a mutagenic agent
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that alters the PCs’ body chemistry; or
sabotage of the heroes’ favorite gad-
gets.

The adventure’s climax should in-
clude a way to restore the powers io
normal. Or a PC, discovering he or
she likes the new powers, decides to
continue with them without further
change.

Switched Identities

This classic comic-book plot device
puis one character’s mind in another’s
body, and vice versa. It can easily
work with and lead into the “Mistaken
identity”” adventure hook (see that
section).

This gimmick works well in a comedic
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adventure, as one hero fries o learn
how to control the other’s powers. it also
has a sinister side, though, especially if
a switched hero finds himself in his
arch-foe’s body and is hunted by the
foe's own enemies!

Villain immunity

The heroes have the goods on the
bad guy, and they know his or her lo-
cation and weaknesses. But for some
reason they just aren’t allowed to lay a
glove on the villain.

Reasons couid include diplomatic
immunity (see “The United Nations™
in Chapter 3 of the Campaign Source-
book), or a close relationship between
the villain and a hero or friendly NPC.



Or a psychic villain might possess the
body of a young child. Will the heroes
blast the child in order to hurt the vil-
lain? Of course not.

This is a frustrating turn of events,
so play it up for one adventure, then
never use it again until the players
have gotten over the sting of it—or
avenged themselves on the immune
villain in some satisfying way.

Wanted

Afrequent turn of events in the com-
ics frames the heroes for some crime,
and they must go through the adven-
ture while fighting or evading faw en-
forcement officials. Spider-Man has
had to live with this for years.

DILEMMAS

In a dilemma, the heroes have to
make a choice between two unpleas-
ant aiternatives. Draw the conse-
guences of each choice as clearly as
possible, and (if circumstances per-
mit} allow the players as much time as
they want to debate the question.

As stated earlier in this chapter, the
point here is not to make the players
wrack their brains in anguish . . .
though that is certainly entertaining.
Instead, by making these decisions,

the heroes define and display their

characters in dramatic fashion.

Here are some sampie dilemmas,
starting with the one most often seen
in super-heroic adventures:

Break the Law? '

With great power comes great re-
sponsibility. Will the heroes take the
responsibility of breaking the law, if
they believe it means a greater good?

The obvious context for this di-
lemmma arises when the heroes have
the chance to kill atruly poweriul, truty
evil villain. Kiil, and violate every claim
to civilized conduct? Or iet the villain
survive to pillage, plunder, and (often)
kill again?

Every Marvel hero has faced this is-
sue. In nearly all cases they decide not
to kiil, because "ithat would make me no
better than the villain” This is true.
Pragmatically speaking, a hero who
kills is also hounded by the police and
press, and loses Karma and popularity.

Warning to the Judge: If you
present the heroes with this dilemma
and they disagree on what to do, the

next session may furn infc an ex-
tended policy meeting on the topic *'To
kill or not?” And the schism may well
split the group apart. If you want to
protect against this, make sure all the
PCs take the same view about killing
before you begin the campaign.

Destroy Own ltem?

Many heroes derive powers from
devices, magic rings, swords, amu-
iets, animal familiars, and so on. In
this dilemma, one of these devices
proves to be the source of the adven-
ture’s problem.

For example, a magic ring may be
gradually possessing the hero's mind
and forcing him or her to commit may-
hem. A villain may have found a way
to instail a doomsday device in the he-
ro’s armor; only the armor’'s destruc-
tion will save the day. Or a
mind-controlled animal familiar may
turn savage and bestial.

The herc must decide whether to
destroy his or her own device in order
to scolve the problem. Or another hero
may destroy it without consulting the
owner, a situation that would certainly
lead to tension between the two from
then on.

The item should not be permanently
destroyed. A hero can rebuild a gad-
get, though usually at some inconven-

ience and with a delay of an adventure

or two. Unique devices, especially
magical ones, should require the he-
roes to undertake an entire adventure
to replace them.

Leave the Group?

When the group’s outlook and
methods become distastefui to a hero,
the hero and group may part ways.
Most often this is a consequence of di-
vergent views on the issue of killing
(see “Break the Law?” above).

Another cause of this dilemma may
be the discovery of a hero’s dark se-
cret (see “Revelation of Dark Secret”
in the section on “Grand Finales,”
fater in this chapter).

When a player is cooperative, you
can introduce a subpliot wherein that
plaver’s hero leaves the group, alleg-
edly for one of these reasons. In fact,
the hero is operating solo for a secret
reason, perhaps to undertake a dan-
gerous mission without endangering
the group. The player plays a different
character while the departed hero is
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gone. Cr, for a twist, the player can in-
troduce a “new’” character that is re-
ally the “departed” hero in disguise.

Reveal Secret Identity?

This one is a killer. A PC must de-
cide whether to tell his or her true
identity to another or even, perhaps,
go public.

You usually have to do a lot of
groundwork to set up this dilemma.
For instance, establish a condition in
which, for this adventure, the hero
cannot appear in his or her secret
identity. Perhaps the PC is wanted by
police in that identity (the “Mistaken
Identity” adventurs hook lends itself
to this development).

Then, by a chain of circumstances,
a valued NPC friend is accused of the
murder of the PC! The hero can clear
the friend of all charges instantly, just
by revealing that he or she still lives.
But will the hero do this?

Mote: Never put a PC in the di-
lemma of having to reveal another
PC’s identity. This just creates bad
feelings no matter what action is
taken.

Work with a Bad Guy?

Another dilemma that will have
players scratching each other’s eyes
out (and maybe yours, toc). The he-
roes must enlist a hated foe’s aid in or-
der io dispatch a still deadiier bad guy.

The villain agrees to help either be-
cause (a) the deadlier bad guy is cut-

- ting in on his act (*"You can’t conquer

the world! I'm conquering the
world!™), or (b} the villain wants to spy
onthe heroes, learn more about them,
and look for a chance to shoot them in
the back.

The Fantastic Four once had to fight
beside Doctor Doom in a valiant strug-
gle against the Over-Mind. As one
would expect, they spent as much
time threatening each other as the
Over-Mind.

The real dilemma may come when
the fight is over. The common enemy
defeated, do the heroes (probably
weakened) try to capture their erst-
while ally? What if the ally is
unconscious—is it honorable to re-
ward his or her aid with capture?



DEATHTRAPS

You should never kill player charac-
ters arbitrarily. But it’s perfectly ail
right to make it jook as though you will
arbitrarily kill them.

A deathtrap, naturally, threatens the
heroes with death. This is useful in a
super-hero story, because the heroes
are ordinarily invulnerable to most
damage and seldom fear death. A
good deathtrap hits them where they
live.

But judging a deathtrap is tricky.
There must be an escape, since an
ugly death in a trap ig neither heroic
nor dramatically appropriate. But the
escape can’t be too obvious, or the
threat vanishes. But the heroes have
to find the way out, or they're dead
meat. This is a fine balance to strike.

Still, you have many tools to keep
things under conirol. For example:

1. The villain's motives. Despite the
term “deathtrap,’ the bad guy may
not want to actually kill the PCs. Per-
haps he or she just wants to find out
more about the heroes’ powers, or toy
with them, or preoccupy them while a
crucial part of the villain’s scheme
takes place. When the deathtrap turns
out to be non-fatal, play up the narra-
tive surprise, :

2..Coincidence. An accident can cut
power to the deathtrap just as the he-
roes are about to die. A PC ally, sepa-
rated from the deathtrap victims
earlier in the story, can discover them
just in time to stop the trap. And so on.

3. NPCs. Generally it is too cheesy
to have an NPC release the heroes
from a trap. But if necessary, a repent-
ant henchman of the bad guy can
work a deal with the heroes in return
for freeing them. Or a rival villain may
rescue the heroes—so he or she can
kill the heroes him- or herselft Qut of
the frying pan . ..

Means of Escape

What ways can the heroes use to
escape the deathtrap? They will
nearly always think of something you
hadn’t, but here are some avenues
you may consider:

1. Heroic effort. This traditional
method reiies on the idea that the vil-
lain doesn’t have a clear idea of the
hera’s power level.

Doctor Doom may know a PC is in-
credibly strong, but that does not
mean Doom knows specifically that
the hero has Incredible-level
Strength. Perhaps the heroes can
snap their bonds with ease. But next
time Doom puts them in a deathtrap,
their bonds will be strongert

2. Cleverness. Ideally, the hero re-
sponds to the deathtrap with brain
power, not brute force. Observation,
deduction, and improvisation should
show a way out.

For example, suppose a detective
hero is covered with honey and tied up
on a termite mound beneath the blaz-
ing sun. The hero could work loose
the magnifying glass in his or her belt,
then focus the sun’s rays to burn
through the ropes.

If the players prove unable to see
the deathtrap’s solution, you can
break down and give them a Reason
or Intuition FEAT roll to see an escape
route. But this makes players feel bad
unless you handle it carefully.

3. Trickery. If the villain is gloating
over the trapped heroes, they may try
some elementary trick such as, “if we
die, you'll never find out the identity of
your greatest foe.” The viliain may
rightty sneer at feeble lies. But the
players, often a clever lot, may come
up with a bluff that really does sway
the villain.

The deciding factor should be the
degree of admiration and hilarity the
bluff produces in the players. If every-
one thinks the idea is brilliant, then it
probably is. The players enjoy them-
selves more when they think they've
put you on the spot—even if you are
secretly cooperating in being put
there.

Staging Deathtraps

A few points to remember:

1. Be serious! This is no laughing
matter. Avoid dumb puns, unless that
is a gloating villain’s style.

2. Keep the heroes conscious. One
would think the ideal time to spring a
deathtrap would come when the he-
roes are kayoed and can’t free them-
selves. But villains like to see the
heroes sweat. Soif they have knocked
out the heroes, they shouldn’t activate
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the deathtrap until the heroes start to
wake up.
For more about waking up, see the
optional rule, “Grogginess,” below.
3. Move things along--but not too

_fast. The heroes may have scant sec-

onds to think their way out of the trap,
but give the players a little more time
than that. Answer their questions, and
tell them about whatever they could
observe. Don’t let them take forever,
but a few minutes of suspense won't
hurt.

Grogginess (Optional Rule)

If the heroes snap out of uncon-
sciousness and can function at full
strength right off, that may make the
deathtrap less dramatic. As Judge,
you might want the heroes to be
groggy for a few minutes, so that the
villain can gloat unmolested or so the
heroes must strain more heroically to
break out of the trap.

If s0, consider this optional rule.
When a hero regains consciousness,
his or her abilities are at Poor rank (or -
2 C5, whichever is worse), whether or
not the hero lost Endurance ranks.
However, the hero recovers +1 CS
per turn in each ability, up to the origi-
nal ability rank (or up to -2 C§, if the
hero lost Endurance ranks).

This means that when they awaken
in the clutches of the master villain,
the heroes wil! probably be too weak
to just bust loose. They may even
spend some time thinking of clever
ways out of the trap.

SOME TYPES OF
DEATHTRAPS

Arena

This deathtrap works best in some
exotic land, planet, or dimension, one
with a different culture and denizens.
The heroes get thrown into an appar-
ently inescapable arena. After them
comes a variety of opponents: formi-
dable warriors, hungry monsters, or
squads of normal-level gladiators.

For drama, have a hero face the ad-

~ venture's master villain in a duel to the

death. The chosen hero should be



one with a deep, personal grudge
against the villain {or vice versa).

The cruelest stroke forces the he-
roes to fight each cother. However,
most heroes simply refuse to do so, na
matter what the cost. They get to be
noble, but the deathtrap loses a iot of
impact. Drastic coercicn, such as
holding a beloved NPC hostage,
should be frowned upon unless your
bad guy is truly nasty.

In certain circumstances, such asin
a primitive culture, the heroes can be-
come gladiator heroes, lead a revolt of
their fellow slaves, and overthrow the
government. However, this is a time-
consuming process.

Demolition Zone

The villain places the heroes,
bound and probably gagged, in some
building or other site scheduled for im-
minent destruction. Often this is the
villain’s own headquarters, about to
be sacrificed. :

The villain may destroy the head-
quarters to conceal evidence or be-
cause his or her latest evil scheme
involves its destruction. For instance,
a rockset carrying a mind-control satei-
lite is due to launch soon, and the ex-
haust will destroy the launch site.

Really crazy villains will sacrifice
themselves and their HQs to kill their
longtime foes. The Red Skutt did this
many times in repeated attempis 1o
bump off Captain America. Of course,
he always had a concealed escape
route.

However, the typical villain will tie
up the heroes, gloat a litile, then run
off to avoid the upcoming caiamity.
Since the villain seldom sticks around,
the heroes’ escape and reappearance
may take the villain by complete sur-
prise.

Exploited Weakness

Many super-powered herges have a
secret weakness. For example, the
Shi'ar warrior Gladiator, one of the
most powerful mortals in the universe,
can be harmed by an unidentified
form of radiation. Other vulnerabilities
can include mental attacks (these
work well on the Juggernaut), particu-
lar chemicals, or strange magic.

In this deathtrap, the villain has
learned of the hero's weakness, and
the trap is lcaded with whatever
causes it. Details of the trap vary ac-

cording to the weakness exploited,
but the trap can be quite deadly ac-
cording to how much the substance
weakens the hero. Sometimes the
only way out is to have a non-
vulnerable teammate rescue the sus-
ceptible hero.

Murder by Buddy

Often seen in the comics, this
deathtrap is a favorite of villains be-
cause one of the heroes own ieam-
mates killed them!

In one version, all the heroes are
wired into the same murderous gim-
mick, like a multi-slot guillotine or par-
allel electric chairs. Any gne hero can
get free without a problem—but the
action triggers the device to kil all the
other heroes. Coordination and coop-
eration are the keys to success.

(Before you run this trap, be sure
everybody caught in it cares about ev-
eryone else!)

Another version puts all the heroes
except one in a totally escape-proot
trap. They’re helpless. A villain mind-
controls the one free hero into trigger-
ing the deathtrap. (“Now, Kitty Pryde,
push the button and activate the

plasma-beam that will fry the X- .

Men!™)

Naturally, the hero, by tremendous
spiritual exertion, breaks free of the
mind control, belts the villain, and
frees his or her friends in time for the
grand finale showdown.

Remember that mind-controlled he-
roes get a Psyche FEAT to throw off
the control. In this extreme situation,
you can allow the hero +1 or +2 CS,
and even allow the PC to spend
Karma. After all, you don’t want the
hero to fail the roll.

Natural Disaster

Avalanches. Volcanic eruptions.
Tidal waves. Earthquakes. The bad
guy leaves the heroes in a spot where
their powers can’t help, and Mother
Nature is about 1o do something aw-
ful. Not much time left; what do the he-
roes do?

Old Standbys

The walls that close in, the sharp-
ened scythe that swings lower and
lower, the heavy block poised to crush
the life out of the hero beneath, the
sawmill blade, the chamber that
slowly fills with water or gas, the Bur-
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mese tigertrap . . . all of these classics
can be made fresh with a new slanton
them. But be sure the slant is genu-
inely new, or at least new to your play-
ers. Nothing gets old faster than a
routine deathtrap.

Pinball Gigantus

A favorite of the assassin Arcade,
this is a favorite pinball or video game
blown up to larger-than-life size.

Running the Gauntiet

Perfect for the villain who toys with
his or her prey. A gauntlet is techni-
cally a double line of armed warriors.
An unarmed person, either a criminal
or an applicant to the warriors’ ranks,
must run between the two lines while
the warriors heat him or her with their
weapons. The term now applies to any
severe trial or ordeal.

This starts out as one of the death-
traps described above, but there is
one obvious escape route. This leads
straight into another deathtrap. That
leads into another, and so on, for as
long as you want to run it.

Perhaps, while trapped in the slowly
filling lava pit, the heroes spy an air
vent and crawl through it. The vent’s
bottom suddenly drops away, and the
heroes plummetl down a long slide
into an alligator pit. Leaping to the rim,
the heroes find a boulder rolling down
at them. Evading it, they dodge into a
room filled with poison gas.

The traps may reaily be lethal, but
the villain does not count on it. Gener-
ally, he or she is observing and taunt-
ing the PCs at every step. When the
heroes emerge from the gauntlet, rag-
ged and exhausted, the villain and all -
his or her henchmen are waiting there
for a huge battle.



THE GRAND FINALE

A story’s climax is often marked by
battles, explosions, or sudden cosmic
transcendence. Fair enough, but that
is not what the story’s climax is about.

A well-designed finale doesn’t just
blow up scenery; it concludes the
plot’s dramatic action. Indecisive
characters make decisions and act on
them. People searching for something
find it, or lose it for good. Uncertain re-
lationships become sharpily defined.

These generalities indicate that no
discussion can give specific, concrete
advice for resolving every storyline.
Each grand finale is unique and
should be tailored to the storyline.
Nonetheless, here are some ideas for
staging your grand finale.

Confrontation with Entity

Matters have grown so tangled, or
the stakes are so high, or the bad guy
is so incredibly powerful, that one of
the entities of the Marvel Universe
steps into the fray. This could be Eter-
nity, a Watcher, a god, or even Death.
Consult pp. 54-57 of the Judge’s Book
in the Advancead Set.

Aim for maximum drama in staging
the encounter. These guys never just
walk into a scene. They always ap-
pear in a cloud of mist, reshape reality
to their needs, or summon the heroes
to them from across the dimensions.
Make the players realize this is a big
deal! '

This climax is often associated with
a conceptual breakthrough of some
kind. This high-falutin’ term means
that a character achieves a sudden
new understanding of the world and
his or her place in it. The entity in
question is usually responsible for the
breakthrough.

For example, when Reed Richards
was on trial for rescuing Galactus
from death, the story turned into a hit
parade of the biggest deals in the
Marvel Universe: the Shi'ar empire,
the Watcher, Qdin, Eternity, and Ga-
lactus. In a massive conceptual break-
through, everyone involved was made
to appreciate Galactus’s key role in
the development of the universe.

This confrontation can have long-
terrn campaign implications, or even
mark a change in the campaign’s di-

rection. So be careful. Another danger
is that the players have nothing to do
except gasp in awe at the entity. Try to
arrange an opportunity for the PCs to
deliver impassioned speeches, pro-
test, and so on.

Extortion

Like the one above, this finale
stresses role-playing over combat.
The herces have found some lever to
use against the bad guy. They con-
front him and say, “Drop the scheme
or else.”

For example, the Kingpin supported
Randolph Cherryh as candidate for
mayor of New York City. Daredevil lo-
cated the Kingpin's beloved wife,
Vanessa, who had been thought
dead. In return for bringing Vanessa to
him, Daredevil coerced the Kingpin
into withdrawing Cherryh from office.

There is some moral fuzz to this cli-
max. The heroes are using the same
methods a villain wouid employ. You
can either ignore this issue or bring it up
later on, when the villain returns and
vows revenge. Some highly moral PCs
may refuse to use extortion, sc be pre-
pared for arguments among players.

Prevented Deed

In gloating over the captured he-
roes, the villain or a henchman has
stupidly revealed the crucial event of
the nefarious scheme. Often this
takes place while the heroes are
struggling to escape a deathirap (see
previous section in this chapter).

After they escape, the battered he-
roes race to the site of the crucial
event and prevent it from happening,
often mere seconds before deadline.
This usually leads io, or is preceded
by, a pitched battle (see Slugfest, be-
low) or one of the endings suggested
under “How the Villain Loses” (also
below).

Revelation of Dark Secret

This finale takes several forms:

1. Heroes uncover awful truths
about the villzin and broadcast them
far and wide. If the villain has been
masquerading as good, pretended to
reform, or used a false identity, this
means the end of the bad guy’s plan.
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2. The villain reveals an awful truth.
For instance, the villain could be the
hero group’s patron in disguise, or a be-
loved relative of one of the heroes. The
heroes may have to give up their fight
and let the villain’s plan succeed (for the
moment, naturally), or they may risk the
consequences and fight the villain. Try
to expect many approaches.

3. Aherois forced to reveal an awful
truth about him- or herself, This might
be the hero’s secret identity, a signifi-
cant weakness (for instance, Dare-
devil’s blindness), or a hidden
relationship to the villain.

The revelation often exonerates a
fellow herc or an NPC from some un-
just accusation. Or it confuses the vil-
lain so badly that he or she cancels
the scheme and retreats to regroup.

Judging tips: Never have someone
else reveal a hero’s secret. The deci-
sion to reveal it must be the player
character's. (However, the hero can
decide to aliow someone else blow the
whistle. As long as the hero has the
power to prevent the revelation, this is
functionally the same thing.)

Also, however tempting the pros-
pect, don’t obviously manipulate the
piot to force the revelation—at least
not without discussing it with the
player in advance. The player should
have the chance to veto the revela-
tion, since it may well mark a new di-
rection for the character in the
campaign.

Slugfest

The classic conclusion. All the main
characters converge and start whaling
away on each other. In staging this cli-
max, try to present a neat setiing with
plenty of props that characters can use
as weapons. Time-honored sites in-
clude power companies (electrical
wires, barrels of battery acid, big coils of
cable} and construction sites (cranes,
girders, skyscraper skeletons).

Be prepared to handle massive
amounts of property damage, and be
aware of how much damage the site
can take before everything collapses.
The usual answer is “enough to dra-
matically fall apart just as the battle
ends.”



HOW THE VILLAIN
LOSES

Do not design one unique, nothing-
else-works solution to the adventure.
This is heavy-handed and may force
your players into actions they dont
want to commit. If you design the cli-
max of your scenario as a specific
scene—where you manipulate a hero
into doing one special thing, so the vil-
lain can die or fail in a pre-arranged
manner—something is wrong.

Cbviously ,you should have in mind
ane or two possible solutions to the
crisis, just 80 vou can suggest some-
thing if the players come up short. But
don’t treat the finale as a scene, with
specified entrances and exits.

instead, think of the climax as a situ-
ation. In that situation, the PCs can try

any number of things, and the villain’s -

response varies accordingly.

Here are a few of the many ways the
heroes can foil the villain’s plot. Again,
you should not pick one as the ending;
instead, consider all of them and in-
vent a few of your own, so you have a
selection of responses for your villain,
depending on what the player charac-
ters choose to do.

Emotional Collapse

The villain is so distraught at some
player tactic—destroying the villain’s
HQ, or persistent taunting, or reveal-
ing that the villain’s cherished son still
lives-—that the bad guy just throws in
the sponge and says, “"Take me
away.’

The PCs can praduce the same sf-
fect by exploiting a villain’s psycholog-
ical weaknesses. But in general this
only works once, and next time the vil-
lain will not only be prepared for the
tactic, he or she will be filled with hate
for the heroes who dare to try it.

This works best with vilains who
are already on the emotional border-
ling, like Doctor Octopus, or outright
nuts, like Daredevil’s foe Typhoid
Mary.

Hoist by Own Petard

In this dramatic finale, the heroes
can’t stop the plot from working,
which means certain death for svery-
one. But they manage to trap the vil-
iain with them, so that he or she will
die in the same disaster. Panic-
stricken, the cowardly villain aban-

dons the scheme and disarms the .

doomsday maching.

This will not work when the villain is
a true fanatic who is willing to die for a
cause. But most bad guys are cow-
ards at heart.

Pounded into Pulp

The conventional end ¢ a scenario.
The heroes gang up on the villain and
just keep punching. Consider whether
the villain has some kind of safety hatch
or emergency exit when knocked out.
For instance, the loss of consciousness
may trigger a homing teleporter that au-
tomatically pulls the villain to a predeter-
mined hidden refuge.

This tactic is basically unfair to the
players if they beat the viliain fair and
square. But sometimes, unfair or not,
the bad guy has to get away to appear
later in the story or in a sequel.

Suicidal Mania

A variant of Emotional Coliapse,
above, the villain reacts to the same
stimuli with a sudden urge to end it all.
The bad guy tries to trigger a dooms-
day device prematurely, or leaps off a
precipice, or turns a weapon on him-
or herself.

if the villain’s death creates no di-
sastrous consequences, the heroes
may struggle with the dilemma of
whether o stop the villain’s suicide.
Be ready to deal with either choice the
PCs make.

Unconiroliablie Henchman

The bad guy employs an assistant
who goes crazy in the last act. Per-
haps the NPC is a bestial muscleman
whom the villain has continually mis-
treated. Or the NPC is the bad guy's
fanatical {ollower, and he or she goes

berserk when the villain displays
some sign of presumed weakness or
hypocrisy. Or . . . Well, you get the
idea.

The henchman in this case should
be powerful enough, or strategicaily
placed, to produce massive amounts
of damage to the villain’s scheme. Of-
ten the villain and the traitorous
henchmen go up in the same fireball,
or the heroes last see the pair stran-
gling one another.

Vital Gadget Destroyed

A simple story ending, this assumes
the villain’s plot depends on one
gizmo, doodad, or whatchamacallit
that gets destroyed in battle. This
wrecks the whoie plan, and the villain
slinks off or segues smoothly into
Emotional Collapse.

IS THIS THE END?

In many cases, the villain’s defeat
does not mark the end of the story. If
the piot involved the villain’s attempt
to forestall something, like a PC’s dis-
coveries or an NPC's wedding, the
story concludes with a scene that de-
picts the event the villain tried to stop.

Good stories frequently involve a
PC or NPC in scme kind of moral di-
lemma. in such a case, the villain’s de-
feat may only be a prelude to the
story’s true climax, in which the char-
acter takes action to resolve the di-
lemma.

A role-playing adventure doesn’t
have to end with a big fight. If the story
works best and the players will have
fun, let it end with role-playing. That’s
what the game is all about.




CHAPTER 9: RUNNING A CAMPAIGN

A scenario works like a single
comic-book issue or, at most, a contin-
ued story in several parts. A cam-
paign, though, is a regular comic
series, with continuing characters,
subplots, ongoing rivalries, and long-
term developments. A bad campaign
can be tedious, but a well-run cam-
paign gives the highest pleasure that
role-playing offers.

TYPES OF CAMPAIGNS

Any campaign can be described by
its genire, tone, concept, and rationale.

Genre: This point, the distinctive
kind of story your campaign teils, was
discussed at the start of Chapter 8.
Your campaign genre is presumably
comic-book heroics in the Marvel Uni-
verse. You may want {o define it
further—for instance, a campaign
about SHIELD agents, or masters of
the mystic arts, or mutant fugitives, or
inner-city vigilantes.

Tone: This overall “flavor” of the
campaign describes most of the ad-
ventures the PCs undertake. Most
campaigns include all kinds of adven-
tures, but one kind occurs more often
than the rest. This type, the one you
think of when telling someone about
the campaign, sets a tone.

Are the PCs hunted by the govern-
ment because of their mutant powers
or secret information? This wouid
probably make for a grim tone.

Do you want plenty of comedy, self-
referential jokes, and bozo villains,
like the second She-Hulk series? This
would obviously be a humorous tone.

Most campaigns, like most Marvel
comics, strike a tone of straight
action-adventure. The heroes fight to
protect their city, or their planet, or
their dimension from evil. Missions,
usually serious, cali for great effort
and personal sacrifice.

Any tone is fine, as long as the play-
ers enjoy it. Just make sure you have
one in mind before preparing the cam-
paign, and know when to stick with the
established tone (the answer is “most

of the time”) and when to vary it (the

answer is ‘‘only for variety and a
change of pace”).
Concept: This is the central idea of

the campaign, the description and fo-
cus of the heroes’ activities. it ties in
closely with “genre” above, but a
concept is a specific statement of plot-
oriented goals within the genre. For
exampie, “high-tech espionage” is a
genre; “SHIELD agents battle HY-
DRA’s plans for world domination” is a
concept within that genre.

A concept can be “wide” or “nar-
row.’

“Wide” concepts permit extreme
variation in the campaign’s activities,

* settings, villains, and storylines. Dur-

ing one session the heroes may caich
muggers in the Bowery; during the
next, they're off to fight the Skrulls in
outer space. Then they fight demons
summoned by a loony wizard, then go
on to foil Doctor Doom’s latest super-
science plot. Next week, into the Neg-
ative Zone!

Most long-running Marvel titles em-
ploy this type of wide base. For exam-
ple, the Fantastic Four venture all
over the world and the galaxy, and
they have had every kind of adventure
imaginable. Spider-Man, too, has
been ali over the universe and into
other dimensions.

“Narrow’ concepts restrict the
campaign to a particular subgenre,
type of PC and villain, and storyline. At
first this sounds like less fun than a
wide concept. But a narrowly focused
campaign can offer intense role-
playing experiences, strong character
identification for the players, and a
sharp, specific adaptation of a particu-
lar favorite comic book.

Suppose you enjoy Doctor Strange.
You could create a narrow campaign
with magician PCs, perhaps
Strange’s disciples. The PCs protect
Earth from Dormammu’s invaders and
travel through infinite magicat dimen-
sions. There is enough story material
here to keep a campaign going for
years, all within a narrow focus. If your
players like Doctor Strange’s adven-
tures, this is an exciting campaign.
Many other narrow campaigns can be
equally rewarding.

Rationale: The essential ingredient
of any campaign is a reason for the
PCs to be together. Sometimes this ra-
tionale is very general—"You're all
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good guys, so you decided to team up
to fight crime”

in other campaigns, the rationaie
can be specific and powerful: *You all
sesk the Maggia scientist who created
the drug that turned you into super hu-

“mans. You want him to synthesize an

antidote to the drug’s horrible side ef-
fects.” (This is the optional rationale
offered in the campaign scenario,
“Fun City,” which starts on page 47.)

Using This Description

When you specify your campaign’s
genre, tone, concept, and rationale,
you are really deciding what kind of
stories you want to tell—and the ones
you don’t want to tell, too.

For example, consider the gods.
The Marvel Universe includes the
pantheons of Greece, Rome, Egypt,
the Norsemen, and every other hu-
man culture, not to mention the Celes-
tials, Eternals, and powerful
extra-dimensional beings like Dor-
mammu and the late Shuma-Gorath.

These gods figure often in stories
about Thor, Hercules, and Doctor
Strange. These heroes are powerful
enough for the gods to give them a
real challenge. And their concepts in-
clude the high-power magic that
marks the gods. '

But the gods hardly ever appear in
stories of Daredevil, SHIELD, and lron
Man, because these heroges work best
in genres and concepts that don’t call
for such powerful beings. Also, the
tone of a “god adventure” would be
wrong for them. SHIELD and Iron Man
use super-scientific devices to fight
their opponents, and Daredevil uses
his fists. Against gods, their weapons
and abilities would be inappropriate.

When you describe your campaign,
you define a range of villains, plot eie-
ments, and tones that you want to use.
With these guidelines, you can start to
prepare the campaign.

PREPARING THE
CAMPAIGN

With a tone and perhaps a goal in
mind, and with the background of the
Marvel Universe well established, you



are ready o begin putling together the
campaign’s many elements: plaver
characlers, viilains, NPCs, and stories.

Preparing PCs

During a campaign, the heroes will
spend a lot of time together, so you
have to make sure they can work well
as part of a team. Examine each PC
with following points in mind.

Motivations: What does this hero
want o do? Do you, as Judge, find
that interesting, let alone suitably he-
roic? Does that goal match (or at least
avoid conflict with) those of other PCs
in the campaign?

Power level; Assess the character’s
ahilities, powers, and talents. Are the
attacks far more powerful, or less
powerful, than other PCs’ attacks? Is
the character invulnerable to your vil-
lains’ attacks, or wili the character get
blown away by the first punch?

In the comics, heroes of widely dif-
fering power levels work together
without a problem; think of Thor and
Captain America in the Avengers. But
that is because comic wriiers give
every hero careful attention and ad-
just the story to let them all show off.

You can’t control your PCs the way
the writer controls heroes in the comic
books. If your Thor player decides to
hog the-limelight and wipe out every
bad guy in sight, the Captain America
player just has to sit back and watch.

Work hard to ensure that all the PCs
have about the same power level.

Stepping on other characters: Every
character should have a power, skill,
or “flavor” unique to the team. Don’t

bring in another character who cando -

the same thing, only better. The first
player wilt feel useless.

Also, watch out for the hero who can
do virtually anything, the real jack-of-
all-trades. Every well-designed char-
acter has weaknesses and lacks, as
weli as strengths; this makes the char-
acter interesting, because overcom-
ing those weaknesses is heroic. Make
sure your piavers understand that.

Psychological profile: Is this hero—
not to be too blunt—crazy? Can the
other PCs trust the hero? Is the hero
going to kill somebody, or go berserk,
or just fail to get along with team-
mates? If so, have the player rethink
this character. You won’t regret it.

Preparing Villains

Viliains are discussed in detail in
Chapter 8. This section deals with the
issues you must consider when choos-
ing the campaign’s recurring villains.

The opponents your PCs face can
be conveniently divided into four cate-
gories: major villains, villain groups,
organizations, and nuisances. '

Major villains: Nearly every hero or
team in the Marvel Universe is associ-
ated with one particular heavy-duty
bad guy. The FF has Doctor Doom;
the X-Men have Magneto; Doctor
Strange has Dormammu. Loki, the
Kingpin, the Red Skull, the Leader, the
Mandarin, and, oh yeah, Galactus . . .
you know, the bad guy, the one the he-
roes love to hate. The one who may
not show up very often, but who practi-
cally defines the hero team by his or
her very existence,

Every super-hero campaign needs
one of these, a villain who creates
mind-shattering schemes and drives
your heroes to their greatest exer-
tions. Choose this villain with care,
and with an eye toward getting PCs'to
build really personal grudges against
him or her. Perhaps the villain is con-
nected with the origins of one of the
team members or directly opposes
the heroes’ goals.

Pick a villain that the PCs’ powers
uniquely qualify them to face. If they
can’t stop him (or her or it), nobody
can. For instance, if your PCs are ma-
gicians, choose a magical villain like
Dormammu. H the PCs are experts in
robotics, choose a machine intellect
that wants to exterminate humanity. Et
cetera.

Naturally, the villain should be pow-
erful enough to push around an indi-
vidual PC with ease, and give a good
fight against the entire group.

You should also keep a couple of
lesser villains on hand for variety's
sake. For instance, the Fantastic
Four's ultimate nemesis is Doctor
Doom, but they still find time to fight
Annihilus, Diablo, and Mephisto.

Sometimes you can turn a minor vil-
lain into a major forece just by looking
at the character in a new way. For in-
stance, the Kingpin was originally a
small-time crimelord with a laser-
beam cane and a stickpin that
squited gas at his opponents. He
fought Spider-Man hand to hand, and
of course he lost.
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Later, though, the Kingpin became
a much more cunning and sinister foe
who preferred to manipulate others
into doing his dirty work. Against
Daredevil, the Kingpin became an evil
force of almost elemental proportions.
In this new and more interesting incar-
nation, the Kingpin has become a sta-
ple villain in many Marvel titles.

Villain groups: i one villain is bad
news, six will be even worse. The villain
group lets you showease bad guys who,
individually, wouldn't stand a chance
against your PCs. Remember Magne-
{o’s longtime henchman in the first
Brotherhood of Evil Mutants, the Toad?
How else could you introduce a Toad
into your campaign? If he didn’t have
backup bad guys, any self-respecting
hero could squash him in a round.

A well-designed villain group oper-
ates as an efficient team, with code
signals and pre-rehearsed tactics that
shouid catch your PCs off guard.

For exampie, at a leader’s signal,
the team’s strongest member could
grab a non-flying PC, throw the hero
high into the air, and all of the villains
with ranged attacks could simultane-
ously fire on the heipless hero.

If your PCs don't practice team-
work, a well-oiled group of villains can
easily take them out, even when the
individual villains are far less powerful
than individual PCs. But after one or
two of these humiliating defeats, play-
ers will get the idea and begin devel-
oping their own team tactics. Bravo!

The weakness of any villain group,
of course, is the clash of gigantic bad-
guy egos. Play this up over the course
of the campaign. |f the heroes take ad-
vantage of it, they can maneuver the
villain group into smashing itself more
effectively than the heroes ever could.

These groups are hard to design
well. Fortunately, you needonly one or
two really sharp villain groups as a
campaign gsts rolling.

Organizations: What would the old
SHIELD stories have been without |
HYDRA and AlM? How many stories
have ensued from the nefarious activi-
ties of Roxxon Qil and Stane Interna-
tional and the Maggia?

Chapter 4 of the Campaign Source-
book discusses some uses of organi-
zations. In the campaign, bad-guy
organizations serve twe good pur-
poses: '



1. They employ lots of normal-level
agents for the heroes to beat up on. A
combat between a hero and a slew of
ordinary people proceeds much differ-
ently from a standard slugfest be-
tween super types. Also, the hero
must avoid doing fatal damage to the
weaker agents. (Who wants to blow a
whole Karma pool on one measly HY-
DRA agent?)

2. Organizations create high-tech
equipment, which provides interest-
ing story ideas. “Cur Global Encepha-
lizer Satellite will turn Earih’s entire
population into helpless slaves!”

You should design or adapt two or
three organizations as the campaign
begins, each with its own style, goals,
and scale. “Scale” means the dimen-
sion of its operations. For example,
the Maggia wants to make money
through crime; but HYDRA wanted to
conquer the world! These differing
scales mean the organizations fuifill
different roles in scenarios.

Aiien races: This is really a sub-
group of “QOrganizations.”” Are your
PCs the types who could handie an in-
vasion from space, the sea, or Subter-
ranea? If so, the Marvel Universe
offers many races as suitable adver-
saries. Aliens can be slightiy tougher
than ordinary agents, and they use
even more exotic technology than HY-
DRA or AIM. For more about aliens,
see the next chapter’s subsection on
“The Galactic Campaign.” :

Nuisances: Finally there are the
bozo villains. No- campaign is com-
plete without the occasional would-be
hotshot, the mischievous sprite, and
the idiot musciemen. Think of the
Trapster, who couldn’t even defeat the
Baxter Building’s automated de-
fenses, or the Ringer, or the Enforcers
(Fancy Dan, Montana, Snake Mar-
ston, Hammer Harrison, and the ever-
tovable Ox).

Players exuberantly trash these
punks. They provide laughs, relief from
grim world-endangering plots, and a
chance for the players to feel really su-
perior to lowiife scum. Don'{ overdo i,
but keep one or two of these clowns
waiting in the wings when you need a
break between serious adventures.

Preparing NPCs

Non-player characters are dis-
cussed at length in Chapter B. This
section deals with the roie of NPCs in

a campaign. There are two important
rules:

1. NPCs should not be betfer than
PCs at their chosen pursuits, uniess
there is a very good reason.

Players like to feel that their charac-
ters are experts, indispensable o the
situation at hand. If you bring in an
NPC who can do what they do, but
better, the players will wonder why
they bothered to show up at all. And
next session, they won't make the
same mistake again!

What is a “good reason” for making
an NPC superior to the PCs? Well, the
Marvel Universe has a few well-
defined absolutes—not as many as
you might suppose, but a few.

Doctor Strange is Sorcerer Su-
preme. Captain America is the great-
est mortal expert at fighting, and Reed
Richards is the most brilliant human
scientist (with the possible exception
of Doctor Doom). Daredevil, apart
from his biindness, probably has the
sharpest senses of any human being.
For many years, the Hulk was the
strongest mortal. And, of course, Wol-
verine is “the best at what he does.”

These heroes’ abilities have been
established so well that your players
can hardly grouse that their charac-
ters aren’t as good as these hero
NPCs. What's more, you have the
power o keep these titans out of the
campaign, S0 your heroes don’t have
to feel upstaged.

But other NPCs, the lesser lights of
the Marvel Universe and the ones you
create yourself, should not be supe-
rior to the PCs. Think careiully before
you give an NPC Ultimate Skill in any-
thing the PCs can do.

2. The NPCs in a hero’s life should
have some role in the campaign be-
sides their refationship io the hero.

In the comics, many herves have
friends, loved ones, or relatives who
occasionally figure in adventures—
usually as hostages, victims, or tar-
gets. The archetypal example is Peter
Parker's Aunt May.

These ‘“dependents” are often a
part of your PC heroes’ lives, ioo.
They serve a valuable plot function:
By endangering the dependent, you
can get the heroes emotionally in-
volved in your adventure, just iike in
the comics. But here is where comics
and games part ways.

Aheroin a Marvel comic is emotion-
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ally attached to the dependent and
has a stake in the NPC’s fate. Peter
Parker would be deeply grieved if any-
thing bad happened to Aunt May.
This emotional attachment is much
rarer in a role-playing situation. Play-
ers just don’t relate to you, the Judge,
as they would to an aunt or husband,.
The dependent’s plot function be-

- comes nakedly obvious. While play-

ers may role-play their PCs’
attachment well enough, outside the
game they groan when Aunt May ap-
pears on the scene: “Oh no, we have
to rescue her again, don't we?”’

What is the solution? Give the de-
pendent a legitimate function in the
campaign. Make the NPC genuinely
useful to the heroes, perhaps as a
doctor, detective, scholar, or regularly
visited source of information. Then
when something happens to endan-
gerthe NPC, the players’ alarm will be
genuine, not just role-playing.

The NPC should be able to do
something the heroes can’t or aren’t
interested in doing. Good jobs to give
an NPC include Daily Bugle reporier,
Bl agent or government liaison, fi-
nancial advisor, stoolie, and vehicie
pilot. But make sure the NPC isn't bet-
ter than the players (see Rule 1)!

RUNNING THE

.CAMPAIGN

Now that you have a PC hero group,
a master villain or two, a couple or
three organizations, functional NPCs,
and all the bozo villaing your players
can stand, you are ready to start play-
ing. Or, as often happens, the cam-
paign just grew, and you have been
making all of this up on the fly, in the
thick of the game.

Either way, it is time to discuss mat-
ters that arise as play progresses.,

Getting Underway

If you have already begun the cam-
paign, you can skip this section.

Any campaign begins best with an
“origin adventure,” the scenario that es-
tablishes its premise, introduces its
characters {and, if necessary, the play-

~ ers) to one ancther, and explains why

these heroes are banding together.
Origin adventures can have uni-

sual power, because they evoke a

sense that these characters’ fives are




changing forever . . . that nothing will
ever be the same again. An ongoing
campaign can't sustain that feeling,
and shouldn’t try. Players would soon
get worn out!

When you design an origin adven-
ture, aim for a dramatic statement of
the campaign’s essential peril, the
danger that the heroes have joined
forces to combat. A major piot by the
campaign’s master villain is an obvi-
ous and excellent choice.

The PCs may not be iogether, and
perhaps they even don’t know one an-
other, as the adventure begins. In any
case, a beginning adventure (unlike
most comic-book stories) does not
have to start out with a dramatic incl-
dent. It’s better to spend a leisurely 10
or 15 minutes per PC, establishing the
character’s current life, attitudes, and
perhaps powers. This  non-
threatening ‘‘trial period” helps a
player get the feel of the PC beiore the
real action begins. '

in the origin adventure you can play
around with piayers’ expectations in a
way that takes them by surprise. For
example, if the player wants the PC to
have a dependent in the campaign,
you might establish one early in the
origin—but then the master villain dis-
poses of that dependent in horribie
fashion! The adventure later presents
a new dependent, the one you in-
tended ali along. Meanwhiie, the PC
has formed a royal personal grudge
against the bad guy.

But be careful. Avoid sheer ruth-
lessness . . . unless that’s the cam-
paign tone your players expect.

Dangling Subpiots

Though this may sound to outsiders
like some repulsive medical conditign,
Judges know this is the way to fore-
shadow future conflicts, new villains,
and amazing changes in the heroes’
powers. This foreshadowing builds
suspense and keeps players coming
back to the game.

Here are several intriguing kinds of
subplots.

Mysterious appearances: Enig-
matic notes in the mail or messages
on the answering machine at HQ. En-
igmatic manifestations of psychic
power by a dependent. Enigmatic
weather, or animais lurking in an alley,
or surveillance drones. The common
element is mystery.

You need not have a cuiprit in mind
when you introduce the mystery. Lis-
ten to the players speculate, and try to
pick up on what they find most intrigu-
ing. Then, several episodes later, it
turns out they were right—sort of!
Throw in a devious twist to keep the
players off guard.

For example, you tell your players
that an unmarked package arrives at
HQ. The postmark is from Wakanda.
Inside, without any identifying note, is
a shapeless hunk of pure vibranium
worth almast a million dollars.

The players specuiate that the
Black Panther, ruler of Wakanda,
seeks their help and is testing their
honor: If they return the vibranium,
they pass the test.

The PCs nobly decide that next ses-
sion they will call up the Panther, offer
to return the vibranium, and ask
what's going on. You, having heard
this line of speculation, plan a Wa-
kanda adventure. But you decide that,
though the Black Panther was testing
the PCs’ honor, he wants them as
agents in selling the vibranium to a cli-
ent! He can’t trust his usual distribu-
tion network for this assignment. Why
not? The answer to that, of course,
provides the adveniure.

Relations with the faw: Some new
inspector or precinct captain has it in

for super-powered vigilantes. The offi-

cial makes life hard for the heroes in
their every criminal investigation, and
attacks them in the media.

But does the official have an ulterior
motive in the attacks? Is there some
darker figure behind the scenes, ma-
nipulating public opinion? _

increasing insanity: When Matt Mur-
dock descended into paranoia, and
the Kingpin systematically dismantled
his fife, the story gripped readers both
old and new. The “Born Again™ se-
quence showed that when fate
plunges a here into the depths, he or
she becomes aill the more heroic by
climbing out again.

This tricky and risky episode re-
quires a player’s cooperation if you
want to initiate it; or the player’s char-
acter may already be heading over-
board, and you decide to capitalize on
the mounting craziness.

The hero begins to pant ways with the
group. He or she commits Karma-
reducing actions, minor ones at first,
but gradually increasing in severity. The
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PC's attitude becomes dangerous.

At last a specially designed adven-
ture faces the PC with the worst con-
sequences of this new aititude.
Probably the hero gets the opportu-
nity to kiil a hated foe, or the foe dis-
covers the hero’s secret identity and
ruins his or her life (as the Kingpin ru-
ined Matt Murdock’s life). At this criti-
cal juncture, the hero either gives way
to base impulses, or refuses to do so,
thus setting the stage for a dramatic
return to sanity.

Iif you want to keep the PC in the
game, make very sure the player in
question is inclined to choose recov-
ery. Otherwise, the corrupted PC
shouid be phased out of the campaign
or become a villain's henchrnan.

Note: If you proposed this subplot
and the player cooperated, be sure tc
returni all the Karma the PC lost when
committing crazy actions. They were
your idea, after all.

Criminal trials: A valued NPC (or
even a PC herol) is on trial for some
frame-up. While the trial proceeds,
good guys search for evidence to
clear the accused, and had guys plant
more.,

The verdict is by no means certain.
Robbie Robertson’s recent trial is a
good example. If the accused goes to
prison, the heroes may consider dras-
tic actions to free him or her. When
this subplot is resolved, the campaign
may head in a new direction, with the
heroes (at least for a time) on the
wrong side of the law.

Character Deveiopment

The fascination of campaigning
comes in watching relationships ap-
pear and mature, people come and
go, stories begin and end. This sec-
tion taiks about some of the develop-
ments that arise in a successful
campaign.

Player characters: A story is inher-
ent in almost every good character
conception. Does the character have
a particular goal, such as vengeance
or atonement, or wiping out a given or-
ganization? Has the PC been troubled
by an ongoing psychological problem,
such as a fear of intimacy or a ber-
serker rage? Is there some mystery in
the PC’s past, such as his or her ori-
gin, or the identity of the character’s
parents?

All of these imply an eventual reso-



lution to the problem, over the long
term of the campaign. The PO
achieves the goal, overcomes the psy-
chological hangup, or solves the mys-
tery. The conflict is resolved. For
example, the Human Torch, after
years of dead-end romances, finally
found true love with Alicia Masters
and married her. The Silver Surfer
found a way to leave Earth and return
to the universe at large. Doctor
Strange became Sorcerer Supreme.

When a PC achieves the culmina-
tion of his or her story, that doesn’t
mean it’s time for the character to re-
tire. By that time, the PC has probably
become so entrenched in the cam-
paign that he or she takes on a kind of
“elder statesman” role as an expeti-
enced hero, perhaps a leader, al-
though his powers shouidn’t be out of
balance with the other PCs.

Over the course of the campaign, iry
to develop the PCs’ stories. You won’t
ever have time to resolve them all, but
their ongoing progress will give your
stories the appeal of the Marvei comics
and the players the feeling that they re-
ally matter fo the campaign.

NPCs: These, too, can develop in
stories. The boyfriend breaks up with
the heroine and leaves town, or dies,
or marries the PC. The sidekick gets
corrupted by the master villain, but re-
deems himself with a dying gesture
that defeats the bad guy. The heipless
sister learns to fend for herself, opens
a business, and becomes a financial
success and a respected citizen.

Generally, such an NPC, unlike a
PC, exits the campaign at this point.
The character simply doesn’t inspire
stories any more. But he or she may
return for guest spots now and then.

Villains: One of the most interasting
aspects of the campaign is the grad-
ual metamorphosis of the heroes’ op-
ponents. Master villains are reduced
to annoyances, while minor hench-
men take over and grow strong. Orga-
nizations are destroyed, but their
agents go freelance and make further
trouble.

When Doctor Strange began his
sorcerous career, for example, Baron

Mordo matched if not surpassed him

in mastery of the mystic arls. But
Strange grew in power while his rival
iagged behind, and Mordo became a
nuisance menace, a pawn in the
schemes of more powerful beings.

Another example: Spider-Man beat
Doctor Octopus s0 many times that
Octopus finally just went mad. For a
time he was harmless, and then when
he returned as a menace he was ma-
niacally driven to defeat the wall-
crawler above all else.

Just as your PCs have stories, the
campaign villains also pass through
life-changing events and emerge from
them changed. You need not worry
about this for the first year or two of
play, but don’t overlook these possibil-
ities as the campaign progresses.

Aging

If your campaign goes on iong
enough, eventually age becomes an
issue.

In Marvel comics, characters age
slowly or not at all. In almost 30 years
of Spider-Man stories, Peter Parker
has gone from high school to gradu-
ate school. Reed Richards and Sue
Storm married and now have a seven-
year-oid son, but their partner Ben
Grimm hasn’t aged a bit. Matt Mur-
dock has been 32 ever since Daredevil
#1 appeared in the early 1560s.

This is one of the conventions of the
genre, as discussed at the beginning
of Chapter 8. If heroes aged normally,
the comics would eventually grow as
old and tired as they do. Who could
believe a 55-year-old Daredevil ieap-
ing across the rooftops?

Some Marve!l heroes have authen-
tic explanations for their eternal
youth. Thor and Hercules don’t age
because they are gods. Nick Fury’s In-
finity Formula has kept him young
since World War lI. The first time Doc-
tor Sirange died, he merged with Eter-
nity. Reborn into this plane, Strange
no longer ages. But maost Marvel he-
roes stay young simply because they
remain interesting that way.

In generai, heroes who start out
young age to a kind of “ideal point"
that allows the most interesting sto-
ries. Then the aging stops, and in-
stead the heroes’ past history is
revised and updated to make the cur-
rent version plausible. In Marvel com-
ics, the modern age of super humans
is assumed to have begun about
seven or eight years before the
present, and most well-established
heroes have had careers lasting four
to eight years of “real” time.

In the campaign, you and your piay-
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ers can choose to (a) ignore the whole
issue, (b} play an adventure that gives a
plot justification for retarding or stop-
ping the PCs’ aging; or (c) specify, by
Judge’s fiat, a rate of aging you all can
live with—one game-year per year of
real time, one game-year per three or
six real years, or no aging at all.

'TYPES OF PLAYERS

Not player characters, players.
Role-players are a varicus lot. Each
persen in your group may have a dif-
ferent style of play and enjoy role-
playing for different reasons. Try to
determine each player’s wants, and if
possible, satisfy them in the adven-
ture you run. That way, everyone has
fun.

Here is a non-exhaustive list of
some common player types. (Thanks
to Aaron Allston for these classifica-
tions.) .

The Psychologist: This player en-
joys exploring the personality of his or
her character in detail. Role-playing is
an acting challenge, and the deeper
the character, the better this player
fikes the challenge.

Throw the Psychologist’s character
into fots of different situations that calt
for different responses: negotiation,
examination of a new culture, romanc-
ing an NPC, staving off romance with
an NPC, and crises of conscience.
The more angst you faist on the char-
acter, the better the player should like
it—but be sure your piayer is of this
type before you really heap on the bad
news!

The Problem Solver: Faced with a
mystery, or even the hint of a mystery,
this player looks for clues and culprits
and speculates endlessly on solu-
tions. Faced with capture, the player
figures a way out of your foolproof am-
bush.

A piayer who’s alert and thinking is
always better than one who isn’t. But
boy, does this guy make you work
hard! If your story calls for the villain to
capture the characters, the Problem
Solver may send it spinning off in new
directions. If you want your surprise
twist to stay a surprise, you have to
send the Problem Solver chasing after
multiple wild geese to keep him or her
from guessing the twist in Scene 2.

Judging tip: Listen to the Problem



Solver’s theories. Sometimes the
player will come up with a solution far
more surprising and effective than the
one you had ptanned. Then at the sto-
ry’s conclusion, you throw out the real
explanation and substitute the better
one, “Yep, you guessed it, all right,”
you say blandly. :

The Killing Machine: His boss is giv-
ing him a hard time, or she’s having
trouble with her classes, or he doesn’t
get along with his parents. One way or
another, this player arrives at the game
ready to fight. The Killing Machine
wants to take out frustrations on imagi-
nary characters, as explosively as pos-
sible.

Role-playing games are a healthy
outiet for aggression, so satisfy this
player with plenty of action and physi-
cal conflict. in the Marvel Universe,
this shouldn’t prove hard.

Another kind of Killing Machine is the
player who worms through loopholes in
the rules to design characters of maxi-
mum lethality. Many “role-playing”
games encourage this, since combat is
almost their sole activity. In stories,
these characters have less o contrib-
ute. But you can make this player happy
by sending the character against huge
opponents and watching him or her cut
them into pieces.

When you're putting together your
story, think of your players and try to in-
clude elements that will appeal to all of
them. As long as everybody gets some-
thing fun to do in every session of the
game, you'll have a satisfied group.

CAMPAIGN
PROBLEMS

As the campaign proceeds, cerfain
problerns may appear. Here are some
traps to watch out for.

Bad feelings between PCs: Even
though your players are getting along
fine outside the game, their charac-
ters may regard each other with cool
hatred. Perhaps one, a Captain
America-type, has vowed to protect all
life, whereas another, in the tradition
of the Punisher or Wolverine, is ready
to kill any criminal, Karma loss or no.
These two have to get on one an-
other’s nerves.

In the comics, this friction can pro-
duce deeper characterization and in-
teresting rivalries. It can in your game,
too . . . if that is to everyone’s taste.
Take care that other players don’t be-
come uncomfortable with the frac-
tious pair, and keep the combatants
from stabbing one another in the
back. That's hardly heroic!

A certain amount of squabbling is en-
tertaining. But carried too far, it can
drive the group apart. if you prefer not to
risk this, make sure your PCs are all on
the same wavelength about important
campaign issues before play begins.
These “ground rule” issues include:

whether and when to kill;

refations with faw enforcement offi-
cials;

and whether PCs should trust one
another with their secret identities.

New players: Great! That is, as long
as the newcomers know the cam-
paign’s ground rules: ways tc behave,
power level, overall goals, and how to
uphold the team’s reputation.

it's hard to make sure a new player
isn’'t going to do something rash and
cause permanent disaster. To guard
against this, first have the player guest-
star in the campaign as an established
Marvel character, one whose behavior
every player is familiar with. Once you
decide the player can handle the cam-
paign’s ground rules, let him or her
bring in the new permanent PC.
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“Too many players: Some Judges,
who struggle to find enough inter-
ested parties to put together a play
session, would love to have this prob-
lem. But having too many players is
far worse than having too few.

The problems: the Judge can’t keep
track of everybody’s actions; players
don’t get into the spotlight often
enough; and to challenge the larger
and more powerful PC group, bad
guys have to be still more powerful—
and that makes adventures deadlier
for individual PCs.

In judging a game, the maxim is not
“The more, the better,” but “Every-
thing in moderation.” Aim for an opti-
mum group of four 1o six players. If
you have many more than this, con-
sider splitting off the group into two
separate campaigns.

Changing direction: After you have
run all the adventures you can think
of, you may want to rejuvenate the
campaign by shifting its scene, prem-
ise, or goals.

This is fine, but talk to your players
first. If a player enjoys playing a
wealthy industrialist in the Financial
District, he or she may not enjoy being
flung back in time to 18th-century
Haiti or into a post-holocaust future.

If the players object strongly to your
proposed change, think it over. If they
don’t object, but don't think their char-
acters belong in the new campaign,
let them create new PCs. Or ask them
to play NPCs in your adventures until
the campaign returns to the earlier
mode.

Remember, players just want to
have fun, but usually they need to
know what kind of fun they’re going to
have.
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CHAPTER 10: THE MANHATTAN AMPAIGN

Previous chapters discussed sto-
ries and campaigns in general. But
since this set describes Marvel Man-
hattan, this chapter is devoted to cam-
paigns set in New York or any big city.

WHAT CITY AND WHY?

No matter how far afield your he-
roes range, they need a base of opera-
tions. It could be an orbital satellite, an
undersea fortress, or even a time-
traveling, teleporting phone booth.
But a headquarters in a major city has
several advantages in a campaign.

1. Resources: Whatever the heroes
need, whether it’s an ancient Egyptian
scroll or a new Ferrari or gold bullion,
it’s available in a large city. The fore-
most consultants in any field nearly al-
ways live in university cities. The
police departiments have advanced
criminological equipment and foren-
sic tools. And in Marvel Manhattan,
the heroes can easily visit Avengers
Island to get confidential information
or Four Freedoms Plaza to borrow
Reed Richards’ laiest-model space
drive.

2. Accessibility: This means the he-
roes can get to the crime scene
quickly. And it also means that your
villains can get at the heroes. Both
factors keep adventures moving fast.
And as in #1, many established
Marvel heroes nang around Manhat-
tan, either at known addresses or
where they are easily found by any
hero group that takes to the rooftops.

3. Local color: A city supplies ever-
changing backgrounds, events, and
bystanders. Judges with a taste for
scenic detail find cities much more
useful than the depths of outer space
or the bottom of the Marianas Trench.

Choosing A City

Of course, even though the heroes
should locate in a city, that city does
not have to be New York. This set
gives you material useful in any urban
campaign. Most Hotspot listings in the
Campaign Sourcebook include advice
on translating the Hotspot to other cit-
ies. Many of New York’s sites work just
as easily in Chicago, San Francisco,
Denver, Seattle, or Houston. You and

your players may find it easier to visu-
alize the action if you set the cam-
paign in some nearby metropolis that
you and they know well.

(For advice about setting a Marvel
campaign in your home town, consult
the adventure “Avengers Fran-
chised!” by David Cook, in MA2,
Avengers Coasi-to-Coast.)

But suppose you do decide to set
your campaign in Marvel Manhattan.
How should you use the city?

Different Marvel comics set in New
York treat the city in two general ways.
Some depict it as a generic back-
ground of undifferentiated sky-
scrapers, sewers, and taxicabs. Other
stories establish New York in detail,
using famous landmarks, giving spe-
cific neighborhoods and addresses
for story scenes, and evoking the dis-
tinctive Manhattan atmosphere.

Either of these offers a sound way to
run your campaign. Both ways are dis-
cussed below.

The Generic City

If you and your players have never
been to New York and don’t care
about its finer details, much of the
Campaign Sourcebook’s information
only gets in the way. Delete trivia and
just employ the background your sto-
ries require.

In the comics, there is ample prece-
dent for the generic “abandoned
warehouse,” not to mention “a pier
somewhere on the waterfront” and
crimes committed in “a bad part of
town.” Include an all-purpose subway
station, research lab, and office build-
ing, and vou have all you need for
most stories.

Advantages: Speedy scenery—you
can describe a warehouse or sky-
scraper without rooting through notes
showing the actual location. Speedy
storytelling—scene changes are
quick dissolves from one location to
the next, just a “later, across town™
away.

The generic approach eases your
task in deciding whether a given store,
library, or business is near the current
scene. If a PC suddenly needs a gar-
den hose, you can put a garden sup-
ply shop just a block away, whether
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the PCs are in a good neighborhood
or the worst sfum. This, too, speeds
up the adventure.

Disadvantages: Lack of atmos-
phere, of a sense of place. Missed
opportunities—adventures don’t ex-
ploit the possibilities of Manhattan’s
actual landmarks, like chess players
in Central Park or museums along
Fifth Avenue.

New York:
Accept No Substitutes :

If you live in New York or have play-
ers who did, grounding your cam-
paign solidly in an accurate
Manhattan may be the only approach
you can use without starting argu-
ments. Otherwise, players may shout,
““No way is there a garden shop in the
Bowery!” stopping play until the argu-
ment is settled.

Comics that take the trouble to de-
pict specific real-city landmarks gain
depth. For example, when Matt Mur-
dock’s partner Foggy Nelson says he
lives on West 72nd and Columbus,
that tells a lot about Foggy’s way of life
to someone who knows Manhattan's
Upper West Side.

Advantages: When you describe
New York landmarks and give ad-
dresses, your scenario gains believa-

-bility. And getting from one part of

town to another can be entertaining all
by itself; see Chapter 5, “On the Side-
walks of New York™ in the Campaign
Sourcebook.

You can offer new challenges to
PCs by setting different parts of a sce-
nario in widely separated parts of the
actual New York City. Give the players
a deadline to reach a distant location.
They know how far they have to travel,
and they can try different strategies to
get there in time. This increases ten-
sion and gives players control of their
fates.

Encounters with varied NPCs in
many different parts of town increase
the PCs’ emotional involvement, as
well. So when somebody threatens to
blow up New York, players in a “real”
city campaign may really imagine
what would be lost by its destruction,
instead of treating the loss in the ab-
stract.



THE /AVIS/ELE G/RL CONCENTRATES,
REACHING OUT WITH AN ALINOST FORGOTTEN

MANTFESTATION OF HER FOWER ...

Disadvantages: This approach
takes extra research and a willingness
to admit mistakes. If you absent-
mindedly put the RCA Building in the
World Trade Center, your players may
give you grief about it when the ris-
take is discovered.

Sometimes your scenario ;deab just
won’t work in the real Manhattan. If
your adventure absoluiely requires a
subway line to Staten Island, too
bad-—there isn’t one, and your players
will know it.

The Campaign Descriptions

A city can be a total campaign envi-
ronment, a base for worldwide opera-
tions, or a rest stop between jaunts
around the universe. The foilowing
sections describe these three cam-
paign approaches according to six eri-
teria;

Scale of adventures: The settings
and stakes of most of that campaign’s
adventures.

L

Examples: Established Marvei he-
roes who function in this adventure
siyle. ;

Ground rufes: Points of genre and
tone that both Judge and players
should be aware of,

What PC heroes need: Required re-
sources, such as equipment and
transportation.

Suitable villains: Suggested bad
guys jor this style of campaign, Vil
lains are discussed in detail in Chap-
ter 8.

Roles for recurring NPCs: The kinds
of occupations you should include or
assign to dependent NPCs.

THE URBAN
CAMPAIGN

Scale of adventures: Restricted al-
most entirely to New York City itself.
Heroes are designed with city back-
drops in mind; for example, Spider-
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Man needs skyscrapers to swing
across the city.

Perils include muggings, bank rob-
beries, drug rings, smail natural disas-
ters, corrupt city officials, or mass
destruction threatening anything up to
the city itself.

Examples: Cloak and Dagger, Dare-
devil, Power Pack, the Punisher,
Spider-Man.

Ground rules: Heroes make only a
slight difference in this world, if at all.
In the genre, the city’s problems are
insurmountable overall, but the PCs
can help individuals and restrain the
advance of crime.

Occasionally urban heroes go e!se-
where for an adventure, but they
never lose their city orientation. Forin-
stance, Spider-Man has been every-
where in the Marvel Universe and into
other dimensions, but we always think
of him swinging between the sky-
scrapers of midtown New York.

What PC heroes need:



Power level—An individual hero
should be able to handle three or four
typical armed hoodlums, and hold up
in battle with a minor-league villain.

Transport—The heroes should have
powers or vehicles that can cross
most of Manhattan in 10 or 20 minutes
at most.

Information sources—Since heroes
spend a lot of time on the streets, they
should have or establish a network of
friends, patrons, and informants.

Suitable viliains: The Kingpin
(above all'), Beetle, Blacklash, Doctor
Octopus, Electro, Hobgoblin, Mad-
cap, the Scorpion, the Vulture.
Organizations—the Maggia, Subter-
raneans.

Roles for recurring NPCs: Beat cop,
plainclothes detective, stoolie, re-
formed junkie (criminal connections),
taxi driver, minor disciple in magic, kid
gang member.

THE GLOBAL
CAMPAIGN

Scale of adventures: Heroes, head-
quartered in a major city, fly around
the world, visit exotic locales, defeat
world conquerors, fight large-scale di-
sasters, and prevent World War IlI.

Examples: Alpha Flight, the Aveng-
ers, the Hulk, fron Man, Moon Knight,
SHIELD, the X-Men, X-Factor.

Ground rules: Members of the team
often have varied sthnic or national
backgrounds, but (usually) about the
same political outlook. They seldom
become involved in the troubles of or-
dinary individuals, except as an ad-
venture hook for a larger-scale
scenario.

What PC heroes need.:

Power level—The PCs command
great power, and possibly rank among
the strongest on Earth in their chosen
pursuits.

Transport—The heroes should have
powers or vehicles that let them get
anywhere in the world within 12 hours
at most. {For example, the X-Men had
an RS-150 Blackbird supersonic air-
craft. Now, though based far away
from major cities, they have a telepor-
tation gate to reach a scene quickly.)

Information sources—PCs should
have access to a woridwide instant
communications network, whether
technological or psychic in origin.

Languages—Some kind of transla-
tion device or wide knowledge of for-
eign tongues will come in handy.

Suitable villains: Baron Mordo, Doc-
tor Doom, the Crimson Dynamo and
other Soviet Super Soldiers, Freedom
Force, the Hellfire Club, the Leader,
Magneto, the Mandarin, the Master,
the Red Ghost, the Red Skull, Uitron.
Organizations—AIM, the Deviants,
HYDRA, the Maggia, Subterraneans.

Roles for recurring NPCs: Those of
the urban campaign, plus vehicle pi-
lot, ambassador, high official in fed-
eral or international agency, known
sorcerer, Nobel scientist, robotics en-
gineer, millionaire patron.

THE GALACTIC
CAMPAIGN

Scale of adventures: The heroes de-
fend the pianet, galaxy, or universe
from invasion by aliens or extra-
dimensional villains. They visit other
planets, other dimensions, and the

Negative Zone.
Perils usually involve the death of
all life on Earth, the destruction of the
solar system, or changing the physi-
cal laws of the universe. Villains are
cosmically powerful and evil.
Examples: Doctor Strange, the
Fantastic Four, Thor, the other Aveng-
ers (sometimes), the X-Men (some-

- times). Some galactic heroes, like the

Silver Surfer, use no base city.

Ground rufes: The campaign city
may be no more than a rest stop and
backdrop for personal subplots.
Sometimes the heroes’ vital role can-
not be revealed to the world at large,
lest the dangers they face create
panic in the populace.

What PC heroes need:

Power level—The PCs are in some
way the best on Earth at their pursuits,
and probably rival the greatest powers
in the universe {or multiverse). They
have routine access tc phenomenally
powerful equipment.

Transport—The heroes should have

- powers or vehicles that let them go

anywhere in the universe within a few
days at most, or to other dimensions
more or less at will.

Information sources—The Watcher,
the Orb of Agamotto, etc. ;

Languages—Usually some kind of
universal translator can be assumed.

Suitable villains: Annihilus, Dor-
mammu, Galactus, Hela, Loki,
Mephisto, Surtur, Urthona.
Organizations—the Kree, the Shi’ar,
the Skrulls.

Roles for recurring NPCs: Those of
the urban and global campaigns, plus
spaceship pilot or astrogator, heavy-
duty sorcerer, ambassador from an
alien race, and the Watcher.




CHAPTER 11: SCENARIOS

What if you don’t have the time or
inclination to design your own sce-
narios with the plot ingredients de-
scribed in Chapter 87 What if vou
don’t want to think right now about the
campaign subplots and development
suggested in Chapter 9? What if you
just want to play?

Here are over a. dozen pre-
packaged, ready-to-run scenarios.
First come many one-shot encounters
set in the Hotspots of New York City.
Then the book concludes with a full-
length scenario, “Fun City” Tailor it to
an existing campaign or use it to start
a brand-new one!

THE
MINI-SCENARIOS

This section offers a brief adventure
for many of the Hotspot locations de-
scribed in the Campaign Sourcebook.
Be familiar with the Hotspot listing for
that area given in the Sourcebook be-
fore running the adventure. Judges in-
terested in learning how to design
adventures may note how the features
and details of the location sparked the
scenario idea.

Each mini-scenario follows the
“Encounter” format used in MHACS,
New York, New York. Each uses five
sections:

The Summary tells what happens in
the sncounter, who is involved, and
what they are doing. When it is impor-
tant, the Summary aiso states the time
and date when the scenario occurs,
as well as other pertinent information.

The Set-Up suggests appropriate
maps where necessary, along with
ways {o get the heroes into the adven-
ture. (See also the staging hints in
Chapter 8.) Most of these encounters
can be run without maps.

The Adventure describes what can
happen when the heroes get involved.
How will the villain react? What does
the bad guy want from his crime? Can
the heroes reason with the villain?

The Aftermath describes what hap-
pens after the situation is resolved.

Any Karma suggested in the fifth
section is a general guideiine for the
Judge. Use the suggestions in con-

junction with the usual rules for
awarding Karma.

If the players head off in a surprising
direction, as they aimost always do, a
mini-scenario can suddenly turn into a
full adventure. Run with it, using the
information presented (and the advice
in previous chapters) to set up or im-
provise further encounters. Remem-
ber: Don’t panic!

THE STATUE OF LIBERTY

SUMMARY: A magician has animated
the Statue and set it to attack the fer-
ries and shipping in New York Harbor.

Note: This mini-scenario can be run
alone or following those for “The Daily
Bugle” and “Doctor Strange's Sanc-
tum,” later in this chapter.

SET-UP: For a topical scenario, set
this on independence Day. The PCs
could be attending a patriotic presen-
tation on Liberty Island, in hero or se-
cret IDs.

In a non-holiday run, the heroes
may bé touring the island (or visiting
nearby Avengers Island) or on patrol,
and they see the Statue actually ani-
mate. Failing that, they hear about it
on the news or police radio. They ar-
rive on the scene after the Statue has
begun wreaking havoc,

Use the Statue of Liberty fold-up
map included in this boxed set.

ADVENTURE: The animated Statue’s
abilities are listed in its Hotspot entry.
Delete her power to inspire a Iove of
freedom. '

The Statue tears loose from her
pedestal with a snap of girders. Play
up the spectacle of a 150-foot-tall
woman smiting buildings with her
torch, pounding the pedestal with cop-
per fists, and terrorizing tourists.

The heroes’ first impulse may be to
attack directly, but point out that this
would damage a national monument.
For this reason, the National Guard,
waiting on armed boats nearby, has
not attacked. Also, there are still inno-
cent people trapped inside the Statue.

Some PCs should try to stop the an-
imated monument’s rampage, while
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others get inside and rescue tourists.
A dozen normal people are hanging
onto the central staircase at various
levels. Half a dozen more are being
held hostage in the crown by the cul-
prit who magically animated the
Statue: Lester Danton.

Danton, bagboy at a grocery chain,
was a self-important geek who pur-
sued occultism as a hobby and even-
tually learned how to summon the
extra-dimensional demon Mephisto.
In return for his allegiance, Mephisto
granted Danton great power. Danten
is now using these powers to achieve
his only goals: chaos and revenge on
those who supposedly slighted him—
basically everybody.

Use Baron Mordo’s abilities
(Judge’s Book, p. 42) for Danton. His
unique ability to animate the Statue is
an Unearthly power.

Dantenn has an Amazing force
shield up, and is alert and ready to kill
hostages. However, he wanis to toy
with both hostages and heroes for a
while. Heroes can easily distract Dan-
ton with taunts, which drive him to ber-
serk fury.

(For advice on how to link this
encounter with others, see the “Doc-
tor Sirange’s Sanctum” mini-
scenario.)

AFTERMATH: Danton is powerful, but
fundamentally third-rate. The heroes
should be able to trick him or other-
wise defeat him. If they fail, a hostage
(perhaps Perry Gawkman?) gets the
drop on Danton at a crucial moment
and knocks him out with a shoe-heel.

When Dantor is out cold, Mephisto
appears over his body. (For Mephis-
to’s abilities, see p. 56 of the Judge’s
Book.) The demon does not attack,
but tries fo engage the heroes in taunt-
ing banter. He knew Danton would fail;
as part of the deal, Mephisto could
only claim Danton’s soul when Danton
was defeated. After a dramatic final

speech ending with “I'll be back”
Mephisto and Danton disappear in a
flash of light.

With their departure, the Statue re-
turns to normal on its pedestal—if the
herces didn't damage it badly in the
battle. Damaging the Statue endan-



gers the hero group’s reputation. Per-
haps the PCs can recoup the loss by
giving an emotional speech justifying
the damage and promising to repair it.

If the scenario takes place on the
Fourth of July, the ceremony re-
sumes, concluding with spectacular
fireworks. Heroes with pyrotechnic
powers can get in on the act.

KARMA:
Hescuing all the innocents:  +30
Restoring the Statue to normal with-
out major damage: +40
As above, but with damage: +20
Severely damaging the Statue:
—-40, and Popularity drops by 5.

CONEY ISLAND

SUMMARY: A bunyip is loose off the
coast near Coney Island. The heroes
must locale it and stop its mischief,
What's a bunyip? Keep reading.

SET-UP: A mysterious “sea manster”
has been terrifying many tourists and
even lifeguards. So far, no one has
been injured. Coast Guard divers
have found no trace of the creature,
so they have called in the heroes to in-
vestigate.

ADVENTURE: The bunyip comes
from the folklore of Australian aborig-
ines. In one version, it is a mischie-
vous aquatic creature that delights in
frightening swimmers,

Though ordinarily as small and cute
as a chipmunk, in water it can grow
(briefly) to large size. In this monstrous
form, the bunyip chases swimmers until
they leave the water. The bunyip never
attacks, for it means no harm—but New
Yorkers don’t know that.

How did the bunyip get here? The
popular American movie series “Kan-
garoo” Muldoon stars Derry Pynchon
as a rugged Australian kangaroo
hunter and tour guide. Pynchon stum-
bled upon the bunyip in the Australian
outback while filming the latest movie
in the series. A drought had dried up
all water in the vicinity, leaving the
bunyip small, cute, harmiess, and
thirsty. Pynchon made it a pet.

The star visited New York, by ocean
liner because he fears flying. He car-
ried the bunyip with hirm, planning to
presernit it 1o a new girlfriend. But 1t got

iocse on the boat journey, and now it
gleefully torments swimmers off Co-
ney Island beach.

Stage the scene like a shark-attack
movie: First the heroes hear stories
about the monster; then they search
for it, but find only enigmatic, tiny foot-
prints leading into the surf. As the he-
roes are futilely searching in the water,
they hear screams. Running, they ar-
rive just in time to see the monstrous,
shadowy form get away.

At that point, Derry Pynchon ar-
rives. Though he is ostensibly in-
volved in a publicity appearance, he
appears too interested in what he
hears about the monster and seems to
be searching for it obsessively. Per-
ceptive heroes who corner the movie
star find that he will reluctantly tell
about the bunyip. However, Pynchon
doesn’t know that the creature is
harmiess!

Encourage the heroes to devise a
clever lure or plan to find the bunyip.
Perhaps a favorite food, such as fresh
fruit or candy, can serve as bait. If they
make no plan, the bunyip appears
anyway at a dramatic point, in its mon-
strous form.

Since the bunyip is unlikely to scare
our heroes, it flees as soon as they at-
tack. It can turn into its small form (see
below) with great speed, so to unper-
ceptive heroes it seems to vanish.
Those who spot the tiny bunyip can try
to chase it down, if they can mailch its
Remarkable speed, orthey cantrap it, If
they grab the bunyip, it turns back to
monstrous form and struggles to es-
cape. .
Heroes may have no power to cap-
ture the bunyip. In this case, an NPC
magician such as Doctor Strange can
give them a magical Ausiralian ab-
ariginal “bullroarer” that attracts the
creature. But once the bullroarer
brings the bunyip, the PCs must de-
feat or tame the creature themselves.

The Bunyip

F A S8 E R I P
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Health: 44/72 - Karma: 30
Resources: None Popularity: 0

Appearance: Qut of water or when not
scaring people, the bunyip is a cute
squirrel-like creature about four inches
long, with large head and eyes, big pink
ears, gray fur, and a hairless pink tail. in
this form, its Strength is Feeble.
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In its monster form, the bunyip
grows into a seal-like creature eight
feet long. Its fur is black, and a large
black mane grows around its head. Its
eyes are beady, its jaws fanged and
threatening. lis Strength becomes Re-
markable. Rising from the water, it
roars and spreads locse flaps of skin
beneath its forelegs, so that it appears

- huge, dark, and menacing.

Abilities: The bunyip can swim at Re-
markable speed, and may seem to
vanish when it switches forms. The
bunyip can take on its monstrous form
only in water. As a magical creature, it
need not eat or sleep.

The monster-bunyip bites, doing
Excellent damage, but only in seif- de-
fense. Its thick fur gives Typical Body
Armor.

Typical Dialogue: The bunyip does
net tatk. In its small form, it squeaks a
bit. In monstrous form, it roars loudty.

Derry Pynchon

Movie actor

F A S8 E R | P

Ty Gd Ty Gd Gd Gd Ty
Mealth: 32 Karma: 26
Resources: Ex(20) Popularity: 30
Appearance: Handsome, brawny fel-
low dressed in khakis and a wide-
brimmed hat. Blond, clean-shaven.
Cheerful manner, and never fazed by
super-heroic abilities.

Talents: Outback survival, kangaroo
hunting, acting. Pynchon has no con-
trol over the bunyip.

Typical Dialogue: Spoken in a thick
Australian accent. Pynchon is a nice
guy who handles stardom well, so he
will be polite in most circumstances.
Story Function: Exposition about the
bunyip; willing partner in any plan to
trap it unharmed; the voice of con-
science if players just want to kill the
thing.

AFTERMATH: If they don't kill the
bunyip outright, the PCs can return it
o Australia, take it as a mascot, or do-
nate it to the Bronx Zoo. Players may
come up with other creative solutions.

If his role in the affair comes out,

-Derry Pynchon may be in grave trou-

ble for illegally smuggling an animal
into the country. Sincerely repentant
for his action, he may offer the PCs
roles in his next film if they keep quist
about hkim.



KARMA:
Getting exposition from Derry Pyn-

chon: +10.
Clever plan to lure or locate the bun-
yip: +10.

Capturing the bunyip without harm-

ing it greatly: +20.
Clever plan to dispose of it:  +10.
Killing the bunyip: —20.

THE BRONX ZOO

SUMMARY: Hokkor and R’'Dall, the
Skrull agents trapped in ape form, get
loose.

SET-UP: The PCs are enjoying a holi-
day at the zoo, attending a ceremony
there, or working there in their secret
IDs.

This scenario involves Reed Ri-
chards of the Fantastic Four. If Richards
is one of the PCs, fine. Otherwise, Ri-
chards, as an NPC, happens to be there
at the same time as the hero group. Ri-
chards either attends the same charity
function that lured the heroes or is en-
gaging in harmiess observation of rare
zoo animals,

The PCs encounter Richards and, if
they wish, talk with him as he walks
around the zoo. If you want to lay the
groundwork for the “Four Freedoms
Plaza” scenario later in this chapter,
he mentions the new unstable mole-
cule he is working on. As they talk (or if
the PCs don’t talk), he enters the Mon-
key House.

A scream jars the peaceful air. A
gibben and chimpanzee are breaking
loose! _ '

ADVENTURE: Hokkor and R’Dall
have recognized Reed Richards and
possibly one or more of the PCs. They
hope that Richards or a PC has tech-
nology advanced enough to turn them
back inte Skrull form. They could ask
Richards nicely. But that isn’t the
Skrull way.

The apes have carved keys from a
piece of wood using their teeth.

{These Skrulls really want to get cut!) -

Last night they unlocked their cages,
stole into the primate house’s food
preparation room, broke into the med-
icine cabinet, and stole powerful ani-
mal tranquilizers.

The Skrulls could probably have es-
caped then. But they didn’t have any

way 1o turn back o normal. Now, with
the heroes on the scene, they ieap out
of their cages and grab bystanders as
hostages. Richards stretches out 1o
grab an ape, and it jabs him with the
animal tranquilizer. He coliapses in a
rubbery heap, and now it's the play-
ers’ turn.

PCs probably defeat the apes eas-
ily. But then they must figure out the
apes’ actions and how to communi-
cate with them. Reed Richards has a
universal translator back at Four Free-
doms Plaza (see Translation Device
on p. 60 of the Player’s Book), as well
as devices that can restore the Skrulls
to normal form.

Once this is established, the PCs
must decide whether to turn the
Skrulls back to their normal form. This
can be a role-playing exercise, since
players may have markedly different
opinions. Have Richards remain neu-
tral, posing both sides of the issue:
Skrulls are dangerous, but it would be
cruel to keep these two agents
trapped in ape form,

AFTERMATH: Once the heroes have
changed the Skrulls back or decided
not te, the Skrulls try to escape. lf they
get away, the aliens reappear in a later
adventure, trying to steal a spacecraft
and return to what'’s feft of the Skrull
Empire.

Even if the Skrulls remain un-
changed, they can’t stay at the Bronx
Zoo. The zoo is now short two apes
and may ask the PCs to capture re-
placements in Africa.

KARMA: ;
Rescuing the apes’ hostages un-
harmed: +10.
Coming to an intelligent decision
about the Skrulls (Judge’s option):
+10.

THE HOLLAND TUNNEL |

SUMMARY: Atlantean terrorists, in or-

der to publicize their grievances, sab-
otage the tunnel.

SET-UP: Two Atlanteans appear at the
Manhattan entrance to the tunnel and
read a prepared statement. Heroes
may be patrolling nearby, or they hear
about it instantly through the usual in-
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formation channels (radio, TV, police
band, etc.).

Attention, reads the statement. /n
protest against the surface world’s
continued harassment of the rightful
undersea kingdom of Atlantis, we
hereby begin a righteous campaign
o reclaim territories seized by sur-
face dwellers.

This underwater tunnel is hereby
claimed for the greater good of
Atlantis. Alteration to the tunnel to
render it accessible fo our people
commences within ten minutes. As
representatives of the Atlantean Ter-
ritorial Protection Force, we hereby
order all surface dwellers to depart
our territory at once.

A TV reporter on the scene asks
what this “alteration” will be. The At-
lanteans say that a bomb planted on
the floor of the Hudson will blow the
tunnel to bits.

Panic ensues.

ADVENTURE: Adjust the time the At-
lanteans give according to how fast
the PCs can arrive at the scene. They
should arrive with about three minutes
to spare before the tunnel blows. A po-
lice officer tells them that some drivers
are trapped in the tunnel.

The heroes can attack the two Atlan-
teans who made the statement. They
are unarmed and fight only in self-
defense, to demonstrate that they are
“not hostile.” (Ready to blow up the Hol-
land Tunnel, sure, but not hostile.)

But this battle only wastes time. He-
roes have more important objectives:
evacuate the tunnel and locate and re-
move the bomb.

Ordinarily the tunnel could be evac-
uated within less than ten minutes. Af-

ter all, it doesn’'t even take four

minutes to drive through it. But when
tunnel drivers heard the news over
their car radios, a few panicked and
turned around in the tunnel to head
back to the surface. This led to a multi-
car pile-up. Though no more cars are
entering the tunnel as the PCs arrive,
several are still trapped down there.
There are twice as many cars
trapped in the tunne! as there are PCs
who enter it. Each car has two passen-
gers, who are trapped in the crushed
automobiles with no way out. Passen-
gers all have Typical abilities. It



shouid take three or four rounds to
reach them.

Meanwhile, other PCs should han-
die the bomb threat. They must swim
out into the filthy, cold Hudson River
and fight the Atlantean bombers. As
with the PCs in the tunnel, this journey
should take three or four rounds. De-
scribe the river bed, littered with old
cars, ¢ans, and other junk. Amid the
junk crouch the Atlantean bombers,
who attack the heroes by surprise if
possible.

There are two Atlanteans for each
PC. if the PCs couldn’t possibly beat
Atlanteans on their home ground (or
water), have the terrorists plant the
bomb in the tunnel’s air conditioning
building instead.

For the Atlanteans’ abilities, see
page 60 of the Judge’s Book. Each is
armed with a serrated sword that in-
flicts Remarkable Edged damage.

The bomb is a High Explosive (Play-
er’s Book, p. 46). It detonates in three
turns after the PCs deifeat the Atlante-
ans, unless they can disarm it.

To deactivate the bomb, a PC must
make an Excellent-intensity Agility
FEAT to pull loose the correct wire
from its tangle of companions. Failure
means the bomb explodes in one turn.

If the heroes carry the bomb at least
one area away from the Hudson fioor,
its explosion does not damage the
Holland Tunnel.

AFTERMATH: After the battle, Atlan-
tean UN observers appear and try to
take the captured terrorists into their
own custody, “on United Nations dip-
lomatic authority.”

This is a trick. Heroes may be
duped into cooperating if they don't
know that Atlantis is not a member of

the UN. (Give PCs Reason FEAT rolis

if appropriate.) Though the diplomats
bluster and threaten, heroes can
refuse to turn over the criminals with-
out penalty. The NYPD takes custody
instead. ; :

The two Atlantean fanatics who
read the statement escape or, if cap-
tured, may try {Judge’s discretion) to
commit suicide in their cells by break-
ing open their water helmets.

After a day or two of investigation, it
turns out thatthe "“Atlantean Territorial
Protection Force” is a renegade splin-
ter group of Atlantis’ government,
which disclaims all responsibility.

MNontheless, this is a major dipiomatic
incident, and Aflantis is censured
{again) by world governments.

By the way, the bomb was manufac-
tured for the ATPF by Stane Interna-
tional, but the company has
effectively concealed its involvement
through a chain of intermediaries.

KARMA:
Evacuating the tunnei: +20.
Letling nnocents panic or losing

control of the situation: -10.
Removing the bomb:

CENTRAL PARK

SUMMARY: The super villain called
the Wizard kidnaps a most unlikely set
of targets: the old chess players in the
park’s Chess and Checkers House.

SET-UP: The heroes are near the
park, perhaps visiting a Fifth Avenue
museum, when they see several air-
borne figures landing in the park.

Use the map of Central Park in-
cluded on the fold-up map in this set
for large-scale display of widely sepa-
rated events.

ADVENTURE: The flying figures are
the Wizard, also known as the Wing-
less Wizard, and super villains that he
hopes to enlist as underlings for his

schemes.
© Use as many villains as there are

PC heroes. Use any villains you like,
especially the Wizard’s old cronies in
the Frightful Four: Sandman and the
Trapster. For their abilities, see MU3,
Gamer’s Handbook of the Marvel Uni-
verse,

The Wizard gives non-flying villains
anti-gravity disks that bestow Good air
speed. He has designed them 1o burn
out within three hours, by which time
the villains should be safely on the
ground.

The Wizard is demonstrating his
brilliance to these villains, who doubt
his vaunted intellect in the face of his
numerous defeais. Incensed at this
doubt, the egomaniacal Wizard plans
to kidnap every chess player in Cen-
tral Park, shanghai them to his man-
sion on Long Island, and there play all
of them in a simultaneous tourna-
ment. By defeating all the players (the
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+30..

Wizard reasons), he will demonstrate
his mental superiority. This is the way
such villains think.

There are twice as many chess
ptayers in Central Park’s Chess and
Checkers House as there are villains
1o kidnap them. The villains swoop in,
plant anti-gravity disks on all their vic-
tims, and carry them aloft.

Then the PCs appear. in response,
the Wizard sends his villain hench-
men off in different directions, toward
major Central Park landmarks, and
throws his own captives straight up,
hoping to divide the heroes, Then,
over confident as usual, he threatens
the PCs.

“l intend no harm to these imbe-
ciles,” he says. “But my business is
my own. Foliow at your peril”’ He arro-
gantly refuses to give his motives.

The cther villains use their victims
as hostages or throw them aside to
delay pursuers. Heroes shouldn’t try
to target a villain who carries a hos-
tage. If they try, attacks are -2 CS.
Missed attacks hit a hostage instead.

Of course, no hero worth the name
will let the villains get away. PCs can
steal the hostages, or make the vil-
fains set down their hostages and bat-
tie. '

Showcase as many park landmarks
as possible. If any of the Wizard’s
henchmen have shape-shifting
powers, try to change a PC into a frog
or rat. Then you can send the PC into
the miidst of the frog-rat war in the
park.

Chess players

F A 8 E R | P
Pr Pr Ty Pr Gd Gd Ty
Health: 18 Karma: 26

Resources: Typical(6) Popularity: 0
Appearance: All the players are
crusty old guys in cheap suits.
Talents: Chess (Good to Excellent
ability).

Typical Dialogue: “Morphy defense,
huh? Thought youw’d catch me with
that?”



The Wizard
Real name unrevealed

Here is an abbreviated list of the
Wizard’s abilities. For more informa-
tfion, consult MA4, The Fantastic Four
Compendium, or MU4, Gamer's Hand-
book of the Marve! Universe. :

F A S E R | P
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Health: 40 Karma: 52

Resources: Ex{(20)
KNOWN POWERS:
Hyper-Invention. Amazing inventive-
ness in applied physics, sub-atomic
particles, and other dimensions. Can
create gadgets on short notice with
proper materials.
Anti-Gravity Disks. Good Gravity Ma-
nipulation; can carry 400 pounds at
Typical air speed. Monstrous bonding
to target. Remote-controlled by Wiz-
ard.
Power Gloves. Control gravity disks;
also have following powers:

Electricity. Incredible damage, Poor
range.

Force Field. Remarkable rank.

Hyper-Strength. Excellent Strength.

Body Armor. Good against physical
attacks.

Flight. Good air speed (140 mph).

Mind Control. Excellent ability.

Popularity: —10

AFTERMATH: If the PCs discern the
Wizard's motive, either through mind-
reading or from the other villains, they
can challenge the Wizard to hold his
tournament right there in the park. I§
this happens, make Reason FEAT
rolls for the Wizard, the chess players,
and any PCs who get involved.

If the Wizard loses any game, he
goes berserk and attacks the winners.
But by then an NYPD SWAT team ison
hand, and the villain henchmen give
up on the Wizard. So the battle should
be short.

KARMA: :
Attacking a villain who has a
hostage: -10.
Destroying Park property (statues,
the Mall, et cetera): -10.
Rescuing all the hostages:  +20.

THE DAILY BUGLE
SUMMARY: The Bugie ran an expose
article on a fake occultist, painting him
as a harmless and amusing crank. In
revenge, the occultist, a true magi-
cian, subjects the city offices to a mys-
tic assault.

Note: This mini-scenario can be run
by itself or lead into the next one,
“Doctor Strange's Sanctum,” and to
“The Statue of Liberty” mini-scenario
that starts this chapter.

SET-UP: The heroes are in the Bugle’s
17th-floor City Room. They could be
working there in secret |D, checking
out a lead for ancther scenario, or giv-
ing an interview in their hero identi-
ties. The room is crowded and hums
with activity. Use the map on the in-
side of this book’s cover,

Nearby, reporter Ben Urich is trying

“to get rid of a short, nerdy man who

sounds angry. “I'm not a crank!” says
the man. “The power of the multiverse
flows through me!” This provokes
laughter and wisecracks.

The heroes get an explanation from
another staffer. Urich wrote a light
piece about the man, Lester Danton, a
grocery store bag-boy who thinks he
can cast magic spells. Urich’s piece
was hilarious. Danton hated it.

Angered, Danton says, “‘Fools! Wit-
ness the might granted me by the
magnificent Mephistol” He gestures,
a force shield appears around him,
and in the City Room the desks and
furniture come to life!

ADVENTURE: Use Baron Mordo’s
abilities for Danton. The animated fur-
niture {desks, file cabinets, phones,
darkroom equipment) moves one area
per turn and inflicts its material
strength rank in damage. There are
three pieces of furniture for each PC.
Danton sends most of it against Urich
and the rest at other workers. But as
soon as a hero attacks, Danton loses
interest in Urich and sends all the fur-
niture against the PC heroes.

This furniture probably presents lit-
tle threat to the heroas. Conversely,
they shouldn’t be able to hurt Danton
through his Amazing shield. Stale-
mate.

if Danton’s furniture can’t hurt the
heroes, he becomes frustrated. He
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flies downstairs, just slow enough for
the heroes to pursue. {The furniture
goes back to normal.) In the sub-
basement, Danton gestures again,
and this time the printing presses
come to life!

The mobile presses have the follow-
ing abilities:

F A S E R | P

in Ty Am Mn Fe Fe Fe
Health: 171 Karma: 6
Resources: None Popularity: 0

Presses move 2 areas per round.
Danton animates one press for each
two PCs, or one per PC if your heroes
are very powerful. The pressmen
panic, and the heroes should spend
one or two turns rescuing innocents
before the fight begins in earnest.

If the PCs are stopping the presses,
s¢ to speak, Danton sends them
bursting through the walls and onto
3¢th Street. He threatens pedestrians
right and left and stampedes toward
automobiles, making the heross res-
cue peopie instead of attacking. Dan-
ton rides them two blocks up and two
over, to the United Nations. If he gets
that far, use the UN map in this set for
a climactic battle in front of the Gen-
eral Assembly Building.

AFTERMATH: If you want to link this
scenarioc with ‘“‘Doctor Strange’s
Sanctum” and “The Statue of Lib-
erty,” Danton should get away to make
trouble in those places. Otherwise, if
the PCs defeat Danton, Mephisto ap-
pears to claim him; see “The Statue of
Liberty” for 'details. Of course, all of
this gets maximum coverage in that
evening’s Bugle.

If Danton defeats the heroes, he
cackles and says, “Now let them
make fun of me!”’ He flies off through a
window, announcing his next power-
play for alt to hear. When they recover,
the PCs can go there to face him in a
rematch. But meanwhile, they will
look very bad in the Bugle’s front-page
coverage of the fight.

KARMA: Use standard award rules.



- DOCTOR STRANGE’S
SANCTUM

SUMMARY: Lester Danton (see pre-
vious scenario), at Mephisto’s orders,
is attacking Doctor Strange. Danton
uses his Necromancy magic to resur-
rect an army of Zuvembies—the
bodies of those who were hanged in
past centuries on the site of Washing-
ton Sguare Park!

Note: This mini-scenario can be run
by itself or follow the previous one,
“The Daily Bugle,” and lead into “The
Statue of Liberty” mini-scenario that
staris this chapter.

SET-UP: If the heroes are aware that
Doctor Strange is still alive, they may
be trying to visit him, perhaps to con-
sult about lL.ester Danton from the pre-
vious adventure. (Strange is away in
another dimension right now.) Or the
heroes may be touring the Village in
secret {Ds.

They see people flaeing Washing-
ton 8quare Park, shouting, “Zom-
biesg!” Investigating, they find Danton
gesturing in the park, as hundreds of
bone-white bodies crawl up out of the
ground. Make their descriptions as lu-
rid as you can stand. Use the zombie
abilities from Baron Mordo’s entry in
the Judge’s Book.

If you choose to play this adventure
an a playing field, use the Advanced
Set map. The zombies appear in Bu-
chanan Park, a rough equivalent to
Washington Square Park. On this
map, replace the tenements at 810
Hayes with Doctor Strange’s Sanc-
tum. This is the zombies’ goai.

ADVENTURE: The heroes learn from
Danton’s ranting, or by cbservation,
that the zombies are heading for the
Sanctum. Doctor Strange is away, but
the Sanctum’s defensive spelis still
hold; the zombies cannot enter its
area.

Stili, the monsters present a threat
that must be stopped. The heroes can
whomp all they want, yet Danton
keeps creating more.

Attacking Danton appears maore
- productive. But when the heroes try
this, the coward sends his zombies
against innocent bystanders, of whom
‘there are many in Greenwich Village.
Danton tries to divert the heroes to

rescue missions, and then into battle
with the zombies,

These zombies are not silent. They
murmur pathetically, speaking of their
old crimes: stealing cattle from the
Common; treason against colonial-
age Britain; even piracy. They protest
their innocence, even as they attack
the PCs. Play up this eerig, chilling
scene.

The key to the zombies’ defeat lies
inside the Sanctum. Perceptive he-
roes notice Wong, Doctor Strange’s
manservant, standing in the Sanc-
tum’s doorway, calling to the heroes. If
they manage to break away long
encugh to talk to him (a challenging
task), Wong mentions a device that
apparently can defeat the undead,

Wong says his master recently ob-
tained a brazier, a metal pan that
holds burning coals, from a Polyne-
sian animist-magician. Unless he
knows the PCs, Wong does not men-
tion Strange by nams, nor the recent
destruction of Strange’s talismans of
power. {Strange acquired the brazier
shortly thereafter) If the PCs, along
with the world at large, belisve Doctor

trange to be dead, Wong says this
brazier was one of the lale master’s
last purchases.

Unfertunately, Wong does not know
where Strange keeps the brazier To
find it, PCs must veniure into the
Sanctum. They travel winding hail-
ways that go on forever, stumble upon
huge rooms that seem larger than the
house itself, and become confused by
floor plans that seem to change when-
ever they’re not looking.

Finally, as Danton’s zombie legions
threaten to overwhelm the Village,
PCs find the brazier in a room much
like Strange’s study. Give PCs a
Psyche FEAT roll io determine if they
know how to use it. If they all faii,
Wong can give a few fumbling ciues,
but his help is uncertain at best.

The proper technique is to fill the
brazier with incense {stored with it),
then light it. The smoke draws the zom-
bies, despite Danton’s controi. Of
course, if the brazier is inside the Sanc-
tum, the zombies cannot reach it.

So, carrying the brazier, the herces
can lead the zombies back to the park,
where the undead return to their
graves. Or the PCs can make the zom-
bies march into the river, or otherwise
destroy them. '
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AFTERMATH: See “The Daily Bugle”
Aftermath section. Also, the heroes
canh gain Karma by leading a civic
campaign to exhume the bodies be-
neath Washington Square Park and
give them proper burial elsewhere.
When Strange returns to this di-
mension, he may well befriend the
PCs and admit them into his confi-

-dence.

KABMA: Use standard award rules.

THE EMPIRE STATE
BUILDING

SUMMARY: A lunatic has seized the
transmitters atop the Empire State
Building, trying to get rid of radio crea-
tures that are taking over his mind. He
has taken hostages.

SET-UP: The heroes are relaxing at
HQ or in secret 1Ds when many major
TV and radio stations suddenly go off
the air.

After a brief moment of static, inco-
herent raving fills the airwaves. “Stop
the voices!” the tortured voice says at
ocne point. “Kill everyone to stop
voices! Sent by radio! Get you alll”

The heroes may rush to the studios
of the affiicted stations. Since the stu-
dios are not located near their trans-
mitters, this wastes time and may
prove disastrous. Far better to call the
stations, find out the situation, and
rush to the Empire State Building.
Calling the stations may prove diffi-
cult, however, since the phone lines
will be jammed once the raving starts.

ADVENTURE: Use the Empire State
Building map included in this set.

As the herces arrive, they see a
hostage dangling by 15-foot-long
wires from the broken windows of the
102nd Floor observatory. COthers are
scattered at random across the set-
backs outside the building (see the
map}). - :

There is one hostage per PC in the
hero group. Most hostages are Girl
Scouts—a troop of them had been
tewring the building. All are either pan-
icky or passed out cold. (if it is plausi-
ble, one hostage could be a friend or
dependent of one of the PCs.)

The hostages are tied with colored



electrical wires (Good strength). Cubi-
cal metal boxes are strapped 1o their
chests. Each box shows an LED time
display (three minutes and counting)
and a yellow-and-black label reading
“DANGER! EXPLOSIVES!”

This is true. The boxes are dyna-
mite bombs {Concentrated Explasive,
p. 46 of Player’s Book). When the time
runs out, they will explode. Cutting
any bomb’s wires, including the ones
binding its. hostage, detonates the
bomb. Disarming the bombs requires
an Excellent Intuition FEAT to deter-
mine which of six wires to puli. For
more about bombs, see *The Hoiland
Tunnel” scenario in this chapter.

Travel inside the building is straight-
forward, since the elevators still work.
For a longer scenario, have the lunatic
destroy the elevators, and increase
the time remaining on each hostage’s
time-bomb.

A dozen security guards and trans-
mitter engineers are tied up (but not
wired to expiode) on the 102nd floor. If
the heroes enter the observatory with-
out stealth or safety precautions, the
lunatic inside threatens his hostages
with a riot gun. He thinks hostages
and PCs alike are agents of radio
creatures from the planet Venus, who
are subverling humanity toward
senseless violence,

The lunatic, one Theo Danziger, isa
short, overweight man in his laie 40s.
For Danziger’s abilities and equip-
ment, use the listing for a SWAT Oper-
ative in Chapter 4 of the Campaign
Sourcebook. In addition, he has wired
himself with High Explosive. A “dead-
man’s switch” will hit the floor and det-
onate the bomb if he falls
unconscious, unless a hero makes an
Excellent Agility FEAT to catch the
switch before it strikes something.

Danziger is waiting for more than
half the PCs to appear; then he in-
tends to set off the expiosives, taking
as many Venus-radio agents with him
as possible.

If the heroes capture Danziger and
resolve the situation too easily, con-
sider planting another, much larger
bomb, outside the transmitter tower
above the observatory. PCs can learn
about it from the hostages. This bomb
will explode three turns after the he-
roes discover it, unless they can de-
fuse it with a Remarkable Iniuition
FEAT.

AFTERMATH: By sticking around o
repair damaged antennas, PCs may
develop contacts in the communica-
tions business or (Judge’s discretion)
increase their Popularity with iocal
viewing audiences.

it develops that the lunatic is a
former employee of the New York
Police Department’s bomb sguad.
The heroes may even have met him
in other bomb-defusing scenarios,
such as “The Holtand Tunne!” in this
chapter.

Two years ago Danziger was slightly
injured in a bomb explosion. Unknown
to anyone at the time, the explosion
drove a smail bone splinter into his
brain. Since then he has been hearing
voices. Luckily, these are only halluci-
nations . . . unless you want to run a
real invasion by radio creatures of Ve-
nus!

PCs with medical Talents or sensory
powers can diagnose Danziger’s aii-
ment with a successful Intuition or
Reason FEAT. With treatment, he will
recover fully, be grateful to the herces,
and may become a valuable NPC re-
source for them in future adventures.
{He has Remarkable knowledge of ex-
plosives and detonators.)

KARMA;

Wasting time before getling to the
Empire State Building: —5 {no loss of
tife) to — 20 (lunatic shoots hostage}.

Curing Danziger: +20.

EMPIRE STATE
UNIVERSITY

SUMMARY: A brilliant but crazy
chemical engineering student has
synthesized a dangerous new ‘“de-
signer drug.” He is spraying it across
the ESU campus in aerosol form. The
drug triggers Dr. Curt Connors’ irans-
formation into the Lizard.

Note: This scenario can be run
alone or can lead into the next one,
“The Financiai District.”

SET-UP: This adventure takes place
in early evening or on a weekend, as
ESU’s campus revival theater shows a
1959 horror mavie, The Alligafor Peo-
ple. The weather is beautiful, the air
unusually sweet and clear.

As the film ends, the heroes are
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leaving the theater, having attended in
their secret 1Ds, or they are nearby, on
a patrol. Other film-goers pass the
ticket-taker, a student dressed in a
silly alligator suit. They cry out as if
frightened.

The heroes assume that the stu-
dents are just fooling around. But as
they pass the alligator, it grows, twists,
deforms into monstrous shape, and
attacks!

ADVENTURE:

Don’t tell the players, but this is the
effect of the new drug being sprayed
over campus. The alligator ticket-
taker has not moved: the PCs have
unknowingly fallen under the drug’s
influence, which causes this halluci-
nation.

Players who pick up on the “sweat-
ness” of the air get an Intuition FEAT
rell to realize it smells too sweet, al-
most medicinal. Also, nonhuman or
non-organic PCs, such as androids,
and PCs who do not breathe are not
affected.

The hallucinatory alligator moves o
attack innocent bystanders. It has abiti-
ties +1 CS above the highest anility
ranks of the hero group. For example, if
the PCs’ best fighter has Amazing
Fighting ability, the alligator-vision has
Monstrous ability, and so on.

fts Health and Karma scores are ir-
relevant, since the Judge determines
everything that happens to it accord-
ing to the story. lf the PCs do some-
thing clever, it works and the monster
is “defeated.” If they just blast away at
it, their blasts inflict major damage on
the surrounding buildings of ESU, and
when the PCs recover from the drug,
they’ll have some explaining to do.

The drug reduces higher mental
functions, giving dominance to the
oidest, least evolved part of the hu-
man brain. This “lizard brain” con-
trols unconscious actions, such as
breathing, as well as primitive emo-
tions: love, anger, fear.

The drug may also affect the he-
roes’ powers in unpredictable ways.
Physical powers are increased +1 or
+2 C8, and become uncontrollable
except with a yellow or red FEAT. Men-
tal powers are reduced -1 CS or
more, and perhaps even vanish alto-
gether. Also, PCs gradually feel ten-
dencies toward berserk rage; pass
notes to individual players and tell



them to role-play this effect.

One profoundly affected victim is
Dr. Curt Connors, whose “lizard
brain” activates the serum in his body
and turns him into the Lizard.

if you are running this scenario in-
dependently of the next one, the Liz-
ard crashes through the wall of the
Science Building, where Dr. Connors
was working late,” and attacks the
PCs. But he has help: The drug makes
ESU students into primitives. Since
they are thinking like lizards, the Liz-
ard can control them!

There are enough students to make
life hard for the PCs during the battie.
The heroes can’t attack the students,
who are innocent, and they can’t nec-
assarily trust their own senses—
although you should not overplay this
point, or the players wili have no clear
options. :

If you link this scenario to the next
ong, the heroes see no sign of the Liz-
ard. But they discover the wreckage of
his office, and they see the destructive
aftermath of his passage across cam-
pus. The trail leads to the sewers,
then vanishes.

By now the hallucinations are let-
ting up, and the heroes realize that
they and the entire ESU student body
have been drugged. How to locats the
drug and the responsible felon?

The drug, it turns out, extends
across a radius of diminishing effect.
PCs can trace the origin of the drug’s
dispersal by zeroing in across campus
through areas of increasing dosages.
As the PCs “get warmer,” the victims
are still hallucinating and acting sav-
agely, more so the closer PCs ap-
proach to the source.

The source is the top row of the
bleachers beyond the track, at the ex-
treme far end of the campus. Here the
drug’s creator, biochemistry grad stu-
dent Tony Kendall, opened a cannister
of the drug. Winds vaporized the thick
liquid and carried the mist across
campus.

Kendall is a tall, strapping youth

with shaggy blond hair and thick

glasses. As the PCs reach him, he is
dying of an overdose. His mind clears
at the end, and he survives long
enough to explain that he just wanied
o give everyone the “wow” that he
felt when he first used the drug.

He carries a thick notebook contain-
ing detailed instructions on how to

synthesize the drug. The heroes prab-
ably decide to destroy it; if not, the
Maggia or the Kingpin will soon try to
obtain the recipe for this new com-

‘modity.

If you link this scenario to the next
one, Kendall is also dying because of
the Lizard's attack on him. (A sewer
manhole opening is nearby.}) Kendall
had another, larger cannister of the
drug—"enough to cover the city,’
says Kendall—but the Lizard stole it.

AFTERMATH: PCs with healing
powers or high-tech resources can
rescue Kendall, who will undoubtedly
face life in prison or confinement in a
mental hospital. '

If you run this scenaric indepen-
dently, you can have Dr. Connors re-
cover when the drug wears off, or
continue the adventure as PCs try to
concoct an antidote to turn him back
to his human form.

Though the hallucinations soon
pass, the drug’s effect on the heroes’
powers can last into the next adven-
ture. This creates tension for the he-
roes in otherwise routine situations:
How will their powers react this time?

After the crisis passes, government
agenis contact the heroes and ask
them to make an anti-drug public serv-
ice message.

KARMA:

Realizing that the “alligator” is a
haliucination before causing major
damage: +10.

Discovering the drug’s source:

: +10.

THE FINANCIAL
DISTRICT

SUMMARY: The Lizard has taken to

the sewers, and now midtown Man-
hattan is up to its ears in alligators.

Note: This scenario can be run
alone or can follow the previous one,
“Empire State University.”

- SET-UP: If you run this scenario inde-

pendently, Dr. Curt Connors has
turned into the Lizard again and has
stolen an experimental drug from Em-
pire State University. The drug’s ef-
fects are described in the previous
scenario.
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If you link this adventure to the pre-
vious one, the PCs are seeking the
stolen drug cannister after witnessing
its effects close-up at ESU, They must
destroy the drug before the Lizard can
turn all of Manhattan into his slaves.

Either way, the scenario begins as
midtown Manhattan falls prey to a
huge traffic jam. The Lizard, manipu-

- lating -the traffic signal system, has

turned all lights green! After multipie
auto collisions and total gridlock para-
lyze the area, manhole covers fly off of
storm drains. Out crawl dozens of alli-
gators!

ADVENTURE: If youwish, use the two
maps of midtown Manhattan included
in this set. The alligators appear at
street intersections of your choice,
three alligators per PC, and one inter-
section for each two PCs. The heroes
must fight the gators and rescue inno-
cents,

This free-for-all lets players blow off
steam. Play up the setting, the high
concrete canyons, and scared New
Yorkers.

When one group of PCs finishes
with its complement of alligators, an-
other group of gators appears at the
next intersection! After a while, when
the players get tired of beating up on
ailigators, it becomes clear that the
Lizard is toying with them. The only
way the heroes can stop the alligator
onslaught is to trace it to its source:
the Lizard, down in the sewers.

Ideally the heroes’ powers have
been changed and no longer work
predictably. The drug in the previous
scenario, “Empire State University,”
can do this; or, if you run this scenario
by itself, the heroes may be sick, sub-
jected to high radiation, or are some-
how mutating.

By changing their powers, or even
removing them, you make the PCs
much more apprehensive about a trip
into the sewers. This intensifies the
mood of suspense and horror a sewer
adventure should evoke.

in the sewers, the PCs can meet the
characters listed in “Underground
Manhattan,” such as the Mole People
and “The King.” By conversing with or
battling these NPCs, the heroes gain
clues to the Lizard’s whereabouts.
Such encounters should be tense, at-
mospheric, and hazardous, physically
or emotionally.



And where is the Lizard? In a bro-
ken junction of storm drains just
above the East River. (If you wish,
place his underground domain be-
neath the United Nations, and use the
UN map as a climactic battleground.)

Here in the warmth, steam, and
stench of a large concrete grotto,
amid a mass of rotting garbage, alliga-
tors nest. The Lizard dwells here, con-
templating the drug cannister and the
extermination of all humankind.

When the PCs enter, huge herds of
gators arise at the Lizard’s command
and attack them. But battling the ga-
tors is no solution; the players must
reach the Lizard and defeat him be-
fore he can release the contents of the
drug cannister.

The cannister is of Good plastic and
looks like a white Thermos jug. If punc-
tured, the drug begins to vaporize in
one turn and affects PCs within one
area. It spreads at one area per tumn.

Because of the extremely heavy
dosage, afflicted characters lose one
Endurance rank per turn until they can
get to fresh air, and they do not re-
cover the Endurance until the drug
wears off, hours later. Heat destroys
the drug, and intense cold freezes it.
Heroes may come up with other ways
o destroy the drug.

AFTERMATH: In the Garment Dis-
trict, the alligator handbag makes a
temporary comeback. For a few
heady days, half the pushcart food
stands in New York offer alligator
burgers. (Alligators are now bred for
food in Fiorida. Truel)

After all this, the heroes’ powers, if
they were affected, return to normal.
Such effects should seldom last for
more than one adventure, or players be-
come frustrated and don’t act heroic.

KARMA:
Unnecessary slaughter of
afligators: —-20.
Recovering or destroying the
drug: +20.

FOUR FREEDOMS
PLAZA

SUMMARY: Reed Richards of the
Fantastic Four is developing an im-

proved version of his patented “unsta-

ble molecules,” the compounds that
make up the FF’s uniforms and many
other materials.

Unfortunately, while the FF is away
on a mission, ane of the vais of unsta-
ble molecules becomes contaminated
and “goes superfluid,” turning into a
huge rubberoid shape with animali-like
behavior.

SET-UP: Downtown Manhattan on a
bustling afternoon. The PCs are pa-
trolling, traveling from Point A to Point
B, or just dining at a downtown restau-
rant. Then comes a crash and honk-
ing of horns from the vicinity of Four
Freedoms Plaza.

The heroes arrive in time to see a
hulking pink mass ooze down the side
of the skyscraper, inflate, and take to
the air. It floats lazily down the street,
probing every which way with jellyfish-
like tendrils. People stare uncertainly.

Use the maps of midtown Manhat-
tan included in this set. The rubberoid
thing begins at Four Freedoms Plaza
and heads west toward Radio City Mu-
sic Hall.

For extra laughs, set this comic sce-
nario during the Thanksgiving Day
Parade. Crowds treat the huge “moie-
cule creature” as just another bal-
loon, and the battle with it as a parade
stunt. The parade, many blocks long,
heads south on Fifth Avenue while the
battle rages.

ADVENTURE: The molecule creature
has the following abilities:

F A 8 E R | P
Fe Pr Mn Un — — —
Health: 181 Karma: 0

Resources: None Popularity: 0
Appearance: Stretchy,  putty-like.
Changes color frequently.

Abilities: The creature can float like a
blimp, with Feeble air speed. Edged
attacks cause it to deflate and ooze
over the area below for one turn, until
it can reform itself and reinflate.

The creature has Excellent body ar-
mor versus energy attacks and blunt
physical attacks. However, it has no ar-
mor versus cold attacks. Edged physi-
cal attacks divide the creature into two
parts, each —2 CS in all abilities.

The molecule creaturs seeks and
detects electricity with Excellent abil-
ity. Alert players may deduce this from
its targets: first auto batteries, then
street lights and neon signs, and fi-
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nally power generators in the base-
ments of skyscrapers. If a PC breaks
street pavement, the creature zerpes
in on the power lines bensath.

Every round thai the creaiure ab-
sorbs electricity, its abilities increase
+1 C8 (maximum 8Shift-Z). Smalil
power sources fast only a turn, but
larger ones can last two to four turns.
Electrical attacks by heroes count as
one turn.

After three turns of absorption, the
creature splits in two like an amoeba.
Each duplicate has the original abili-
ties listed above. They move in differ-
ent directions, seeking more
slectricity. Ultimately, they converge
on Radio City Music Hall, drawn by its
bright marquee and lights, or on an-
other intense power source—perhaps
the generators in Four Freedoms
Plaza.

There, if given five turns to absorb
electricity, it bursts into a cloud of tiny
molecule creatures that fioat across
the city. These create awful problems
with the city power supply, and the he
roes have failed. :

One way to defeat the creature is to
freeze it. In order of effectiveness, the
heroes can lure it to the ice-skating
rink at Rockefeller Plaza, where it
gradually grows dormant (-1 CS En-
durance per turn).

QOr, they can find dry ice somewhere
off the map . . . especially at the water-
front, where it is used as packing mate-
rial. A pound of dry ice inflicts Excellent
damage, +1 CS per 10 pounds.

QOr, the best device to defeat the
creature is liquid nitrogen or other lig-
uefied gas. The only source for this on
the map is (naturally) Four Freedoms
Plaza. Reed Richards uses such
equipment routinely in his laborato-
ries.

Liquid nitrogen freezes the creature
instantly, leaving it harmless. If it is
floating above the parade, it remains
aloft, one balloon among many.

AFTERMATH: Reed Richards re-
turns, sees the damage, thanks the
herces, and deduces the reason the
creature formed: Ben Grimm acciden-
tally dropped a candy bar in a vat of
unstable molecules. This eventually
triggered the “unusual chemical reac-
tion” as Richards puts it.

The FF will probably be tied up in iit-
igation for a long time. If the heroes




stopped the creature without undue
damage to the city, Richards gladly re-
wards the team with an advanced
piece of high-tech equipment {Judge’s
choice, with players’ advice—freely
given, no doubt).

Incidentally, once Richards irons
out the bugs in the recipe, this new
type of unstable molecule proves a
great success in the marketplace.

KARMA:
Stopping the creature without major
damage to the city: +20.
Stopping it without onlookers realiz-
ing there’s a fight: +30.

MARVEL COMICS

SUMMARY: Marvel wants to publish a
comic about one or more of the player
characters. The negotiations take a
nasty turn when cne of the PCs’ cld
enemies shows up for a grudge
match.

SET-UP: Run this adventure after the
heroes have esiablished themselves,
and after some high-profile encounter
with a powerful villain who got away.

The publicity from the adventure
brings a call from Marvel. A vice-
president asks the heroes to visit the
office and talk over a comic. If the he-
roes sound interested, the executive
is flexible about a meeting time,

ADVENTURE: At the Marvel offices, a
receptionist cordially welcomes the
heroes. Staffers, though polite, ap-
pear unimpressed by the heroes; after
all, these folks already know the most
famous NPC heroes in the Marvel Uni-
verse, -

Play the meeting for light amuse-
ment. The executive and several well-
known writers and artists make
discreet inquiries intc the PCs’ secret
identities, weaknesses, lovers and rel-
atives, and other sensitive topics. No
doubt the PCs rebuff these questions;
staffers nod understandingly.

Finally the executive determines
that Marve! is indeed interested in do-
ing a comic about the PCs. But as the
conversation turns to money, the vil-
fain who got away from the previous
adventure dramatically bursts inl The
battle is on.

How did the villain learn of the meet-

ing? That is up to you. Perhaps crimi-
nal informants keep a phone tap on
the Marvel offices, since these people
sometimes talk with famous crime-
fighters, and gain valuable data about
heroes’ abilities and equipment. The
villain might have a henchman shad-
owing the PCs. Or maybe the villain

works for Marvel in a secret identity.

{No one would suspect it, right?)

AFTERMATH: If the heroes defeat the
villain with style, minimizing property
damage and protecting innocent staff-
ers, Marvel definitely goes ahead with
the PCs’ title. Maybe even in Prestige
format!

But if the heroes fumbled a lot, de-
stroyed property, used brutal or non-
heroic tactics—or if they lost, perish
the thought—the comic project is off.

KARMA:
Concluding deal successfully; +10,
Getting Prestige format: +10.
Conversing knowiedgeably with
writers and artists about their work:
+10 (but see next item).
Insulting writers, artists, or
executives: -10.
Destroying Marvel Comics: —ALL.

THE METROPOLITAN
MUSEUM OF ART

SUMMARY: The heroes must stop the
Red Ghost and his apes as they steal
a valuable van Gogh painting from the
Met. The trick is to avoid property
damage.

SET-UP: Central Park near midnight.
A hero trolling for muggers or an NPC
informant spies a huge simian shape
outside the Met. This is Mikhio, the
Red Ghost’s super-strong gorilla. As
soon as the heroes investigate, all
three of the Red Ghost’s super-apes
aftack! (See Judge’s Book, p. 51.)
The battle with the apes should not
take long or have great consequences.
Igor, the shape-changing baboon, saon
turns into a large bird and flies toward
the Met’s second floor. _
. Outside a window of the European
Gallery, Igor resumes his true shape
and raps a warning on the window.
This should indicate to the heroes that
the ape’s master is inside,
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ADVENTURE: The Red Ghost has no
interest in art, except for its monetary
value. He just accepted a contract
from a wealthy, unscrupulous Euro-
pean collector {0 “procure’ a canvas
by Vincent van Gogh.

The Ghost holds little interest in
vandalism of artwork, either. However,
he does have an interest in making
the PCs look foalish. To that end, he
takes his solid form just often enough
to keep the heroes busily attacking
him. Before the blow lands, however,
the Ghost turns intangible and lets it
pass through him harmiessiy, proba-
bly to hit something priceless. (The
Red Ghost can still appear solid aven
when intangible.)

Another of the Ghost’s tactics:
When on the museum’s upper floor,
he desolidifies the floor beneath a
hero who can't fly, causing the hero to
plummet and crash into something
below. Remember, any damage at all
to an objet d’art, however slight, is
akin to destroying it.

In any case, the discovery of the
theft means the Ghost gives up the
jeb. After luring the heroes to commit
mayhem, he leaves the van Gogh and
departs when he hears police sirens
(that is, at some suitable stopping
point).

AFTERMATH: It develops that the
Ghost had knocked out ali the muse-
um’s security guards and broken the
monitor cameras. However, one guard
woke up in time to witness the battle,
from a safe distance.

The herces may have a iot of ex-
plaining to do. If there was no damage
to artifacts, police thank the heroes
and let them go. Otherwise, the wit-
ness will tell, truthfully, who inflicted
what damage to the artworks. If the
heroes did most of the damage, their
Popularity drops by 10, for the public
reaction is strongly negative.

KARMA:
Damaging art: =5
Damaging more art than the Ghost
did: -10.

Avoiding any damage: +10.



SHIELD
HEADQUARTERS

SUMMARY: As both Captain America
and Nick Fury have had to, the heroes
must face Machinesmith’s reani-
mated SHIELD Central and recover a
forgotten high-tech item.

SET-UP: Nick Fury and his SHIELD
team have been hospitalized after
their last attempt to close down a ma-
jor SHIELD headquarters overseas,
They succeeded, though, and in the
process learned that SHIELD Central
stil holds one last secrei: an
advanced experimental replica of the
SHIELD Power Core!

Fury never knew of this project
while he ran SHIELD. Now that he
does, he’s made recovering and dis-
posing of the Core his top priority: “If
anything goes wrong with that Core,
most of midtown Manhattan goes up
in radioactive smoke, blast it!”

Too seriously injured to recover the
Core himself, Fury has tried contact-
ing the Avengers and the FF; the
player characters are his last hope.
Fury details the building’s special fea-
tures, gives necessary passwords and
safeguards, and describes the loca-
tion of the duplicate Power Core. And
he warns about Machinesmith’s occu-
pation of the HQ.

What's worse, the PCs must wear
special ABC (Atomic-Biological-
Chemical) protective suits when han-
dling the Core.The bright yellow ABC
suit gives —1 CS to Fighting and Agil-
ity, but makes the wearer immune to
radiation and biological or chemical
attacks. PCs need not don the suits
until they are actually in the presence
of the Power Core.

ADYENTURE: The building appears
deserted. No lights, no movement, no
attacks. But encourage player para-
noia by mentioning strange sounds in
the distance and the pitch darkness to
be found in the lower levels.

The lift-tubes work. So do the force
fields that catch failing objects in the
lower levels. All function normally—
while the PCs head downward. This
means Machinesmith is running
things, right? Play up suspense as the
players debate this. But nothing unto-
ward happens on the way down to the

Power Caore.

The Core is in a lead-shielded room
on sub-level 728, at the end of a three-
area-fong corridor protected by three
blaster batteries spaced one area
apart. PCs who succeed in a Mon-
strous Intuition FEAT spot the blast-
ers. The weapons do not fire (yet), and
can be disabled.

The room is lined with complex

equipment, like a nuclear reactor con-
trol center. in the center of the room,
inside a Plexiglas cylinder eight feet
across and six high (Excellent
strength), sits the experimental Power
Core.

The Power Core is as big as a 55-
gallon oil drum, weighs 300 pounds,
and burns with biinding (Moenstrous)
intensity. The ABC suits have vision
fitters that protect against this, but un-
protected victims cannot see for 1-10
turns, and are —3 CS on all FEATs.

The PCs can shatter the cylinder or,
more prudently, look for a conirol to

open it. With a Good Reason FEAT, .

they find the button that raises the cyi-
inder into the ceiling. Then they can
just reach in and take the Core. (Ex-
pect them to try plenty of paranoid se-
curity measures. These all work.)

As the PCs enter the corridor, the
blasters (if they weren’t disabled) at-
tack. Machinesmith wants that Corei

The blasters are made of Good ma-
terial, inflict Incredible damage, and
are concealed (—1 CS io ranged at-
tacks).

From here on up to the surface, Ma-
chinesmith lets fly with every weapon
available. (He was only waiting for the
heroes to get as deep as they would
go.) Cargo robots, blasters, even Life
Model Decoys (replicas of deceased
SHIELD agents) all attack, one after
another. They never gang up in over-
whelming numbers because Ma-
chinesmith can’t control that many at
once.

If the PCs think to break through a
wall or find an access panel (a Reason
FEAT), then damage electrical circuitry
(of Feeble strength), Machinesmith's
control is broken on that level, The Man-
droids and weapons fall lifeless.

PCs with computer or electronics
skills can override Machinesmith’s con-
trol and ride an emergency lift- tube to
the ground level. Otherwise, it's a long
climb upward. (Judging tip: Don’t play it
all out. When the PCs begin to get the
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upper hand, just dissoilve to the final
battle on the ground fioor)

Waiting at the exit are Machines-
mith’s last and most powerful forces:
reconstructed Mandroid suits. (See
the Mandroid abilities on page 50 of
the Judge’s Book.) Adjust the number
of suits to the heroes’ numbers and
condition; generally one Mandroid per
PC works all right. The Mandroids
concentrate their attacks on the PCs
who carry the Power Core.

Machinesmith
Here is an abbreviated listing of Ma-
chinesmith’s statistics. For more infor-

mation, consuit MU2, Gamer’s
Handbook of the Marvel Universe.

F A S E R | P
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Health: 90 Karma: 80
Resources: AM(30) Popularity; ~5

Appearance: None. Machingsmith
exists as an electronic personality.
Talents: Amazing reason in robotics
and defense systems.

KNOWN POWERS:

Computer Transmission. Can in-
stantly transfer personality and mem-
ory to any specially created cybernetic
device. Can control muitiple bodies at
the same time.

AFTERMATH: If they defeat or es-
cape the Mandroids, the PCs are
home free. Machinesmith’s robots
won’t follow them outside the build-
ing.

Fury has sent a special armorad
truck to carry the Core. The truck is
waiting outside SHIELD Central’s hid-
den entrance.

Do the PCs still have the Power
Core? If not, Fury chews them out and
sends in the Avengers as soon as they
return to Manhattan,

If the PCs got the Core, the truck
carries them all to storage facilities on
Avengers Island. By a convenient co-
incidence, the Avengers return in time
to dispose of the Core safely, probably
with Thor’s lightning.

(If the players are Avengers them-
selves, the truck carries the Core to
Four Freedoms Plaza, where Reed Ri-
chards returns in time to dump it into
the Negative Zone.)

KARMA:
Retrieving and disposing of the
Power Core: +30.



Shutting down a significant part of
SHIELD Central: +10.

THE UNITED NATIONS
SUMMARY: Machine Man applies to
the UN to be recognized by the world
as a sentient being. The robot Ultron
tries to sabotage this attempt.

Note: Try to introduce Machine Man
as a friend of the PCs in another
encounter before running this sce-
nario.

SET-UP: The sentient robot Machine
Man requests the PCs to testify in his
cause at the United Nations. By pre-
senting his case to the world, he says,
he prepares society to accept sentient
robots as thinking, feeling beings. The
PCs should find it ‘hard to refuse his
request.

The adventure begins as Machine
Man addresses the General Assem-
bly. In a moving speech, he speaks of
his emotions, such as his affection for
his creator, and of his love of exist-
ence. The delegates appear to re-
ceive him well.

Suddenly, however, Machine Man
sparks, hisses, and begins sgquawk-
ing, "Death! Destruction! Kill you a#il”
He extends his arms, seizes a couple
of delegates, and strides through a
walil :

For this scenario, use the United
Nations map included in this set.

ADVENTURE: For Machine Man’s
abilities, see the abbreviated listing
below.

Machine Man has been possessed
by Uitron-11 (see Judge’s Book, p.
53). The malevolent robot’s intellect
survived its most recent destruction
by a last-second transmission into a
nearby computer, and from there into
the global data network.

Monitoring diplomatic channels,
Ultron-11 learned of Machine Man’s
cause. The psychotic Ultron believes
Machine Man helped to destroy Ui-
tron’s robot mate, Jecasta. in re-

venge, Ultron now hopes to destroy -

Machine Man, or at least his chances
for acceptance by humanity.

The robot heads for the open lawn
west of the UN complex. There he
throws the diplomats at his feet and
tries 1o grab more innocent civilians. if
the PCs attack, Ultron/Machine Man

rips up the Statue of Peace (including
its 15-foot-high pedestal, weighing
about five tons) and throws it at them.
Ultron purposely fights badly, since he
wants the PCs to destroy Machine Man.

During battle with Machine Man/
Ultron, the PCs can realize what is go-
ing on by reading the robot’s thoughts;

by detecting a high-density transmis-

sion beam that targets Machine Man
{this is what allows Ultron to control
him}; or by deduction. Ultron doses a
poor imitation of Machine Man’s man-

~ her, and various clues may tip off PCs.

For instance, Ultron, impersonating
Machine Man, ‘‘takes blame” for Ma-
chine Man’s past offenses (as Ultron
views them). “l don’t deserve to live,
since | caused Jocasta's destruction!”

.he says, seemingly in an ecstacy of

self- humiliation. His speech patterns
are notably different as well.

If the PCs realize, before they de-
stroy him, that Machine Man is being
controlied, they can trace Ultron’s
control beam, or (if they lack this abii-
ity) alert PCs notice an unmarked van
illegally parked across the street from
the UN. Atop the van is a small satei-
lite dish.

From this van, packed full of
advanced cybernetic equipment, Ul-
tron’s computer intsllect guides Ma-
chine Man by remote control. By
destroying the van {(which is of Excel-
lent material strength), the PCs can
free Machine Man from Ultron’s con-
trol. If you want a longer adventure,
they can even confrent Ultron’s new
robot body. Machine Man gladly joins
in the battle!

Machine Man

“Aaron Stack,” insurance investigator
Here is an abbreviated listing of Ma-

chine Man’s abilities. For more infor-

mation, consult MU2, Gamer’s

Handbook of the Marvel Universe.

F A & E R I P
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Health: 170 Karma: 100

Resources: Typical{6) Popularity: 20

KNOWN POWERS:

Anti-Gravity Generators. Sitent hov-

ering or flight at Feeble speed.

Exiendable Limbs. Arms and legs

work at three areas range. —1 CS

Strength per area distance beyond

one area.

Environmental Independence. In-

vulnerable to poisons and vacuum;
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need not eat, drink, sleep, or breathe.
Heating/Cooling Systems. Hands
project heat or cold of Remarkable in-
tensity, radius three areas.

Electricity. Incredible damage, range
touch only. Endurance FEAT to avoid
passing out for 1-10 turns.

Pistol Hands. index fingers are .357 -
Magnums. Good damage, range one

- darea.

Power Source Dependency. -3 CS
Endurance per hour if kept in dark
over 40 hours. Shuts down when En-
durance reaches Feeble, Regains
consciousness and +1 CS Endur-
ance per turn when exposed to sun-
light.

AFTERMATH: Obviously, the UN del-
egates will become hostile to Machine
Man’s request. If the PCs do nothing,
the delegates reject his request. Bui
give the PCs a chance to make
speeches 1o the delegates. Judge the
soundness of their argumenis for Ma-
chine Man’s humanity, and the evi-
dence they present that Uitron
controlled him.

If the PCs’ arguments ring false or
weak, the delegates vote down Ma-
chine Man’s bid for recognition,

If the PCs argue weil and present
solid evidence of Ultron’s control, the
UN tables the matter “pending further
investigation.” This is the best result
the PCs can get, unless the Judge de-
cides to deviate from the established
Marvel Universe (where Machine
Man’s legal status remains undeter-
mined).

KARMA: '
Destroying Machine Man: —ALL.
Severely damaging him: —20.

Uncovering evidence of Ultron's

control: +10.
Arguing convincingly to UN dele-
gales: : +20.



CAMPAIGN SCENARIO: FUN CITY

“Fun Gity” is a full-length scenario
for a Judge and two to six player char-
acters (PCs). The adventure is de-
signed with no particular characters in
mind. It can fit into an existing cam-
paign, or you can use its optional
Campaign Kickoff to create a group of
new super heroes and start a cam-
paign. The playing time is highly varia-
ble, from a single play-session to an
extended saga lasting many sessions.

The adventure is designed to illus-
frate many of the precepts of good ad-
venture and campaign design
discussed in Chapters 8 and 9. At sev-
eral points, the text points out ways to
stage scenes, motivate characters, and
add atmosphere. Judges who want io
improve their scenarios can study these
sections for demonstrations of the ideas
outlined in the first half of this book.

dI g |

.

"WATER

§1 9 L
1 VL

LA
LI

oAt b 1y

T

1 L I

ABOUT THIS
ADVENTURE

The citizens of New York (some-
times nicknamed “Fun City”) begin
acting strangely—even for them. At
first, the PC heroes have their hands
full just controlling people’s weird
actions. Then several villains show up
at various spots around town, acting
as loony as everyone elsel

Eventually, after gathering and sift-
ing through many clues, the heroes lo-
cate the headquariers of the
mastermind behind the plot. After a
battle, the heroes must decide how to
return New York to normal.

The Goal
As is described above, the PCs
must discover the cause of this
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strange behavior (Solve Mystery), find
the antidote, and restore New York to
normal (Rescue, Thwart Nefarious
Plot). The first scene points the way
toward a scientist who may be able to
help the PCs identify the cause.

The Villain

Who is the villain, and how has he
brainwashed the city? Is it—

—the Maggia, using chemicals in
the water supply to create a city of
drug addicts?

—Doctor Doom, using high-tech
super-science to bring the city to its
knees?

—of Loki, god of mischief, using his
powerful magic to gain revenge on his .
half-brother, Thor?

Or is one of these three manipulat-
ing another? Can all three be respon-



sible? Is the cuiprit some mysterious
new villain?

“Fun City’ gives you a complete, al-
most ready-to-play story framework.
However, you pick its locations, set its
length and pace, and even choose its
master villain! In this way you tailor the
scenario to your PCs, and you also
keep players guessing even though
they may have illicitly read this adven-
ture.

The adventure is built with three
parallel “tracks,” one for each of three
possible master villains. Each track
also features different effects of the
villain’s plot, and a different way to re-
turn New York to normal.

You can create a fourth track using

your own villain. In this way, you cus-
tomize the scenario to reflect your
PCs’ goals and their “personal” vil-
lain. :
When the tracks differ within a sec-
tion, the text describes the individual
tracks by beginning each with the
name of its villain in beldface. For ex-
ample, here are the different motiva-
- tions and methods of each villain,
drawn from Chapter 8:

The Maggia: The Silvermane family
of this crime cartel wants Wealth. To
recoup narcotics business lost to the
Kingpin's crime operation, the mob
hopes to create an army of addicts for
whorn they would be the sole supplier
of their addictive substance, a new
drug, “Enchantment” So its method
is Vice-Peddling.

Doctor Doom: Doom, of course,
wants Power. He uses biomedical
technology to grind New York beneath
his heel, thereby showing that the
world shouid acknowledge him as its
master (Extortion).

Loki: The god of mischief has cre-
ated a fiendish new deathtrap for
Thor, his old enemy {Vengeance mo-
tive). lLoki uses magic to create the
disturbance in Manhatltan, hoping to
lure Thor into his trap (Manipulation).

Your own villain: For detailed lisis
of motives and methods, consuit
Chapter 8.

The Adventure Hook

As discussed in Chapter 8, a good
beginning draws the players into the
scenario and gets them emotionally
invelved in achieving its goal. The op-
tional Campaign Kickoff does this us-

ing the Grim Necassity idea outlined
in Chapter 8. The heroes must find the
antidote to the drug that gave them
their powers, or they will die horribly!

In an established campaign, use
the alternate adventure hook given
below in Section 1, “Traffic Jam.”
Here the PCs encounter New Yorkers’
weird behavior in dramatic fashion, as
a traffic jam turns into sheer weird-
ness.

The emotional hook here is a com-
bination of “Friend Imperiled” and
“Dying Delivery.” The lunatic who
caused the traffic jam is an old friend
of one of the PCs. The friend shows
mysterious abilities, but passes out or
dies just after giving a tantalizing clue.

MPCs

Most of the population of downtown
Manhattan figures in this adventure. A
tew prominent NPC roles used here:

villains {your choice};

henchmen (Maggia thugs, and a
few ambitious normals with temporary
powers);

a Friend with Dark Secret, who pro-
vides the adventure hook; :

Stoolies;

Authority Figures {police officers,
and the rector of St. Patrick’s Cathe-
dral in Campaign Kickoif);

and cameo appearances by Guest-

Star Heroes, who are busy solving

problems in the parts of New York that
the PCs don't get to.

Conditions and Dilemmas

In this adventure most of the“bad
guys” are innocent bystanders under
the influence of villainous mayhem.
Thus thé PC heroes can't just bash
them at will. Heroes must devise ways
to control the crazy Manhattanites
without seriously injuring them.

In the Campaign Kickoff, the heroes
also have a Deadline. They must find
the antidote to a drug that gave them
their powers. if they don’t find it within
a certain time limit, farewsli|.

Deathtrap

In the track using Loki, the god of
mischief is preparing an insidious trap
for Thor. When the PCs appear, Loki

places them in the deathtrap as a trial -

run while he searches for the Thunder
God. This is a form of the Demaolition
Zone deathtrap described in Chapter
8. Far more details, see Section 5.
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The Grand Finale

The scenario gives three different fi-
naies that vary according to the
choeice of master villain. Here are sum-
maries of the finales, typed according

“to the broad categories given in Chap-

ter 8.
The Maggia: Slugfest. The Maggia
maintains a drug lab beneath the

" Statue of Liberty. Thugs with hostages

lure the heroes to the Statue’s crown,
while the family leaders below try to
escape.

Doctor Doom : Prevenied Deed.
Doom’s lab is located beneath the city,
accessible by the routes discussed in
Chapter 8, “Underground Manhat-
tan.” The lab, run by a robot double, is
readying a dastardly scheme that the
PCs arrive in time to prevent—or do
they? '

Loki: Confrontation with Entity. Loki
appears in Central Park, where he
molds Manhattan’s population into a
living deathtrap for Thor.

Unless they are extremely powertul,
the heroes have little chance io defeat -
Loki. Instead, he probably throws
them into the deathtrap, where they
will be absorbed into the horribie
shapeless mass of humanity. How-

" ever, once absorbed, the heroes can

gain control of the entity and use its
power to defeat Lokil :
Your own villain : Extortion? Reve-

lation of Dark Secret? One of the fi-

nales described above? Many
possibilities are outlined in Chapter 8,

Materials Needed

For this adventure you will need the
Advanced Set, this campaign set (in-
cluding the four maps), and a selec-
tion of super viilains that you want io
send against your PCs. These can
come from the Advanced Set, from
other MARVEL SUPER HEROES™
game products, or design your own.

If you start with the Campaign Kick-
off, get together with your players be-
fore the game starts so they can
design their new heroes. Make sure
they are of approximately the same
power level,

One more thing: Read the whole ad-
venture before you try to run it. You'll
be glad you did!



CAMPAIGN KICKOFF

SUMMARY

This section outlines an optional
campaign premise. !t defines the
characters’ environment, goals, and
reasons for hanging together, and
even gives an origin for the heroes’
powers. This optional origin closely
resembles that of the vigilantes Cloak
and Dagger. The PCs begin as normal
human beings, orphans or derelicts
whom the Maggia kidnaps for drug ex-
perimentation.

Code-named “Enchantment,” the
drug brings out latent powers in the
PCs, as a similar drug did in Cloak and
Dagger. This can be because of latent
genetic mutations or chance, as the
Judge and players prefer.

THE CAMPAIGN TYPE

Here is a description of the “Fun
City” campaign’s four aspects, as out-
lined in Chapter 9 of this book:

Genre: Low-powered super hero-
ics. This is an Urban campaign, as de-
fined in Chapter 10, and is set in the
authentic New York, “accept no sub-
stitutes.”

Tone: Dark, realistic, an urban
nightmare, much like those of Dare-
devil or Cloak and Dagger.

Concept: An experimental Maggia
drug has given the PCs unusual
powers. But it has also stricken them
with side effects. The PCs band to-
gether to fight the Maggia and drug
dealers in general, hoping to spare in-
nocent people the terrible experiences
they themselves have undergone.

Rationale: In the short term, the
PCs must stick together to find the an-
tidote to their drug-induced illness. In
the long term, they draw emotional
support from one another, because
they have few contacts left in their nor-
mal worlds.

SET-UP

This premise works best with fairly
young, human characters who have
few or no social attachments—no
friends, relatives, or octher people who
worry about where they are.

Before the adventure proper be-

gins, you may want to start play by ex-
pioring the characters’ “normal”
lives, before they get their powers in
this kickoff. Have them describe
where they lived and what they did o
survive. Do some rcle-playing here, so
the players can get a sense of their
characters.

Each introductory section (if you run
them) ends as the character is kid-
napped by mysterious, brutal thugs.

Then the actual set-up for this kick-
off begins. It is near midnight. The
characters wake up togetherin a dark-
ened hall. No, not a hall—a church.

8t. Patrick’s Cathedral

This nec-Gothic cathedral, apened
in 1879, is the center of the Roman
Catholic archdiocese of New York.
The folder covering this book shows
the cathedral’s interior, and a top view
of the exterior appears on one of the
maps of midtown Manhattan included
in this set.

Unknown to the law-abiding staff,
the Silvermane family of the Maggia is
using the cathedral’s Crypt tonight as
a temporary repository for its experi-
mental subjects. Its thugs intend to kill
the drug victims as sooh as they docu-
meni the effects of Enchantment. A
henchman, impersonating a staff
member, has dismissed the cathedral
staff and now keeps waich o iurn
away intruders.

While the PCs slept, the Maggla
henchmen iniected them with En-
chantment. This produced fever, delir-
ium, and frembling. As the PCs
awaken, they are groggy from En-
chantment’s effects; if you wish, use
the Grogginess rule from ‘‘Death-
traps” in Chapter 8, or just have the
ptayers role-play this.

Waking Up

The PCs awaken, bound, on the
steps of the Sanctuary (see interior
map}. In yellow candlelight from the
high altar, they see the shadows of the
upper nave, and beyond it, shining
through the gloom, the beautiful
round Rose Window above the west-
ern entrance. The geometric patterns
of this huge stained-glass window
seem to the PCs to throb hypnotically.
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A thug in a tailored business suit
speaks into a walkie-talkie nearby. He
describes the PCs’ symptoms and be-
havior, clinically, with no compassion in
his voice. If any of the PCs have mu-
tated into bestial or monstrous forms,
the thug may sound a bit rattled; other-
wise, he’s unmoved by their suffering.

The awakening PCs hear a deep,
accented voice from the walkie- talkie.
“Very well, they are reacting like the
last batch. Watch to see it they come
out of it well enough, then dispose of
them as usual”

Meanwhile, the cathedral rector has
discovered the Maggia thugs. Entering
the nave, he shouts, “What's going on
here? Who are you? Leave at oncel”
The thugs draw their revolvers.

At this point, the PCs wrench their
attention away from the Rose Win-
dow’s hypnotic patterns. They dis-
cover their new powers.

ADVENTURE

if you wish, the adventure can start
before this set-up. The setting is not
the cathedral, but the minds of the
player characters. Under the drug'’s
influence, each falls prey to hallucino-
genic nightmares of attacks, pursuit,
and horrific alterations of his or her
own body.

In these visions, the PC victims may
spontaneously manifest imaginary
versions of the super powers they will
really end up with. As they defeat the
pharntoms of their nightmares, they
awaken.

This eptional beginning works best
for Judges who zan handle aimo-
spheric description and staging.

The Fight

The newhorn heroes are tied with
ordinary ropes {Good strength).
Those who metamorphased into non-
human shape are tied especially
strongly (Excellent strength). More
than likely, these ropes prove no cb-
stacle to the heroes. If the ropes would
be too strong, reduce their strength to
let the heroes break free.

Use the Maggia thug stats given in
Chapter 4 of the Campaign Source-
book. There are two thugs for each PC.



If these fall before every PC has had a
chance to show off his or her new
powers, have more Maggiosi storm in
from the street as reinforcements.

If a PC has spiffy new movement
powers, exercise them. Several thugs
flee the cathedral to a waiting armored
limousine outside. Plan a chase
across midtown Manhattan on the
maps in this set. (For the limo’s statis-
tics, see “Security Limo” on p. 48 of
the Player’s Book and Chapter 5 of the
Campaign Sourcebook.)

The Rector

In the Marvel Universe, St. Patrick’s
spiritual and managerial head is Father
Henry Truelock. As the Maggia thugs
threaten him, he stares them down and
tries to reason with them. Unless the he-
roes interfere, the thugs shoot Father
Henry for his trouble. He falls uncon-
scious. However, if you want to keep
him around, his wound is superficial.

Father Henry Truelock

Rector, St. Patrick’s Cathedral
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One does not rise to this lofty posi-
tion without great amounts of talent,
savvy, integrity, and connections. Fa-
ther Henry has them all, as well as
scrupulous devotion to his fzith and
his flock.

Father Henry answers to the arch-
bishop, a venerable figure best left off-
stage in any scenario.

Appearance: 56", 150 Ibs. In his late
50s. Thick gray hair, green eyes, bifo-
cal spectacles. Forthright, no-
nonsense mannet, but
compassionate. Not given to “super-
stitious nonsense.”

Talents: Management, counseling,
psychology, politics.

Typical Dialogue : “‘Now, not another
word. You’re hurt, and that's all there
is to it. I'll fetch a sister to bind your
wounds.”

Story Function: In this kickoff, an in-
nocent to be rescued. In the ongoing
“Fun City” campaign, Father Henry
can be an important NPC. In gratitude
for his rescue, he may set up the PCs
in a base of operations near the cathe-
dral. He has many important connec-
tions in New York’s spiritual and
political communities.

AFTERMATH

After the heroes have mopped up
the thugs, they can leave or look
around. They find empty, unlabeled vi-
als that held the experimental drug,
but no antidote (of course).

The door to the cathedral’s crypt is
open. Al the bottom of a short fiight of
stairs, the Maggiosi have left three
bodies: drug victims, much like the
PCs, but not so lucky. The small crypt
holds the remains of past archbish-
ops, cardinals, and rectors of the ca-
thedral. There is nothing here of
immediate interest in the adventure.

The Thugs

All of the thugs know Enchant-
ment’s ordinary effects {(see Section 1)
and the name of the Maggia scientist
who created it: Dr. Pablo Azcona Mor-
tega, a brilliant biochemist employed
by the Maggia’'s Central American op-
eration. But they don’t know where
Mortega is now.

The thugs have tested several ver-
sions ot Enchantment. They know
broad facts about the plot to dump the
drug in the Central Park Reservoir
and create an army of addicts (see be-
low). But they obviously had no idea
this latest version could grant super
powers!

if called, Dr. Mortega himself an-
swers the walkie-talkie. This is the
deep-voiced man with the Spanish
accent that the PCs overheard earlier.
For Mortega’s abilities, see Section 3.

Mortega, a sadistic louse, taunts
the PCs with mock casualness. “So
sorry | cannot observe you in person,”
he says. “Unfortunately, | cannot
leave my current lady friend.” Of

course, he won't reveal his where-

abouts.

(Judge’s note: Mortega can be
found in the Maggia’s drug lab be-
neath the Statue of Liberty—his “lady
friend.” If one of your PCs can trace
radic waves, they can locate him
there. That would make this a very
short adventure!)

Learning of the Deadline

After learning these facts (or if they
try to leave the cathedral without
learning them), the PCs experience
wracking pain! Describe the agony as
graphically as vou like. Treat this as a
temporary loss of one-fourth of each
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PC’s current Health total.

The spasm passes quickly, but this
should cue the players to wonder
about Enchantment’s side effects.
They can learn these from the Maggia
thugs or from Mortega over the
walkie-talkie.

Enchantment killed all the Maggia’s
previcus subjects, painfully, unless

- they took more Enchantment or a sta-

bilizing agent that Mortega devised,
code-named ‘‘Dispel”” The Maggia
loves this side effect, for it gives vic-
tims “incentive” to keep using the
drug.

The PCs have to find Dispel, or they
will soon die. Perhaps the stabilizing
agent will remove their powers; they
have no way to know. But they cannot
live without Dispel.

Mortega has it. The Maggia thugs,
though, don’t know where Mortega is.
Of course, Mortega himself refuses to.
give any to the PCs—"Why allow
more super heroes to live?”

But either Mortega or a thug acci-
dentally drops a clue. He mentions,
“Good thing the previous versions
haven’t shown such effects. Other-
wise the Central Park plan would put
us hip-deep in powered goons.”

Mortega says nothing else, but the
thugs can be persuaded to give more
details. The Silvermane family is
dumping the earlier version of En-
chantment into the Central Park Res-
ervoir, to turn the whole city into
customers for the drug.

When was this to happen? The
thugs aren’t sure; sometime around
now, they think. (Actually, it happened
several hours ago, and the drug has
already infiltrated the water supply.)

If the PCs don’t want most of New
York to become drug slaves, it seems
they must rush to the Reservoir. Per-
haps there they can also find a supply
of Dispel.

KARMA

Rescuing Father Henry: +20.
Getting information from Mortega:

+5.
Give other awards as usual.



Section 1: TRAFFIC JAM

SUMMARY

The heroes first realize something
Is rotten in Manhattan when they
come upon a huge automabile
gridiock. Nothing out of the ordinary in
New York—until they see the
drugged-out, super-powered loony
causing the jam.

For this section, use the data given
in Chapter 6 of the Campaign Source-
book, “On the Sidewalks of New
York.””

SET-UP

This encounter can take place at
any time of day or night. If this scene
follows the Campaign Kickoff, the he-
roes stumble on the traffic jam at
night, en route to Central Park Reser-
voir. if they take the most direct route
from St. Patrick’s Cathedral, this
leads them up Fifth Avenue or Avenue
of the Americas. The traffic jam is at
Grand Army Plaza and Pulitzer Me-
morial Fountain, at the southeast cor-
ner of the Park.

Otherwise, the heroes are visiting a
Hotspot of the Judge’s choice. Ask the
players if their characters want to do
something in particular before the ad-
venture begins—buy a present for a
beloved NPC, follow up on an earlier
case at police headquarters, or visit a
tailor to get a new costume, Any ex-
cuse works if it gets the herces into
the city.

After completing their business, the
PCs notice a traffic jam: cars sitting
idle, horns honking, air heavy with
auto exhaust. People are yelling or (if
it's daytime) sunbathing on the hoods
of their cars. Ahead, the heroes hear
noises of car crashes . . . and screams
of terror.

~The source of the noise is a single in-
dividual: an ugly, misshapen person al-
most 20 feet tall. The individual, whose
gender is up to you (see below),
crouches before the Pulitzer Memorial
Fountain, or some other source of wa-
ter, like a broken water main or even a
drinking fountain. He or she has ripped
an awning away from the Plaza Hotel
across the street (or any nearby build-

_ing) to make a kind of diaper.

The giant sits in the intersection,
happily stacking cars like blocks.

ADVENTURE

This bizarre giant child is actually a
normal man or woman who has been
“amplified” by the drug Enchant-
ment. For some of the drug’s effects,
see below. It can also have other ef-
fects at your discretion. The victim
had been drinking from the water
source, and has become an early vic-
tim of the water’s contaminant.

Nc one has been hurt yet, though
the childish giant has crushed a few
cars. However, people are panicking,
and PCs can see an armed police
SWAT team running toward the giant
from a block away.

If the heroes don’t just charge in
blindly, attacking on sight, give one of
the PCs a Reason FEAT of Poor inten-
sity to spot the giant as a long-lost
friend.

The Gigantic Friend

Which PC has the friend? Choose
one who is likely to respond to old at-
tachments and to remain loyal to the
bonds of friendship. Establish that the
friend was once close to the PC, per-
haps in childhood or high school.

After that, they just drifted apart,
without rancor. Don't make the giant a
very close friend whose loss would
hurt the PC deeply; after all, the giant
may bite the dust within moments.

Speaking of this, the SWAT team
will arrive within a few turns. The PCs
should decide on a course of action.
They might battle the giant; stop the
SWAT team from attacking; or take the
cars away from the giant. This pro-
vokes the childish giant to attack them
in fury.

If players are dithering about choos-
ing an action, have the giant lumber to
its feet and wander toward the SWAT
team. That should provoke action.

One clever way to resolve the situa-

tion is for a PC to act parental and

command the giant to stop playing
with its toys. They can get the giant
out of people’s way by sternly sending
it into an open area of the park orto a
wide plaza in front of a nearby sky-
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scraper

If the PCs have come here from the
Campaign Kickoff, this scene be-
comes too light after that grim start. In
this case, the giant behaves more vio-
lently, as a berserker with nothing of
the childlike about it.

The giant
Friend of a player character
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Health: 100 Karma: 14
Resources: Poor(4) - Popularity: 0
Note: The giant still recognizes his or
her PC friend, and can even hold a
conversation, though only at about a
five-year-old’s level. The giant tends
toward contrariness, but responds to
a firm tone from an authority figure.

AFTERMATH

Observers can tegll the heroes that
the gigantic friend had been acting
strangely just before he “grew up”
They say he was drinking from the
drinking fountain, or dangiing his bare
feet in the Joseph Pulitzer Fountain,
when he suddenly fell down, writhed,
and began to grow. Then he woke up
as a child. :

Unfortunately, the observers who
tell this to the PCs are themselves wip-
ing away water from their lips, having
just finished drinking from the foun-
tain themselves. Within moments they
hegin acting childish. See the effects
of Enchantment, below.

From this, the PCs should deduce
that something has contaminated the
city’s water supply. PCs coming here
from the Campaign Kickofi realize
they're too late to prevent the drug’s
introduction into the Reservoir. No
one is at the scene now. Only a few
empty 55-gallon drums of Enchant-
ment indicate the deed.

The heroes should try to warn the
populace, as quickly and impressively
as possible. To be effective, the warn-
ing should certainly involve the mass
media, especially radio and television,
or perhaps some unusual powsr.
(Super shouting, perhaps?)

But the herces need more than
power; they need pull. Unless they are



well-connected, they may have trou-
ble getting the authorities to believe
the danger until it’s too late. In fact,
the authorities themselves may be
thoroughly Enchanted when the PCs
reach them!

Reports From All Qver

When the SWAT team caims down,
the police lieutenant in charge can re-
tay to the heroes the reports he re-
ceives over his walkie-talkie. It seems

that strange beings and odd behavior

are being noticed all over the ¢ity.

Create any reports you like; these
lead into the encounters of Section 2.
Here are a few examples:

* In Times Square, super-strong
kids are playing stickball, using street-
lights as bats, with the big metal apple
atop the Allied Chemical Tower as the
ball.

* Security guards at the Metropoli-
tan Museum of Art are calling one an-
other childish names and playing
cops-and-robbers with live ammo.
They've been sent home, ieaving the
Met vulnerable to theft.

* At the United Nations, scme of the
diplomats are attacking others with
canes and shoe heels. Dipiomatic in-
cidents may ensue unless they are
stopped. The problem is, some of the
diplomats are displaying super-
human powers. .

* There are uglier incidents. In
Harlem and on the Lower East Side,
riots have erupted. Warfare between
gangs threatens to destroy Yancy
Street.

New York’s super heroes can be
counted on to control most of this an-
archy, but the PC heroes must do their
part. And fast!

ENCHANTMENT'S
EFFECTS

Here are Enchantment’s effects as
seen in later sections. The drug is
transmitted by fluid, including the
moisture of body contact, and takes
effect within minutes of exposure. The
effect’s onset is marked by a sudden
blush, dizziness, and these features:

1. Lowered inhibitions. Most of
those affected simply become silly.
They act like children or adolescents,
without regard to morality or public
good. The PCs, most other super hu-

mans, and a few cthers are not so af-
fected. If there is a question about a
given individual, allow the victim an
Excellent Reason or Endurance FEAT
to avoid being affected by the drug.

2. Super-human abilities. Option-
ally, a small fraction of those
affected—perhaps those with Type
AB- Negative blood, or about one in
300 pecpie—develops strange
powers, These are left to you o de-
sign, as plot devices for later encoun-
ters. Obviously, given the encounter
above, growth is a possibility!

A few of these people, who enjoy
their powers and want to retain them,
can become impromptu super-
powered adversaries for the PCs. This
is really just a way for you to introduce
new villains into the campaign. See
the next section, “The Hotspots Heat
Up.!)

it you like, the cause of their powers
can be the factor that produced
powers in the PCs during the Cam-
paign Kickoff.

if you use the Campaign Kickoff, the
version of Enchantment that afflicts
New York is not the same one that
Maggia thugs gave the PCs. Because
of this, the citizens’ super powers can

be different from those of the PCs,
and are probably less powerful.

Whether the plot's mastermind
knew of these effects depends on
your choice of master villain. (The
Maggia didn’t, but Doctor Doom and
Loki both did.)

3. Collective power. if Loki is the
master villain, the drug—his magical
potion—causes its victims to merge
together into huge, amoeboid
masses. For more information, see
Section 5.

4. Side effects. Enchantment is
physically addictive. if the user does
not receive doses almost daily, he or
she dies painfully. This effect can be
counteracted by a stabilizing agent
called Dispel. (See the Campaign
Kickoff for more information.)

KARMA

Removing the giant’s threat without
unnecessary violence: +20.
Deducing that the water is contami-
nated (if PCs didn’t know this al-
ready): +5.
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Section 2: THE HOTSPOTS HEAT UP

SUMMARY

As the drug’s influence spreads,
chaos follows. Looting, vandalism, and
violence occur at many points around
the city. And the chaos also includes
super villains . . . both those affected by
the drug and unaffected felons who are
taking advantage of the upheaval to
pursue their own goals.

This section gives, not one encoun-
ter, but advice on creating your own
encounters using the ingredients in
this campaign set.

SET-UP

Though this is a short section, it is
really the core of this scenario. The
plot serves as a pretext for you, the
Judge, to showcase the Hotspots you
choose from the Campaign Source-
book. The adventure can accommo-
- date as many or as few as you like.

This flexibility also applies to your
choice of villain(s) and goals. Think of
each Hotspot encounter as a mini-
scenario of your own design. In each,
the heroes have two overall goals:
control the chaos and turn the city
back to normal. The rest is up to you.

Choosing Villains

As the Hotspot “Campaign Use”
sections show, settings often imply
their villains’ goals. For instance, a
bank is obviously there to be robbed,
right?

When you choose a Hotspot to
show off, think about the goal inherent
in that setting, and then choose a vii-
lain who would iogically work toward
that goal. If you use the United Na-
tions, for example, that may indicate
to you an ambitious villain with an in-
ternational flavor, such as the Manda-
rin. If you choose Yancy Street, the
potential for gang warfare there could
involve the Kingpin and his minions.
And so on. ,

A complicating factoer, if you choose
to use it, is Enchantment. Any villain’s
goal can become twisted and unpre-
dictable under the drug’s influence.
For example, the PCs happen upon
Electro at Times Square, brace for a
lightning bolt, then find he’s only twist-

ing necn signs into pretty patterns.

NPC heroes can be affected by the
drug, too. They are less dangerous,
since they still respect human life; but
even so, an out-of- control hero can be
an awesome sight. Suppose the PCs
see the Thing and Wonder Man play-
ing “kick the statue” in Central Park?
The PCs don’t have to fight the
drugged NPC heroes, just reason with
them to make thern stop their childish
games. (Play this as comic relief dus-
ing the adventure.)

Don’t forget that, if you desire, En-
chantment creates a few new villains,
too. These former normals can have
powers that duplicate existing villains’
(saving you the time of designing them),
duplicate those of the PCs, or have
powers that directly work against the
PCs’ weaknesses. However, these

newcomers lack combat savvy and can

probably be outwitted easily enough.

Staging

Recall the time of day. If these
encounters follow the Campaign Kick-
off, it is probably still night. Otherwise,
these can take place at any time. If
you use many encounters at widely
spaced points in the city, set some of
them in daytime and others at night as
seems dramatically appropriate.

In setting up an adventure at a
given location, remember staging.
Keep these three points in mind:

1. How will the scene appear when
the heroes arrive? There should be

scme immediate course of action visi-

ble, such as rescuing an innocent,
preventing vandalism, or putting out a
fire.

2. That done, how does the villain
show up? If he’s there as the PCs ar-
rive, what dramatic pose has he
struck? If he’s not there, how does he
blindside them? Play up any unique
advantage the terrain offers. For in-
stanice, a villain at the World Trade
Center could appear from around the
far tower, opposite the ocnes the PCs
are in.

3. What features of the location sug-
gest ways to defeat the villain? At the
Brookiyn Bridge, for instance, the he-
roes can push the villain off or fight
him or her underwater. At Coney Is-
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land, a hero can send the bad guy
spinning crazily on a carousel or
Ferris wheel. Try to lead the adventure
in a direction that prompts players to
think of these clever methods.

Deadline Pressure

If you use the Campaign Kickoff, the
heroes should gradually feel the side
effects of the Enchantment drug.
They may suffer Endurance losses,
brief failures of super powers in non-
critical situations, and other frighten-
ing effects.

None of the effects should be debili-
tating, but this adds tension to the
quest to find Enchantment’s antidote.

AFTERMATH

Obviously, each slugfest must have
a point. Successful heroes should be
rewarded with clues that help them
move closer to their goal of restoring
the city. Sometimes a clue only moves
them to the next Hotspot encounter,
but the players retain the illusion of
progress.

When you choose the Hotspots to
use and prepare the encounters
there, try to construct a set of clues,
one or two per Hotspot, that lead grad-
ually to the adventure’s climax. He-
roes can find these clues by
interrogating the villains, or from drug- -
crazed bystanders who witnessed or
overheard the clues. '

The clues gradually reveal: (a) the
master villain’s motive in creating the
havoc; (b) a way the herces can defeat
the villain; and (c) the villain's location.
Potential clues are discussed in the
Set-Up sections of each finale {the
next three sections).

KARMA

Discovering an encounter’s ciue:
+5.
Other awards vary according to the
situation. For instance, rescuing hos-
tages (+20 Karma); protecting valu-
able objects (+5 to +20); clever
tactics and use of the surroundings in
a battle (+5 to +10); and good role-
playing (+15).



Section 3: THE MAGGIA TOUCH

SUMMARY

Use this finale if the Maggia is the
adventure’s master villain. The herces
have tracked the Maggia drug lab to
the base of the Statue of Liberty.

There they shut down the lab and con- -

front the drug’s creator in a battle atop
the Statue.

SET-UP

Having drugged the populace, the
Maggia now leis its new customers
know that more of the same is availa-
ble. The news spreads first through
the criminal grapevine of informants
and sleazebalis. Heroes with street
contacts learn that Enchantment is
available in concentrated form. “First
taste was free,” the contacts say, “but
now it'll cost ya.”

Clues from the Hotspots

With the Maggia as primary villains,
the Hotspot encounters can easily
feature Maggia-employed villains,
thugs, and Maggia observers of ran-
dom violence. Any of these, with
proper persuasion, can become in-
formers at the ends of varicus encoun-
ters. Genuine stoolies, junkies, and
other figures on the edge of the crimi-
nal culture will also work.

Motive Clues: Straightforward. By
feeding Enchantment to everyone in
New York, the mob wants to create a
huge customer base.

Clues to Methods of Defeat: In this
order, the PCs hear the following: The
faggia used a Spanish-speaking sci-
entist named Mortega to creale the
drug. He’s an arrogant louse, but bril-
liant. He's very touchy about insults to
his honor.

Location Clues: First, the PCs
learn there is some underground lab.
Then, that the lab is the one that used
to be based on Eliis Island (Judge’s
hote: the one that led to the origin of
Cloak and Dagger). Then, that the
source heard the Maggia didn’t have
to move it far.

Eventually a source mentions the
major clue: The Maggia drug iab is
code-named “Big Lady.” When your
players hear this, don’t be surprised if

they instantly deduce that the lab

“must be on Liberty Island, the home of

the Statue of Liberty. Players can be
very smart. But be ready with another
encounter if they don't tumble right
away.

Use the Statue of Liberty map in-
cluded in this set.

ADVENTURE

On Liberty Island, PCs notice famil-
iar “tourists” lurking in the restaurant
and other buildings there. Well, the
tourists are not exactly familiar them-
selves; but they have that air the PCs
have seen before. The expensive
suits, the casually arrogant stride, the
glance that darts reflexively arcund—
Maggia!

PCs can follow ot interrogate the
Maggia thugs. The trail leads to the
base of the Statue and the Museum of
immigration inside. A concealed stair-
case at the back of an inconspicuous
storage closet (not shown on the map)
leads down one story to the Maggia
drug iab.

One Maggia thug guards the bot-
tom of the staircase, but he can be
taken out easily without attracting at-
tention from inside the lab.

- The Maggia Drug Lab

Calling this a “lab” is flattery. It is
not sterile, not organized, not even
clean. This room, about 40 feet on a
side, is a jumbled mess ol tables, Bun-
sen burners, hotplates, Dutch ovens,
and recycled oil drums. Stacks of gray
drums almost fill one wall. The air is
steamy and smells of formaldehyde.
The only light comes from a few fluo-
rescent lamps in the low ceiling.

in the lab there are three Maggia
hoods per PC. Only one of the three
per PC is a well-dressed Maggia lieu-
tenant; each of these has a machine
pistol ready, a backup revolver, a
walkie-taikie, and a knife. The other
two per PC are hoods in leather jack-
ets, unarmed except for the chemical
equipment they use to churn out sup-
plies of Enchantment. in a firefight,
the hoods improvise Molotov cock-
tails, formaldehyde in Plexiglas beak-
ers, which do damage as
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flamethrowers (Players’ Book, p. 43).

As soon as they spot the PCs, the
lieutenants open fire. The rest with-
draw, under their covering fire, o the
line of oil drums against the far wali,
There, sheltering behind the drums,

- they throw firebombs, one per hood

every two turns,

Dr. Mortega

There is one more Maggia official
here: Dr. Pablo Azcona Mortega, the
Latin American scientist who de-
signed Enchantment. If you used the
Campaign Kickoff, the PCs may al-
ready have met him via walkie-talkie,
Otherwise, the PCs have heard of him
from the Hotspot clues.

If the PCs fight the thugs, they may
notice Mortega heading upward
through another concealed entrance.
This one leads directly up into the inte-
rior of the Statue. He carries a supply
of white powder—the antidote, Dispel!
Turn this into a chase, desctibed be-
fow.

if the PCs take out the Maggia thugs
without a fight, Mortega is not present.
He has overheard the PCs’ victory on
a thug’s walkie-talkie, and he taunts
the PCs that he has escaped them.
“But | have what you want,” he says.
“Join me at the brow of my lady friend,
where you will withess the true power
of Enchantment.”

The Race io the Head

if feasible, stage a chase up the
Statue. Ideally, the PCs spot Mortega
in the Museum on the first floor. He
sees them as well, then grabs a
woman or child nearby and holds a
gun to his or her head. Panic ensues
in the Museum.

The chase begins as Mortega, with
or without hostage, kicks off his black
hoots, leaps into the shaft of the hy-
draulic elevator, and climbs up the
sheer wall with the hostage in his
arms! At the top, he tears through the
ceiling with super-human strength
and climbs onto the stairs leading to
the Statue’s crown.

This peculiar behavior results from
Mortega’'s own ingestion of a heavy
dose of Enchantment. This, as the
PCs can learn from defeated Maggia



thugs, is a later version of the drug
that afflicted Manhattan. If you used
the Campaign Kickotf, Mortega has
taken a much larger dose of the ver-
sion that gave the PCs their powers.

In the Statue’s crown, Mortega will
take more hostages, barricade him-
self, and demand a helicopter so he
can leave alive. Before he makes his
demands, though, he intends to
gauge his new powers in combat with
the PCs.

Those powers? His first four abili-
ties gain +1 CS per turn of combat, up
to a maximum of Shift-Y (Strength
enough to lift the Statue). In addition
to Wall-Crawling, Mortega also gains
Absorption, Psi-Screen, Teleporta-
tion, and other powers of your choice.
These begin at Excellent rank and in-
crease +1 CS per round of combat to
Sh-¥Y maximum.

Though the hostage and the
crowded Statue staircase make it diffi-
cult, heroes may defeat Mortega on
the way up the Statue. H this happens,
they rescue the hostage (award
Karma), but Mortega regains con-
sciousness at a higher pawer level.
He is going mad and is now obsessed
with reaching the crown and attacking
the heroes. _

It's best if the heroes defeat Mor-
tega as he reaches his maximum
power level. This may prove too diffi-
cuit, especially for the low-end heroes
for whom the Maggia makes a suit-
able villain. ! the heroes fail to defeat
Mortega, the drug itself does him in.

As he reaches the height of his
powers, he grows large, the way the
giant did in Section 1. For a moment
he grows childish and dull. In that mo-
ment, Mortega is vulnerable, because
of the effects of his drug overdose.
PCs can let loose their best attacks.
Mortega crashes through the Statue’s
crown windows, flies a short way, then
falls like a stone into the waters of
New York Harbor.

Naturally, this being a super-heroic
adventure, no body is found.

Dr. Pablo Azcona Mortega

F A 8 E R | P
Ex Ty Ty Gd Ex Ex Ty
Health: 42 Karma: 46

Resources: Ex(20) Popularity: —1

A Latin American native, Dr. Mor-
tega studied at Empire State Univer-
sity many years ago. ESU can be a

source of clues about him, notably
about his arrogant nature, amorality,
and his arrest and deportment for
drug pushing on campus. He is now in
America illegally.

Appearance: 510", 180 Ibs. Swarthy
complexion, thick black hair slicked
back on a high forehead. Heavy black
eyebrows, sinister expression. Wears
a Maggia-style business suit, but with
high black boots.

Talents and Contacts: Moriega has
the Guns, Marksman, Chemistry, Biol-
ogy, and Genetics talents, as well as
high-level Criminal contacts.

Typical Dialogue: Spanish accent.
Favors gloating or sneering
speeches. “So, you heroes have de-
cided to crush our little operation,
yes? | think you are maybe the ones
who will be crushed, yes?”

AFTERMATH

if you are using the Campaign Kick-
off, the heroes discover supplies of
Dispel in the drug lab or find the for-
mula on Dr. Mortega’s person: (his
body?). Go to Section 6.

Campaign Kickoff note: Does the
drug neutralize the PCs’ new powers?
That would make this an awfully short
campaign. (Althcugh for a truly grim
campaign, you can set up a long-term
dilemma. The PCs can have super
powers only when they take Enchant-
ment. The longer they remain super
human, the likelier it is that the drug
kilis them. Sounds horrible, doesn’tit?)

Therefore, of course, the PCs stiil
keep their powers. If one or more
powers has turned out too weak or too
powerful, taking Dispel adjusts it to a
level you and the affected player can
live with.

if you plan no links to other master
villains, go to Section 6.

Links to Later Sections
The Maggia introduced this drug
into the water supply. But if you

-choose, the Maggia can be merely a

pawn for a different villain,

Doctor Doom: Doom engineered a
hormone similar to epinephrine. Us-
ing Dr. Mortega (one of his lackeys),
Doom maniputated the Maggia into
serving as distributors. Their supply of
Dispel turns out to be dishwashing
soap, planted by Doom as a taunt,

Unlike the Maggia, Doom knew of
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the side effects described in Section
1. He allowed them to exist, since they
increase the chaos. He had no fear of
more super humans, since Doom
fears no one.

Evidence for Doom’s role appears
quite dramatically, as Doom himseif
announces his scheme to all the
world. See the beginning of the next
section.

If the PCs uncover evidence of
Doom’s manipulation, they can enlist
the Silvermane family’s aid. Doom has
violated their honor, so they want re-
venge. The criminal grapevine knows
the location of Doom’s local under-
grotnd hase. Silvermane bosses
gladly give this information to the PCs,
hoping that each side will destroy the
other.

Loki: Enchantment lives up to its
name, for it is really magical. Loki con-
cocted the potion, knowing of its side
effects. Then he either introduced it
info the Reservoir himself or mind-
controlled a Maggia thug into doing
50.

PCs can discover this by magical
detection speills, or just by finding a
wilness to the Reservoir escapade.
“There was this other guy behind the
crooks,’ says the stoolie. “He was
standing in plain sight, but they didn’t
even see him. He had the weirdest
helmet. . . ”

Can the PCs persuade the Maggia
to aid them? No. Maggia family heads
have no desire to match strengths
with a god, even if he was controlling
them.

Your own villain: Does he or she
have Maggia connections? Powers of
mental control, disguise, or illusion
that would let him or her use the Mag-
gia? How might the PCs find out about
this, and how wouid the Maggia family
heads react?

KARMA

Discovering the fab (without undue
manipulation by the Judge): +10.
Rescuing Mortega’s hostages:

+20.
Unnecessary damage to the
Statue: -10,

and popularity drops by 5.



Section 4: SHOWDOWN WITH DOCTOR DOOM

SUMMARY

Use this finale if Doctor Doom is the
adventure's master villain. The heroes
locate Doom’s laboratory, confront
Doom, and can either negotiate or
fight. The outcome depends on the
players’ actions and the assumptions
you made in the adventure’s set-up. In
any case, this Doom is actually one of
the Latverian dictator’s robot doubles.

Doom’s lab contains Dispel, the an-
tidote to Enchantment's side effects.
PCs can steal its formula and rescue
the city (and, if you use the Campaign
Kickofi, themselves as well).

SET-UP |

Doom has engineered this plan in
order to demonstrate his enormous
power to the world. So at some point
he claims credit for it publicly.

The Announcement

Doom announces his role after you
run a few, but not all, of your planned
Hotspot encounters (from Section 2).
In a dramatic satellite broadcast on
every wavelength, Doom publicly
ctaims responsibility for the chaos,
gloats at his power, and offers the anti-
dote to Enchantment—in return for an
oath of absolute obsdience by citizens

of the United States. "Think well" he -

says. ‘| can do as much to any city in
the world!”

Clues from the Hotspots

Motive Clues: "The Announce-
ment” gives all the information PCs
could want. _

Clues to Methods of Defeat: Many
people know a lot about Doctor Doom.
Traditionally, his weakness has been
his overweening pride and arrogancs.
He aiso has a strong, it peculiar, code
of hanor, - _

Deom does not usually employ this
“scorched earth” policy of blackmail.
Even if the city accepts his deal, it
seems unlikely that, after Enchant-
ment, there will be enough ieft of New
York City for him to rule.

Location Clues: Perceptive he-
roes, especially those with enhanced
hearing, can overhear a distinctive

squeal under Doom’s veice in his an-
nouncement. Perhaps it takes them
an encounter or two 1o identify it: the
sound of a subway train turning a cor-
ner, close by. This, and perhaps clues
from Doom’s underiings encountered
as Hotspot villains, indicate an under-
ground base in the subway system.

How do the heroes locate the base?
Perhaps they can trace the broadcast
transmission. If they need time to pull
together the right equipment, Doom
can gleat further in follow-up an-
nouncements every few encounters.

Also, after the initial announce-
ment, New York is crawling with FBI
and CIA agents, not to mention any
super hero who could get here fast
ehough. They could have the tracking
equipment needed, or have a hot lead
the PCs can follow. Or PCs may
encounter an NPC hero with tracking
abilities, perhaps Daredevil or Doctor
Strange. The NPC hero can lead them
into the subways. Then, in a chancé
encounter with an Enchantment-
crazed bum, the NPC gets seriously
wounded in the neck. This leaves the
PCs to go the rest of the way. .

For a description of the subways,
seg Chapter 6 of the Campaign
Sourcebook, “Underground Manhat-
tan,” and the maps on the folder of this
book.

The entrance to Doom’s laboratory
headquarters is several hundred
vards up from the IRT subway line’s
51st Street stop—by no coincidence,
very near Four Freedoms Plaza.
Doom delighted in the irony of being
so near his lifelong foes. The entrance
is an Amazing steel door, locked with a
Monstrous lock and concealed by a
holographic projector to resemble a
concrete support piltar, A staircase
lsads down one area to the lab.

The Laboratory

To set up this scene, use Map C,
“Typical Interiors,” from the
Advanced Set. Treat areas N through
P as Doom’s lab, and everything be-
yond them as rock.

Area P is the main laboratory; metal
staircases (15 feet high, Good
strength) lead up to areas Q and R;
and areas N and C overlook the cen-
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tral lab. These observation decks are
15 feet (one area) above the iower
level, and are separated from the lab
by Plexiglas windows of Excellent
strength. All walls and doors are

_ Remarkable-strength steei. The doors

are hermetically sealed but uniocked,
and have windows of Good-strength
Plexiglas.

The key to the rooms:

N = Transmitter studio, from which
Doom’s robot broadcast his an-
nousicement.

O = The secondary biochem lab
where Doom synthesized Enchant-
ment. This is a small version of the
main lab (see P, below). A computer
contains the formulae for both En-
chantment and Dispel, its antidote.
With an Excellent Reason FEAT roll, a
character with Computer skill can
penetrate Doom’s security system
and get the formulae. This takes four
turns.

A large metal cannister in a south
corner of the room weighs one ton and
has walls of Exceilent strength. Inside
is a white powder, Doom’s supply of
Dispel.

Near the cannister is a powered
cargo-lifter suit, a metal exoskeleton
that gives the wearer Remarkable
Strength {enough to lift the cannister),
but reduces Agility to Poor and move-
ment to one area per turn. It takes two
turns to climb into and activate the
suit, which weighs 400 pounds and is
of Remarkable-strength steel.

P = Main laboratory. Huge steel
vats of bubbling enzymes—enough
Enchantment io enslave New York.
Pipes, twisting glass tubes, blinking
wall panels, and a central control con-
sole of Typical strength. Generic Mad
Scientist’s Lab.

The vats are sealed (Excellent-
strength steel). If any PC falls in the
vats, he or she undergoes the muta-
tion described for Dr. Mortega in the
previous section, and will die within
minutes unless given the drug’s anti-
dote, Dispel.

On one wall is a large fiber-cptic
monitor screen (Incredible strengthy).

Ag the heroes enter, this is turned off.

Later, the real Doctor Doem will ad-
dress the PCs via this screen.



Q = Storage. Cannisters of chemi-
cals and laboratory supplies. None of
these includes Dispel. With a Reason
FEAT, a scientifically trained character
can find a chemical that inflicts Incred-
ible damage on the Doom robot’s ar-
mor.

Hidden in one corner is a recharg-
ing station for the robot.

R = Power supply for the labora-
tory. This is a small nuclear-fission re-
actor, a concrete cube 30 feet on a
side (Monstrous-strength walls, Mon-
strous Strength to fift). In front of it are
numerous display and control paneis.

The reactor is running smoothly.
Any damage that penetrates the con-
crete liberates toxic plutonium dust
into the air (Unearthly intensity Toxin if
it is breathed or contacts the skin; see
rules, Judge’s Book, p. 12) and sends
the reactor toward a meltdown in 1d10
+10 turns. A player with appropriate
skills can prevent this with an
Amazing Reason FEAT roll and 1d10
turns of total absorption in the task at
hand.

The meltdown inflicts Monstrous
energy damage and is a CL1000 Toxin
within the lab. Fortunately, the solid
rock around the lab prevents the radi-
ation from spreading further.

Tell players who ask, or who actively
look for strange features of the lab,
that there are no facilities for food, wa-
ter, or sanitation. This is mildly strange
even for Doom, whose armor is self-
contained. This provides a clue that
Doom is not real, but a robot.

ADVENTURE

Asthe PCs arrive, the Doom robot is
in the main lab supervising the pro-
duction of more Enchantment. The ro-
bot regularly patrols the rooms; this
may let it discover intruding PCs in
other rooms, or may leave the the
main lab unguarded for a moment so
the PCs can sneak in.

When and if the robot discovers the
PCs, it first gloats at its success (as-
suming the role of Doom, of course),
then demands their surrender. When
and if they refuse, it attacks.

The PCs want to stop the menace to
New York and {in the Campaign Kick-
off version) get the Dispe! they need to
stay alive. Broadly speaking, the play-
ers have three general options:

1. Overpower the Doom robot. Use

the robot given on page 44 of the
Judge’s Book. This robot is equipped
for combat, and attacks when it seems
logical to do so.

2. Steal the Dispei, or steal its for-
mula and synthesize it themselves.

This requires stealth or speed. The
Dispel supply may be booby-trapped
(see Aftermath, below). Of course, the
Doom robot does not knowingly let the
PCs work uninterrupted at the com-
puter.

If it looks like the PCs will escape
with the Dispel or the formula, the
Doom robot heads to the nuclear reac-
tor and sets it on Auto-Destruct.
“Flight is now useless,” it says. “Be
honored that you will join Doom in his
final resting place.” The reactor core
meits in 10 turns.

If the PCs escape with the formuia
and synthesize Dispel, go to Section
8.

3. Negotiate with Doom. This is diffi-
cult, but the robot’s Reason is weaker
than Doom’s (by design) and therefore
it can be tricked or persuaded more
easily. Many tactics are possibie; you
can determine their success. A likely
approach appeals to Doom’s desire to
rule an intact kingdom, not a waste-
land.

If the PCs can convince Doom that
Enchantment will lead to the ¢ity’s de-
struction, and that leading a de-
stroyed city would be unworthy of his
greatness, the robot may relent. As a
gesture of his “mercy, a quality that
marks great rulers,” he grants the PCs
the supply of Dispel. (That robot is due
for reprogramming upon its return to
Latveria.)

AFTERMATH

Once PCs defeat the Doom robot or
arrive at an alliance with it, they can
obtain the Dispel antidote from Room
O. At your discretion, the cannister
may be booby-trapped with a hidden
Concentrated Explosive (Players’
Book, p. 46) thai is deactivated by a
switch beneath a far counter in the
same room. Detecting and disarming
the trap is an Incredible Reason FEAT.

The Doom robot, if allied with the PCs,

disarms the trap.

The real Doctor Doom is secretly
monitoring everything that happens
here. If the PCs defeat his robot, he
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appears on the monitor screen ‘in
Room P to taunt the heroes’ hollow
victory.

Doom can be broadcasting from
Latveria; in this case, he will not ap-
pear in the scenario. If you want Doom
to show up in person (for example, to
battle with Loki, as described below),
Doom is broadcasting from his hotel
room across from the United Nations
building. See “The United Nations” in
Chapter 3 of the Campaign Source-
book.

Loki: For an involuted scenario,
Loki could control Doctor Doom, who
believes he himseif created Enchant-
ment. Loki uses Doom as a pawn,
merely to amuse himself; Doom’s sup-
ply of Dispel is useless, though the
PCs may not discover this until later.
This option can mean that Doom,
upon learning that Loki used him, al-
lies with the PCs to batile Loki!

Popping in and out of existence at
various points, Loki surveys his handi-
work with a dry chuckle. Doom’s sur-
veillance cameras and advanced
parabolic microphones can pick up
his murmuring: “Ail goes well. Thor
will soon be here, and that foolish mor-
tal in the armor will occupy all his ener-
gies. Meanwhile, | spring my trap.”

This incontrovertible evidence
causes Doom to tremble with rage.
His voice grows deadly quiet as he
swears vengeance for this assault on
his pride—on his own memories—on
his name!

If the PCs do not suggest teamwaork,
Doom goees off to fight Loki alone (un-
successfully). But if players argue in-
telligently for a team effort, Doom
arrives in short order, declares a truce,
and begins ordering the PCs around.
When he and the PCs come to terms,
move on to the next section.

Your own villain: He or she must be
pretty high powered to enlist Doom,
who would never willingly work for an-
other. This indicates powerful magic,
mind-control powers, or a careful
schemer.

KARMA

Realizing that “Doom” is a robot:

. +5.
Locating the Dispel: +10.
Destroying the laboratory: +20.

Allying with Doom against Loki: +0
(a wise choice, but morally chancy).



Section 5: THE GOD OF MISCHIEF

SUMMARY

If Loki is the adventure’s master vil-
lain, the heroes encounter him in this
grand finale in Central Park. This sec-
tion is intended only for PCs of sub-
stantial power, on the level of Thor or
the Silver Surfer. Less godlike heroes
should be pitted against Maggia or
Doctor Doom in previous sections.

if Loki defeats the PCs, he places
them in a deathtrap involving an as-
sault by a bizarre and horrible con-
glomeration of New York’s populace.
The PCs can turn this weapon against
Loki to defeat him.

SET-UP

Use the Central Park map on the
fold-up map included in this set. For
detailed encounters, use the Area
Grid/Qutdoors  map  from the
Advanced Set.

Note: iLoki’s plot revolves around
Thor. This description assumes that
Thor is not a PC and is currenily off in
the unreachable depths of space.
Your PCs cannot contact him.

If Thor is a PC, well and good. Loki
taunts him with the Hotspot encoun-
ters, then vanishes before he can at-
tack. At last Loki tures him to Central
Park and the adventure’s finale.

Clues from the Hotspots

Remarkably, these all come from
Loki himself.

Motive Clues: Though he would
prefer to conceal his activities from
QGdin and the rest of Asgard, Loki does
not care if mere mortals know he is the
culprit. After especially hard-fought
encounters, PCs see Loki floating far
overhead or standing on a nearby
building, gloating and chuckling at
their folly.

He pays no attention to the PCs’
faunts or questions. But as encoun-
ters wear on, PCs may overhear him
murmur in frustration, “So, where are
you, dear brother? Does even this not
Iure you to your precious Midgard? My
vengeance waits.”

Clues to Methods of Defeat: Es-
sentially none. As he is the first to tell
the PCs, Loki is an Asgardian sorcerer

of enormous power with no known
weaknesses. Traditionally, the only
way to defeat him has been to bring in
Thor or {even better) Odin. Without
them, PCs must rely on their own
power in a toe-to-toe fight. Good luck.

Location Clues: Eventually Loki

yawns and says, ‘'l grow tired of these
games. Perhaps you will meet me in
your large park over there, and help
me construct my revenge.” He van-
ishes.

Doctor Doom as Ally

Doctor Doom may be helping the
heroes, if you have established that
Loki controiied him. Doom, though he
never shows friendship for a second,
fights at the PCs’ side without beiray-
ing them. Betrayal would be dishonor-
able!

This is a ftricky situation for the
Judge, because Doom is probably

‘more powerful than the PCs. By all

rights he would attempt to show them
up at every chance, displaying his
own superior power; that is.in charac-
ter for Coom,

However, an NPC ally should never
top a player character, because the
player will feel useless. What to do?

Perhaps the best way to handle this
is to have Loki knock Doom out fairly

quickly in the forthcoming battle,

while Doom temporarily weakens
Loki. Then Doom, bordering on un-
consciousness, functions as backup
for the players, rescuing them in tight
spots or providing distractions. But af-
ter the first few blows, he never takes
center stage again.

Incidentally, Loki shows no sign that
he recognizes or cares about Doom.
To him, apparently, Doom is just an-
other mortal.

ADVENTURE

The god of mischief floats high
above the Great Lawn of Central Park.
Beneath him, if you wish, are the un-
conscious forms of New York’s best-
known super humans. lf you place
them here, they should all be so
deeply unconscious {perhaps in magi-
cal slumber) that the PCs have no
chance of awakening them. The op-
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tion is provided in case players ask,
“Where are all the other heroes when
this is going on?”

Loki, master of manipulation and
trickery, cannot himself he easily ma-
nipulated or tricked. He cannot be pro-
voked to rage by contemptible
mortals.

Avery realistic illusion of Thor might
fool Loki, but not for long. The ilfusion
would prompt him fo spring his death-
trap; see below.

Concseivably, PCs could convince
him that Thor is nowhere around and
not likely to return soon. But this
means that Loki leaves Earth for a
time, while the damage continues un-
abated.

With all this, the only other alterna-
tive is to fight Loki. The battle is not
quite straightforward, however, for
Loki prefers to use his Enhancement
powers and to create agents. With a
gesture, he plucks innocent citizens
from around the park and brings them
to the Great Lawn. There, shielding
himself all the while from PC attacks,
he casually endows the innocents
with great power and murderous ha-
tred for the PCs.

For these agents, use the statistics
of any suitable villains (one per two
PCs), but give their attacks and abili-
ties a magical twist. For example, use
Electro’s powers, but make the citizen
an elemental “living lightning bolt.”
Use Dreadnought robots, but replace
their mechanical apparatus with {say)
twisting, animated foliage from the

.surrounding forest. And so on.

Loki spends Karma, if necessary, to
create adversaries strong enough to
harmthe PCs. Meanwhiie, he remains
above the fray, giving exposition
about his new deathtrap and his long-
awaited vengeance against Thor.

Loki waits for the PCs to show signs
of weakness. Then he floats down and
battles them straightforwardly with his
Eldritch Blasts.

The Deathtrap

If the PCs somehow defeat Loki,
well and good. Go to Aftermath, be-
low.

Realistically, though, whether or not
Doom helps, Loki probably defeats



the heroes easily. After all, he is an
Asgardian god. Let the PCs have he-
roic final speeches before lapsing into
unconsciousness.

if any herces are dying, Loki, in a -

spirit of whimsy, heals them. After all,
his deathtrap would not get much of a
workout if its victims are already dead.
However, the healed heroes remain
unconscious.

They awaken in the trap. Magicai
energy bonds of Monstrous strength
surround each PC. Loki floats over-
head, gloating. To delay troublesome
PC interruptions or escape atiempts
until Loki has given the exposition be-
low, consider using the Grogginess
rule from the “Deathtraps”™ section in
Chapter 8. This also lets Loki pick up
some easy Karma by gloating for sev-
eral turns.

Loki tells the PCs that they have the
honor to test the trap he has designed
for “‘my dear half-brother” Thor. “You
mortals always talk of the "unity of hu-
mankind. Hah! Unity of ants, of ooze
beneath the feet of the gods. See, at
forest’s edge—witness now the unity
of humankind.”’

From the trees on all sides come
thousands of New Yorkers—all ages,
sizes, social classes, dressed in all
fashions—concentrated in the popu-
lations represented in all the neigh-
borhoods adjacent to the Park.

Loki gestures, and the people
merge. Their skins flow like wax, cne
form into another, and faces stretch as
though formed in putty. Clothes disap-
pear in a mass of flesh, musculature,
and hair. As the PCs waich, the thou-
sands of citizens form into shapeless,
writhing masses, one for each PC in
the deathtrap.

“These Conglomeroids embody
enough magic to absorb even Thor”
says Loki. “Or, if not, to defeat him by
strength alone. You will soon find out.

"For now, | go to the edge of space
to scan the heavens for Thor, L hope to
return in time to witness your union
with humankind.”

Loki flies upward and, unless the
PCs manage a devastating attack, is
soon lost to view. But he remains in
this dimension, so his magical Con-
glomeroids keep growing. Slowly they
coze forward.

Escape and Battle
No doubt the PCs wish to escape

their bonds before the creatures ab-
sorb them. How? For reasons ex-
plained below, this matter is not
especially urgent, but escape is possi-
ble.

The magical energy bonds are
keyed to the heroes’ current sizes.
Perhaps a PC with appropriate
powers can shrink and escape his or
her bonds. However, the rest remain
frapped in their own bonds. And they
can’t easily be moved from the path of
the Conglomeroids, because the
bonds also attach them to the ground
with Monstrous strength.

The Conglomeroids ooze closer to
the PCs, at least one area per turn.
They speed up if it would lend sus-
pense to the escape, or if the PCs
have exhausted their options and
merely wait for the inevitable.
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Conglomeroids
Gigantic disgusting ooze monsters

F A 8§ E R | P
Pr Ty Mn Mn Gd Gd Mn
Health: 160 Karma: 95

Resources: None Popularity: 0
Abilities: The creatures absorb PCs
with Monstrous abifity. They can de-
velop other powers with the proper or-
ganization (see below).

Typical Dialogue: “Hnnnrrrghh!”

Escaped heroses can attack the
Conglomeroid creatures. But remind
the piayers of the monsters’ nature.
The things are composed of innocent
bystanders under Loki’s control. Any
damaging attack on them injures or
kilis the component people!

This should forestall attacks from ali
but the most impuisive heroes. Other
freed heroes may fly up looking for
Loki, a time-consuming process.



Meanwhile, the remaining heroes wil!
soon be absorbed.

How, then, to escape? In fact, unbe-
knownst to the god of mischief, the
ideal way to defeat Loki and the mon-
sters is not to escape at all, but to vol-
untarily be absorbed.

inside the Creatures

When the Conglomeroids reach the
heroes, absorption takes one turn.
Once inside a creature, the PG victim
feels a moment of suffocating warmth
as though gripped in an enormous fist.
Then the hero loses all physical sen-
sation.

But this is not the end. The PC’s
mentality survives, an astral form
magically freed of its sheath of flesh.
In the gray nothingness of the astral
plane, the PC’s spiritual form may or
may not resemble its physical form.
Encourage the players to devise crea-
tive differences in appearance,
though astral characters’ abilities are
unchanged.

Around them, chaotically arranged,
float the spirits of the Conglomeroids’
component citizens. They wander
aimlessly, able to communicate with
each other but unaware of the mon-
sters’ physical surroundings. They
are confused, as much an amoeboid
mass of psyches as their bodies are in
the physical plane.

Drop this as a clue o the players.
Perhaps they won’t pick up on it and
will only continue searching for a way
out (there isn’t one, untif Loki goes
away). In that case, aliow mystically
talented PCs a Psyche FEAT to sense
the enormous psychic potential
among ail these spirits. If only it could
be harnessed!

if no PC is suitable or they all fail
their FEAT rolls, then one of the NPC
citizens, a hobbyist of the occult, can
mention the notion: organize the psy-
chic potential of the Conglomerocids
and throw off Loki's control!

Conglomeroid Battle

If you wish, a time limit may speed
the PCs to action. The Conglome-
roids, once the PCs prove no major
threat, turn and examine one another.
The rivalry among the component citi-
zens of Manhattan’s various neigh-
borhoods drives the monsters to
_hatred for one another. They batile.
The monsters struggle because it

amuses Loki. He can always make

morg when Thor comes around, _

In this optional variant, the damage
these monsters infiict on one another
is applied equally against every com-
ponent citizen within them. Since this
would be fatal for normal people, and
perhaps even the PCs, reduce the
damage by a fraction—for instance,
two-thirds or three- quarters. This is
strong enough to hurt and exert time
pressure, but not to kill.

Organizing the Monsters -

How can the PCs organize the pop-
ulace? They can speak to the sur-
rounding spirits, pointing out the
imminent danger and the need to
combine energies to throw off Loki's
control. Here Persuasion skill and
Leadership talent figure prominently.

At first, the heroes attract only a few
interested spirits. But as they cluster
around the speakers, they fall uncon-
sciously into a crystal-like pattern of
energies. At once, light glows around
them. A success! The PCs, aided by
the psychic energies of their new fol-
lowers, can now broadcast their mes-
sage farther. .

From this point, a domino effect
takes over. As the citizens realize their
peril and what they can do about it,
more and more flock to the PCs, lend-
ing them the power to reach still more
citizens. The crystalline pattern, grow-
ing by the second, stretches away into
the distance of the astral plane. And in
the physical world, the Conglome-
roids change shape.

Shapsless ooze gives way to struc-
ture: arms, legs, a body. The nebulous
monsters become nothing less than
gigantic images of the PCs
themselves—people-shaped figures a
hundred feet tall. And the psychic
power, now organized through their
focus, bestows on the giants powers
identical to the PCs’ own—at Un-
earthly levels! :

ltis time to hunt Loki. Flying charac-
ters can head upward and search for
him in the upper stratosphere, Or, if
some PCs cannot fly, Loki senses his
loss of control over the Conglome-
roids and returns instantly to Central
Park. infuriated at their effrontery in
ruining his plan, he grows to enor-
mous size to attack the PCs.

Play up the scenic detail of this awe-
some battle. The heroes’ powers work
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within the giant figures at incalculably
more powerful levels. As one falls,
huge trees splinter beneath. The gi-
ants can stride between the sky-
scrapers of Manhattan like miners
through narrow passages. As they
baifle, describe the conflict for the
players with all the drama you can
muster,

And of course, the struggle goes
badly for Loki.

AFTERMATH

Loki, a coward, flees Earth as soon
as the battle turns seriously against
him. if the heroes manage to knock
him out, his contingency speil {ele-
ports him away to Asgard. Otherwise,
in a parting speech he vows revenge
against the mortal PCs. “Know that
you have achieved a high honor; the
notice of a god. You will come to rue
that honor, another day!” Loki can be-
come a long-term nemesis, if you
wish.

With his departure, his
enchantments—including, needless
to say, Enchantment itself—vanish.
The Conglomeroid creatures magi-
cally dissolve into ordinary citizens
again. The component people are
fully clothed and heaithy, but they re-
tain no memory of their ordeal. Con-
fused, they wander out of the park.

If Doctor Doom was the PCs’ ally, he
now makes a parting threat and takes
an ungracious leave. PCs can fight
him, but this would be violating the
truce (not to mention an anti- climax to
the adventure).

It Loki was your master villain, the
crisis is taken care of except for
cleanup work. (It should be a busy
couple of days for Damage Control.)
But if other villains were behind the
plot, Enchantment stili remains to
trouble the PCs. They must find a way
to restore New York to normal. See the
next section,

KARMA

Avoiding undue harm to Loki’s
Conglomeroid-trapped citizens; +15.
Harming citizens inside the
monster: —-20to ~ALL.
Controlling the Conglomeroids to
defeat Loki: +30.
Violating 4 truce with Doom: —20.




Section 6: NEW YORK NORMAL

SUMMARY

By defeating the Maggia or Doctor
Doom (if one of these is your master
villain), the PCs have procured a sup-
ply of Dispel, or at least its formula.
Now they must figure out how to dis-
tribute it and turn off Manhattan’s cra-
ziness.

SET-UP

The only set-up this section may re-
quire involves creating Dispel from
the formula procured in the drug lab
(in either Section 3 or 4). If they failed
to get the formula, they can analyze a
sample of the powder to determine its
chemical makeup (an Excellent Rea-
son FEAT for characters with suitable
skills).

If they have neither powder nor for-
mula, the heroes can try creating their
own. This is an Amazing Reason
FEAT, and may call for the most bril-
liant minds in New York.

Dispel is made of ordinary off- the-
shelf organic chemicals. But the huge
volume of chemicals needed calls for
exiensive scientific resources. Ideally,
the PCs should have such skills. If so,
the city of New York pulls all strings
necessary to let PCs use the facilities
at Empire State University or another
advanced laboratory.

If the PCs don't have the requisite
skills, they can go elsewhere for help.
Likely locations for these include Four
Freedoms Piaza, where Reed Ri-
chards can quickly mix up a boxcar-
ivad; Doctor Strange’s Sanctum
(Strange is a medical doctor); or
Avengers lsland, where one of the
Avengers can either brew up the anti-
dote or find someone who can.

Possible Avengers or former Aveng-
ers who are up to the task include ge-
neticist Dane Whitman, the Black
Knight; Mockingbird; Ilron Man,
though this is outside Tony Stark’s
usual line of work; and, via satellite
link to Avengers West Coast head-
quarters, Dr. Henry Pym.

The Dispel that is creaied is a fine
white powder. Targets can breathe it,
drink it in liquid, or absorb the dis-
solved antidote through the skin. A

small dose is sufficient to cure the tar-
get of Enchantment’s side effects,
and render him or her immune to fu-
ture doses.

ADVENTURE

The problem is to distribute the anti-
dote widely, affecting everyone in
Manhattan, and quickly, before the
childish residents inflict more dam-
age. The water syster is a good start,
but that won’t get to people quickly—
they’re busy rioting.

There are actually a couple of effec-
tive solutions. Give the heroes Rea-
son FEATs, if necessary, to come up
with one.

Let the Rain Come Down

One way is use the Dispel and so-
dium iodide (available at the same
labs that can synthesize the Dispel) to
seed the clouds above the city. So-
dium iodide creates rain, and Dispel
dissolves easily in water, or even in
water vapor. -

Fortunately, there are heavy clouds,
laden with vapor, above Manhattan
right now. How to get the Dispel into
the clouds? The solution could be as
mundane as hiring a private plane to
carry a PC up there. But these are
super heroes, after all. No doubt, the
PCs can get up that high themselves,
or at least hitch a ride with someone
who can. .

Once seeded, the clouds darken
and let loose—not a downpour of rain,
but a blizzard of snow! No matter the
time of year; the Dispel created a hy-
pothermic chemical reaction, leach-
ing the heat from the clouds’ water
vapor and freezing it. Even in July, it is
snowing in New York!

The Enchantment-afflicted citizens
of New York rush out to play in the
snow. As they start snowball fights
and build snowmen, they return to
normal. But they feel so good, they
keep playing. Perhaps the PCs join in.

The Brute Force Approach

Another soiluticn, especially suit-
able tor straight-shooting, linear-
thinking PCs, is to haul huge loads of
Dispe! powder up to the top of tall
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buildings and turn it loose into the
wind. Both the Empire State Building
and World Trade Center are good can-
didates; in northern Manhattan, per-
haps Columbia University, Grant’s

~Tomb, and tall hills in Central Park

would work.

The powder flies across the city.
You may wish to buiid a little suspense
by saying the winds are calm, or
they’re blowing toward the river; but
this is manipulation. If the players
originate this idea and carry it out well,
it should work.

These two approaches are only ex-
amples. The players, often an inven-
tive lot, may weil create new ways to
distribute the antidote. Perhaps they
can make creative use of their
powers. Don’t hesitate to show the
outcome of ridiculous ideas; but if the
solution sounds plausible, go with it.

AFTERMATH

A parade down Fifth Avenue cer-
tainly seems in order. Or perhaps the
heroes are not publicity seekers. In
this case, an unpublicized visit by
Reed Richards, Doctor Strange, or
the Avengers may be called for. The
NPC heroes solemnly thank the PCs
for solving the crisis. The PCs can
count on big favors in the future.

The adventure’s last scene, in clas-
sic Marvel Comics tradition, probably
shows a poor, put-upon street-cleaner
piloting his cleaning truck down a
street covered with confetti, debris,
and either Dispel powder or snow. As
he cleans up all this stuff across the
city, he grumbles about his lot in life.
“Ah, the workin’ life. Jeez, wish | was
a kid again and didn’t hafta go to
work.”

KARMA

Discovering an effective way to ad-
minister the antidote: +20.



Section 7: EXTENDING THE ADVENTURE

The immediate plot of “Fun City” is
over, but the adventure’s elements
don’t have to vanish. Here are some
notes on the features you can estab-
lish and expioit for future adventures:

NEW VILLAINS

The adventure has set up three vil-
lains, or perhaps one of your own, as
possible long-term opponents for the
heroes. What's more, the Enchant-
ment drug has created more super hu-
mans, these of your own design.
Though the Dispei antidote has cov-
ered the city, it is the work of a piot de-
vice to say that the villains keep their
newfound powers. And they wiil soon
gain experience as well, becoming
deadlier cppenents.

- They can be especially effective if
you used the Campaign Kickoff op-
tion. Tied to the PCs’ fate by a com-
mon origin in the drug’s effects, these
villains can represent a stili-later re-
finement of the formula that created
the PCs. So the villains are more pow-
erful.

However, the villains may also be in
danger of siowly going insane be-
cause of the drug’s lingering side ef-
fects. This probabily leads to an
unreasoning hatred of the PCs, who
are closely tied by the common
threads of their origins.

NEW PLOTS

In future adventures you can incor-
porate the parts of this framework that
you didn't employ this time ocut.
Maybe the Canglomeroids, though
left on the sidetines in this adventure,
show up as the tool of another power-
ful magician later on. Re-use the labo-
ratory  descriptions in  later
adventures. Adapt the villain tracks by
assigning the villains the same mo-
tives but different nefarious schemes.

NEW NPCs

Various informants, victims, and by-
standers rescued in the Hotspot
encounters may reappear later at the
PCs’ headquariers, grateful for their

rescue or needing further help. Some
can become long-term campaign rela-
tionships.

Another bizarre source of NPCs is
the Conglomeroid creatures from the
ioki plotiine. Assuming the PCs got
absorbed and learned to control them,
they may have met a new NPC while
inside!

Remember the giant in Section 1,
Traffic Jam? Perhaps, once cured, he
or she can renew that old relationship
with one of the player characters. By
taking advantage of such elements,
you lend continuity and rich subplot
possibiiities to your campaign.

A NEW WAY TO PLAY

Though this campaign set has de-
scribed many locations in Marvel’s
Manhattan, in a larger sense the
whole supplement is describing a sin-
gle concept: a well-constructed cam-
paign, created with a solid premise
and direction, tailored to the player

characters, rich in detail, background,
and ongoing character stories.

If you already play this way, congrat-
utations! Use the hard data in this set
to improve what is probably already
an exciting campaign.

If you have felt a lack in your games,
or want to improve your abilities in ad-
venture design, establishing goals,
staging, playing up character con-
cepts, and encouraging creative
play—then this set can be the gate-
way to a new place. . . .

A place not just of towering sky-
scrapers, mysterious tunnels, high fi-
nance, and low crime—not just of
cops and crooks, good guys and bad
guys—but a place of stories, where
the most miraculous happenings
make sense, because they're truer
than reatl life.

Go through that gateway. Explore
that waonderful place.

if you can make it there, you'll make
it anywhere.
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