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H
ow much trouble can a bunch of kids be? Quite a lot, when 
those kids were once the members of the world-famous Freedom 
League and they still have their amazing array of super-powers! 
Even more when the “kid” in question is the extradimensional 

imp known as Quirk, who’s looking to play a dangerous new game with 
the heroes of Freedom City.

Little League is an adventure for the Mutants & Masterminds 
Superhero RPG. It is intended for a group of four to six power level 10 
heroes, although the Gamemaster can scale the adventure to make it 
suitable for higher or lower level heroes by increasing or decreasing 
the power levels of the challenges as appropriate (generally by approxi-
mately the same amount as the heroes).

The adventure is set in Freedom City (described in the Freedom City 
campaign sourcebook available from Green Ronin Publishing). Although 
the Freedom City book is strongly recommended for running this adven-
ture, it is not required. All the necessary material is included here and in 
the Mutants & Masterminds core rulebook.

Text presented in boxes such as this one is for the 
Gamemaster to read aloud to the players to introduce a 
particular scene or element of the adventure. Feel free to 
paraphrase or modify the introductory text as best suits the 
game you’re running.

Players intending to play in this adventure should read no further. 
The rest of the text is for the Gamemaster only!

Adventure SummAry
The extra-dimensional imp Quirk (Freedom City, page 215) has plagued 
Freedom City and its heroes in the past, looking for fun and amuse-
ment, but the heroes have always found a way to get rid of him. Quirk 
has decided part of the problem is heroes like the Freedom League are 
just no fun, but he has a way of fixing that, and finding himself some 
new playmates in the process!

Quirk transforms the heroes of the Freedom League on-board their 
satellite headquarters into children, but with their normal super-powers 
and abilities. When some of the super-powered tykes escape to Earth, 
it’s up to the heroes to corral them without doing them any harm, and 
to convince Quirk to turn them back to their normal selves and leave 
Earth alone (at least for a while).

running LittLe LeAgue
This adventure is challenging to the heroes for two reasons: the first 
they need to stop the transformed Freedom Leaguers from causing 
havoc and mayhem without hurting them (or causing further trouble 
in the process). The other is Quirk; the cosmic imp is nigh omnipotent, 
capable of shrugging off anything the heroes might throw at him. They 
can’t overcome Quirk through brute force; cleverness and cunning are 
required to do the job.

The initial scenes on board the Lighthouse and dealing with the 
Freedom Tots shouldn’t be too easy for the heroes. Feel free to invoke 
GM Fiat to ensure they provide a suitable challenge, and also allow the 
players the opportunity to rack up some hero points, they’ll need them 
later on to deal with Quirk! Likewise, be liberal in allowing players to 
spend hero points on stunts or any unusual plans they might come up 
with, also keep in mind that players can spend hero points for inspira-
tion (see Hero Points on page 121 of M&M for details). In fact, you 
may want to remind the players of this opportunity, if they overlook it 
later in the adventure

invoLving tHe HeroeS
How the heroes get involved in this adventure depends on their role in 
the setting and Freedom City:

•	 If	they	are	new	members	of	the	Freedom	League	(perhaps	following	
the sample adventure A League of Their Own from the M&M rulebook), 
then they happen to be on Earth—possibly dealing with an emergency 
or just some routine paperwork—when Quick transforms the rest of the 
League. They return to the Lighthouse to help their teammates.

•	 Students	of	the	Claremont	Academy	(Freedom City, page 129) are 
excluded from Quirk’s “spell” and may be called up to help, particu-
larly if there’s no one else available. Headmaster Duncan Summers 
may ask them to help out, either on his own or at the behest of 
AEGIS Director Powers.

•	 Heroes	affiliated	with	AEGIS	or	UNISON	may	be	assigned	to	inves-
tigate happenings at the Lighthouse by their superiors. The same is 
true of other heroes affiliated with the government or authorities.

•	 Students	or	protégés	of	Master	Mage	Adrian	Eldrich	may	likewise	be	
asked to investigate a powerful “disturbance in the ether” Eldrich 
sensed when Quirk worked his mischief. This might involve “non-
mainstream” Freedom City heroes in the matter.

Other openings may present themselves, depending on the style and 
background of your group. In general, the point is that the Freedom 
League is apparently unreachable, and the player character heroes are the 
only ones who can get the job done. Adjust the descriptive text and intro-
duction of the adventure as needed to suit your own heroes and series.

Scene one: Freedom,  
We HAve A ProbLem

You’re not one to refuse a summons from the Director of 
AEGIS, the American Elite Government Intervention Service, 
especially when it comes in the form of an AEGIS hover-carrier 
landing outside! The uniformed agent hustles you on-board and 
you’re surprised to find Harry Powers, the Director himself, sitting 
in the carrier’s passenger bay, wearing an AEGIS field uniform. 
His dark face is grim and you think you detect even more gray 
streaking the dark hair and beard as he looks you over.

“We’ve got a situation,” he says as the carrier’s engines fire 
up and it begins to lift off again. “We’ve lost communication 
with the Lighthouse and the Freedom League. The comm sys-
tem seems to be working properly, we just can raise anyone 
on-board the satellite. Somebody needs to go up there and find 
out what’s happening and I’d like that somebody to be you, if 
you’re willing.”

Allow the heroes time to ask Director Powers any questions they 
might have. He doesn’t have a lot of information for them other than 
what he’s stated: it’s been just under an hour since they lost contact, 
there are no signs of any trouble apart from the communication prob-
lem, and the AEGIS doesn’t know what’s going on up at the Lighthouse; 
that’s why they’re asking the heroes to investigate. If pressed, Powers 
reluctantly admits that he thinks it’s best if a group with super-powers 
investigates rather than a team of AEGIS agents, since there’s no telling 
what they might be walking into.
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After picking up the heroes, the hover-carrier heads to Freedom 
Hall—in downtown Freedom City—and lands just behind the headquar-
ters. At Freedom Hall the heroes can use the League teleportal to go 
up to the Lighthouse and check things out. Assuming they agree to go, 
read the following:

You step onto the teleportal platform and stand in position 
as the technician adjusts the controls. Standing at the foot of 
the platform, Director Powers says to you, “Keep in contact, 
find out as much as you can, and then get out of there. Good 
luck.” He takes a step back as the technician touches a con-
trol and bright light shimmers all around you. Then, suddenly, 
you’re somewhere else...

Scene tWo: time-out  
For tHe terribLe tykeS
On board the Lighthouse, the heroes discover members of the sat-
ellite support crew, transformed into kids somewhere around six or 
seven years old. They’re understandably confused and scared, and 
don’t have any of their adult memories or skills to operate any of the 
Lighthouse’s equipment, so they’ve been wandering around for the 
most part, unable to access any of the secure parts of the station. 
Some have been crying for help while others have taken to playing 
around with whatever is at hand.

The kids don’t really know what happened, but they quickly look to 
the newly arrived heroes for guidance and assistance, giving them the 

task of calming a gaggle of frightened youngsters. Feel free to call for 
interaction skills checks as you see fit and encourage players to roleplay 
talking to the kids. There’s no immediate sign of the Freedom Leaguers, 
but that changes once the heroes have been on-board for a few min-
utes.

tHunder bLunder
Several echoing bangs shake the Lighthouse. Internal sensors show 
interior impacts from a ricocheting object in the lower levels of the 
structure. A few more such impacts could potentially lead to a hull 
breach!

If the heroes investigate, they discover a pint-sized Captain Thunder 
caroming around the corridors of the lower levels of the Lighthouse, 
smashing into walls as he tries to control his flight, shaken up but 
unhurt due to his extreme Toughness and generally having a blast. They 
have to get him to stop before he manages to punch a hole in the sta-
tion’s outer hull, as he’s oblivious to any danger. He’s having fun and 
not inclined to do what the heroes say right off, so they can either try 
and find some way to restrain him, or you can allow a sufficient interac-
tion skill check to do the trick, say DC 25 or so, or a couple less difficult 
checks.

our gAng
Several other “kidified” Freedom Leaguers are on board the station, 
getting themselves into various kinds of trouble. You can play out the 
following encounters for as long as they are challenging and fun for 
the heroes. They might split up or deal with the different Freedom 
Kids in succession as they manage to track them down. Possibilities 
include:
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•	 Bowman and Raven are having a shooting contest in the 
Lighthouse’s mess-hall, much to the enjoyment of a group of young 
support staff onlookers, save for the two kids who have been cho-
sen to have apples shot off their heads from across the room. The 
heroes show up just as Bowman and Raven are about to make their 
fateful shots...

•	 Young Daedalus is conducting “experiments” in the Lighthouse’s labo-
ratory section, which in his current state primarily means mixing things 
together to create interesting flashes, bangs, and other special effects. 
The heroes have to stop him before he manages to do something to set 
off an even bigger explosion or cause some other damage.

• Lil’ Lady Liberty has been trying her very best to get everyone to “play 
fair” and get along, while searching for some sort of adult authority to 
put order to the whole mess. She’s extremely grateful for the heroes’ 
arrival, and follows them around, offering suggestions and trying to 
help them out, in true teacher’s pet fashion, but more likely just aggra-
vating the other kids and undermining the heroes’ authority. Feel free 
to play this up for laughs for as long as it’s amusing.

•	 Pseudo has turned into a kid-like version of himself, in spite of the 
fact that Grue are never really “kids.” In fact, the alien hero is greatly 
enjoying having a childhood, playing all sorts of games and using his 
shape-shifting	powers	to	the	amusement	of	his	peers.	Unfortunately,	
he’s having too much fun to want to stop, and his powers make him 
quite slippery when it comes to catching him. He’ll lead heroes on a 
merry chase through the Lighthouse for as long as he can until they 
come up with some way of containing him.

•	 Star	Knight has unfortunately found her way into the Pegasus 
bay on the station and is messing about, trying to figure out how 
to fly the spaceplane. The potential for disaster is great, and heroes 
might arrive just as Star Knight guesses how to cycle open the bay 
doors, sending the atmosphere in the bay rushing out into space...

If encounters with the junior Freedom League start to wear thin, feel 
free to have the remaining kids fall in line once the heroes establish 
they’re in charge. After all, they’re still kids and looking for some adult 
authority and guidance. If you want, Lil’ Lady Liberty might corral all 
the kids with a yell for them to pipe down and listen up. She’s pretty 
bossy, after all.

Wait a minute, that’s only seven out of ten Leaguers... so where are 
the rest of them? Young Daedalus has the answer: he figured out how 
to jury-rig a teleportal and sent three of his rambunctious playmates 
down to Freedom City, right after the heroes arrived...

Scene tHree: LittLe 
LeAgue on tHe LooSe
The remaining three Freedom Leaguers transformed by Quirk are on the 
loose in Freedom City. The heroes can use the teleportal on board the 
Lighthouse to return to Earth and try and contain them. Once the situ-
ation is under control on the satellite, an AEGIS team transports up to 
take charge of the place, monitor its systems, and so forth.

Then the heroes have to locate the missing Leaguers. Fortunately, it’s 
not terribly difficult, as they’ve all left something of a trail to follow. Run 
the following encounters in whatever order you see fit, as suits the heroes’ 
actions and the flow of the adventure. The heroes again might split-up to 
deal with the escapees or they might try handling them in succession.

Let’S rAce!
Johnny Rocket is looking for a race, zooming through the streets of 
Freedom City in search of someone or something able to keep up with 
him. Of course, the junior speedster’s uncontrolled hypersonic passage is 
wrecking havoc (Johnny normally has better control over his speed via 
molecular vibration). The heroes have to deal with traffic accidents, dis-
rupted power lines, ruptured fire hydrants, broken windows, and the like. 
They can get Johnny to stop by challenging him to a race and beating him. 
The GM might want to use the optional chase rules from Mastermind’s 
Manual to handle the chase through the city and the subsequent race.

my FiSHy FriendS!
Out in Freedom Harbor, Lil’ Siren is having a get-together of some of her 
“fishy	 friends.”	 Unfortunately,	 that	means	 huge	 schools	 of	 fish,	 giant	
squid, whales, and more clogging up the harbor, endangering shipping, 
and “playing” with boats and swimmers in a fashion that might prove 
dangerous.	 Use	 the	 dolphin,	 giant	 squid,	 and	whale	 archetypes	 from	
pages 230-232 of M&M for some of Siren’s “friends,” plus the angry 
young goddess herself, should the heroes disrupt her “party” and draw 
her ire, leading to stormy weather and high seas for everyone!

tHe Sentry StAtue (AnimAted) PL ??
Str 42 Dex 10 Con — Int — Wis 10 Cha —

Powers:	Growth	16	(colossal; Permanent; Innate), Immunity 30 (Fortitude), 
Protection 10 (Impervious)

Combat: Attack +2 (includes –8 due to size), Grapple +42, Damage +16 
(unarmed), Defense +2 (includes –8 due to size), Knockback –26, Initiative +0

Saving	Throws: Toughness +18, Fortitude —, Reflex +0, Will —

Abilities	–20	+	Skills	0	+	Feats	0	+	Powers	99	+	Combat	40	+	Saves	0	
=	119



LITTLE LEAGUE A MUTANTS & MASTERMINDS CAPER! A MUTANTS & MASTERMINDS CAPER! LITTLE LEAGUE

LITTLE LEAGUE 5

dAnce, Sentry, dAnce!
Lastly, an uncharacteristically childish Lil’ Dr. Metropolis is having fun by 
creating his own “playmate” by animating the Sentry Statue in Riverside 
Park! He’s making the statue dance like a giant puppet, threatening 
nearby monuments, buildings, and passers-by. Dr. Metropolis is inside 
the statue’s head and reacts to any sort of attack or attempt to end his 
“fun” by having the Sentry Statue swat or stomp on the interloper. The 
heroes have to get the urban urchin under control without smashing the 
Sentry Statue in the process.

FurtHer Hi-JinkS
The previous scenes are just a few examples of the sorts of mischief you 
can get the Freedom Tots into. Feel free to extend the scene by having 
additional “kidified” members of the League transport to Earth to give 
the heroes things to do before the next scene of confronting Quirk.

Scene Four:  
kiLroy WAS iS Here
Once the heroes have corralled the entire Little League (or you’ve decided 
the shtick has worn thin with the players and want to move on), Quirk 
appears out of thin air with a loud popping sound, laughing and proclaim-
ing how much fun this has all been. He confirms any heroic accusations of 
being behind this whole mess, saying “I was just having some fun.”

Now, of course, Quirk’s fun has run out, unless the heroes are willing 
to let the Little League “out to play,” or want to entertain Quirk them-
selves. The last thing they want is for the interdimensional imp coming 
up with some new amusement, so they need to get rid of him as quickly 
as possible. Since they can’t just hand him some money and send him to 
the movies, they’ll need a better plan. Some possibilities include:

•	 Challenge	 Quirk	 to	 a	 game,	 ranging	 from	 board	 games	 to	 video	
games, roleplaying games, or kids’ games like dodge ball (albeit 
played with exploding energy “balls” Quirk conjures out of nowhere, 
capable of knocking targets for a loop). Essentially, if the heroes 
win the game, Quick has to go home.

•	 Teach	the	Little	League	a	very	important	lesson	in	the	responsible	
use of their powers, After-School Special style, getting them to reject 
Quirk’s “let’s just have fun!” approach. Once his fun is spoiled, Quirk 
gives up and disappears.

•	 Trick	Quirk	into	turning	them	into	kids	to	challenge	the	Little	League	
to a game or the like for his entertainment. Again, if the heroes win, 
Quirk’s is outta here.

•	 Some	other	offbeat	plan,	like	talking	Quirk	into	trying	to	be	grow-up	
in the same way he turned the Freedom League into kids because 
he doesn’t appreciate the adult point of view. When Quirk trans-
forms into an adult, he suddenly gets a sense of responsibility, fixes 
the mess he caused, and departs (although he’ll revert back to his 
impish self eventually).

Pretty much any plausible plan should have at least a chance of suc-
cess. If the players aren’t coming up with anything, you can always 
have Quirk propose a challenge, betting that if he loses, he’ll go away, 
but if the heroes lose, they get turned into kids too to be his newest 
playmates. Sometimes defining the challenge for the players can make 
things easier, while other groups prefer to come up with plans of their 
own. Remember players can also spend hero points for inspiration, get-
ting some hints about the previously mentioned plans.

Once Quirk is gone, everything he changed reverts to normal, including 
the members of the Freedom League. If you’re feeling extra-generous, you 
can have everything revert back to the way it was before the adventure 
began: essentially, the heroes are back where they started and only they 
(and possibly a grateful Freedom League) even remember what happened.

FurtHer AdventureS
If you and your players have fun with the Little League, there’s always a 
possibility Quirk may do something similar in the future and the half-pint 
heroes might return. Alternately, Quirk or some other force might create a 
separate Little League, independent of the Freedom League, rather than 
transforming them into kids. If you have the Worlds of Freedom source-
book, a Little League might come from some parallel universe, or appear 
from the reality-warping powers of some latent superhuman or the like.

Another potential follow-up is when Quirk returns and transforms the 
heroes into kids to get back at them, threatening to leave them as tykes 
until they grow up all over again. The mere prospect of having to go 
through adolescence twice should be enough to horrify any superhero!

cHArActerS
The following characters appear in Little League:

tHe LittLe (Freedom) LeAgue
Although transformed into little kids, the members of the Freedom League 
retain their formidable powers and abilities. You can use the game stats 
given on pages 113 to 122 of Freedom City to represent them, adjusting 
them as you see fit and keeping in mind the kid versions don’t have quite 
the same expertise (or restraint) in the use of their powers.

If you don’t have access to the Freedom City sourcebook, you can 
either substitute a suitable hero team from your own game for the 
League or use the archetypes from the M&M rulebook to represent 
them, as follows:

•	 Bowman: Weapon Master (M&M, page 23) wielding a bow and 
rank 5 trick arrows.

•	 Captain		Thunder: Powerhouse (M&M, page 21) with Electrical 
Control 12 and Flight in place of Leaping.

•	 Daedalus: Battlesuit (M&M, page 17) with Int 30.
•	 Dr.	 Metropolis: Energy Controller (M&M, page 18) with an 

Animate Objects and Telekinesis array.
•	 Johnny	Rocket: Speedster (M&M, page 23).
•	 Lady	Liberty: Paragon (M&M, page 17) with Light Control 11.
•	 Pseudo: Shapeshifter (M&M, page 22) with Mind Reading 8 and 

Mental	Communication	16.
•	 Raven: Costumed Adventurer (M&M, page 18).
•	 Siren: Energy Controller (M&M, page 18) with a Water Control 

and Weather Control array, Str 24, and a Snare 11 magic net.
•	 Star	Knight: Battlesuit (M&M, page 17).

Quirk
Quirk is described on page 215 of Freedom City. He’s essentially a bratty 
kid from another dimension with virtually unlimited reality altering pow-
ers and a fairly short attention span. He plays with humans like a child 
might	play	with	an	anthill.	Ultimately,	Quirk	wants	entertainment,	but	
he tends to get bored with any particular “game” sooner or later.

Quirk is a power level X character and has no game stats: he’s invul-
nerable to harm and capable of doing anything, simply by willing it to 
happen. The heroes can’t overcome him with brute force, although they 
may be able to trick or negotiate with him (see Scene Four for details).
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OPEN	GAME	LICENSE	Version	1.0a
The following text is the property of Wizards of the Coast, Inc. and is 
Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1.	 Definitions: (a)”Contributors” means the copyright and/or trademark 
owners who have contributed Open Game Content; (b)”Derivative Material” 
means copyrighted material including derivative works and translations 
(including into other computer languages), potation, modification, correction, 
addition, extension, upgrade, improvement, compilation, abridgment or other 
form in which an existing work may be recast, transformed or adapted; (c) 
“Distribute” means to reproduce, license, rent, lease, sell, broadcast, publicly 
display, transmit or otherwise distribute; (d)”Open Game Content” means the 
game mechanic and includes the methods, procedures, processes and routines 
to the extent such content does not embody the Product Identity and is an 
enhancement over the prior art and any additional content clearly identified 
as Open Game Content by the Contributor, and means any work covered 
by this License, including translations and derivative works under copyright 
law, but specifically excludes Product Identity. (e) “Product Identity” means 
product and product line names, logos and identifying marks including trade 
dress; artifacts; creatures characters; stories, storylines, plots, thematic ele-
ments, dialogue, incidents, language, artwork, symbols, designs, depictions, 
likenesses, formats, poses, concepts, themes and graphic, photographic and 
other visual or audio representations; names and descriptions of characters, 
spells, enchantments, personalities, teams, personas, likenesses and special 
abilities; places, locations, environments, creatures, equipment, magical or 
supernatural abilities or effects, logos, symbols, or graphic designs; and any 
other trademark or registered trademark clearly identified as Product identity 
by the owner of the Product Identity, and which specifically excludes the Open 
Game Content; (f) “Trademark” means the logos, names, mark, sign, motto, 
designs that are used by a Contributor to identify itself or its products or the 
associated products contributed to the Open Game License by the Contributor 
(g)	“Use”,	“Used”	or	“Using”	means	to	use,	Distribute,	copy,	edit,	format,	mod-
ify, translate and otherwise create Derivative Material of Open Game Content. 
(h) “You” or “Your” means the licensee in terms of this agreement.

2.	The	License:	This License applies to any Open Game Content that contains 
a	notice	 indicating	 that	 the	Open	Game	Content	may	only	be	Used	under	
and in terms of this License. You must affix such a notice to any Open Game 
Content	 that	 you	Use.	No	 terms	may	 be	 added	 to	 or	 subtracted	 from	 this	
License except as described by the License itself. No other terms or conditions 
may be applied to any Open Game Content distributed using this License.

3.Offer	and	Acceptance:	By	Using	the	Open	Game	Content	You	indicate	
Your acceptance of the terms of this License.

4.	Grant	and	Consideration: In consideration for agreeing to use this License, 
the Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive 
license	with	the	exact	terms	of	this	License	to	Use,	the	Open	Game	Content.

5.	 Representation	 of	 Authority	 to	 Contribute: If You are contrib-
uting original material as Open Game Content, You represent that Your 
Contributions are Your original creation and/or You have sufficient rights to 
grant the rights conveyed by this License.

6.Notice	of	License	Copyright:	You must update the COPYRIGHT NOTICE 
portion of this License to include the exact text of the COPYRIGHT NOTICE of 
any Open Game Content You are copying, modifying or distributing, and You 
must add the title, the copyright date, and the copyright holder’s name to the 
COPYRIGHT NOTICE of any original Open Game Content you Distribute.

7.	Use	of	Product	Identity:	You	agree	not	 to	Use	any	Product	 Identity,	
including as an indication as to compatibility, except as expressly licensed 
in another, independent Agreement with the owner of each element of that 
Product Identity. You agree not to indicate compatibility or co-adaptability 
with any Trademark or Registered Trademark in conjunction with a work 

containing Open Game Content except as expressly licensed in another, 
independent Agreement with the owner of such Trademark or Registered 
Trademark. The use of any Product Identity in Open Game Content does not 
constitute a challenge to the ownership of that Product Identity. The owner 
of any Product Identity used in Open Game Content shall retain all rights, 
title and interest in and to that Product Identity.

8.	Identification:	If you distribute Open Game Content You must clearly 
indicate which portions of the work that you are distributing are Open Game 
Content.

9.	Updating	the	License: Wizards or its designated Agents may publish 
updated versions of this License. You may use any authorized version of this 
License to copy, modify and distribute any Open Game Content originally 
distributed under any version of this License.

10.	Copy	of	this	License:	You	MUST	include	a	copy	of	this	License	with	
every copy of the Open Game Content You Distribute.

11.	Use	 of	 Contributor	 Credits: You may not market or advertise the 
Open Game Content using the name of any Contributor unless You have 
written permission from the Contributor to do so.

12.	 Inability	 to	Comply: If it is impossible for You to comply with any 
of the terms of this License with respect to some or all of the Open Game 
Content due to statute, judicial order, or governmental regulation then You 
may	not	Use	any	Open	Game	Material	so	affected.

13.	Termination:	This License will terminate automatically if You fail to 
comply with all terms herein and fail to cure such breach within 30 days of 
becoming aware of the breach. All sublicenses shall survive the termination 
of this License.

14.	Reformation: If any provision of this License is held to be unenforce-
able, such provision shall be reformed only to the extent necessary to make 
it enforceable.

15.	COPYRIGHT	NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.

System Reference Document, Copyright 2000, Wizards of the Coast, Inc., 
Authors Jonathan Tweet, Monte Cook, Skip Williams, based on original 
material by E. Gary Gygax and Dave Arneson.

Modern System Reference Document, Copyright 2002-2004, Wizards of 
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Stephen Kenson, Mark C. Mackinnon, Jeff Mackintosh, Jesse Scoble.

Freedom City, Copyright 2003, Green Ronin Publishing; Author Steve 
Kenson.

Mutants & Masterminds, Second Edition, Copyright 2005, Green Ronin 
Publishing; Author Steve Kenson.

Freedom City, Second Edition, Copyright 2005, Green Ronin Publishing; 
Author Steve Kenson.

Capers: Little League, Copyright 2009, Green Ronin Publishing; Author 
Steve Kenson.


	Cover
	Credits
	Little League
	Adventure Summary
	Running Little League
	Involving the Heroes
	Scene One: Freedom, We Have A Problem
	Scene Two: Time-Out for the Terrible Tykes
	Thunder Blunder
	Our Gang

	Scene Three: Little League on the Loose
	Let’s Race!
	My Fishy Friends!
	Dance, Sentry, Dance!
	Further Hi-Jinks

	Scene Four: Kilroy Was Is Here
	Further Adventures


	Characters
	The Little (Freedom) League
	Quirk

	License

