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PURPLE HAZE & SCARLET MIST
REAL NAMES: Jordan and Holly Christopher
OCCUPATION: Criminal hedonist and accomplice
BASE: Freedom City

As SHADOW agents stole his teleportation experiments, 
brilliant physicist Brad Raymond was accidentally trans-
formed into the gaseous-formed menace Mr. Mist. For 
years after, Raymond battled against his intermittent 
sanity and permanently desolid state to regain his hu-
manity. With the Freedom League’s help, Raymond even-
tually recovered his purloined notes and components 
from SHADOW, which enabled him to develop a cure for 
his condition.

The newly restored Raymond learned two young 
orphan twins, Jordan and Holly Christopher, 
were also rescued from SHADOW, having 
been used as test subjects for recreating 
Mr. Mist’s abilities. SHADOW’s trials suc-

ceeded, but left the siblings emotionally and physically 
traumatized. Feeling responsible for what had happened 
to them, Raymond tried and failed to remove the chil-
dren’s powers, and in time his increasing guilt led him to 
become their legal guardian. Noble as his intentions were, 
Raymond was incapable of both rebuilding his life and 
parenting disturbed, super-powered youngsters. When 
teenage Jordan finally ran away for good, Holly in tow, all 
Raymond could do was begin a still-fruitless search.

Jordan soon embraced a life of thievery, drugs, sex, 
and emotional sadism. Holly, unable to live without her 
wicked brother, clung to him and hoped in vain he’d 
change. Recently, Jordan’s insatiable appetite for illicit 
delights brought him to Freedom City’s infamous House 

of Usher, and he eagerly embarked on a life of true 
supervillainy as one of its enforcers. Jordan took 

the codename Purple Haze, with Holly as his re-
luctant accomplice Scarlet Mist.

While primarily a thief of cash, 
chemicals, and anything else 
that feeds his habits, Jordan is 

becoming increasingly pleased 
with the great rewards of hurting 

others for the House of Usher. Holly, 
as she has her entire life, simply goes along 

and hopes she will someday find peace, 
and her brother will be alive to share it.

PERSONALITY

Jordan is a young, beautiful, demoniacally 
charismatic, laughing Pan, drawing many 

irresistibly to him and his personal gospel 
of indulgent freedom. He combines his 

“liberating” acts of debauchery with 
seemingly deep and serious spoken 
ruminations on how he’s rebelling 

against the real evils of repres-
sion and hypocrisy while showing 

off his (broad but shallow) 
knowledge of poetry, music, 
literature, and other arts. So 
long as people are useful to 
his pursuit of selfish plea-
sures, this is the side of him 
they see.

The “useless” find Jordan 
is immature, petty, re-

morseless, and mock-
ingly cruel. Even his 
seemingly deep love 
for Holly is partly a 
reflection of how her 

powers and loyalty are 
advantageous to him.
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PURPLE HAZE PL11
STR STA AGL DEX FGT INT AWE PRE

2 3 5 2 5 1 4 7

POWERS

Gaseous Form: Activation (Standard Action) • 67 points
• All-Around Vision: Senses 1 (Radius: Normal Sight)
• Breathtaking: Array (44 points)

• Suffocation: Progressive Shapeable Area Affliction 11 
(Resisted and Overcome by Fortitude; Dazed, Stunned, 
Incapacitated)

• Drug-Induced Hallucinations: Shapeable Area 
Affliction 11 (Resisted and Overcome by Fortitude; 
Variable Condition (All))

• Desolid: Immunity 3 (All Suffocation, Starvation and Thirst), 
Insubstantial 2 (Gaseous)

• Obscuring: Shapeable Area Concealment Attack 4 (all 
visual senses), Partial

• Riding the Wind: Flight 1 (4 MPH)

SKILLS

Close Combat: Unarmed 5 (+10), Deception 5 (+12), Expertise: 
Art 3 (+4), Insight 5 (+9), Perception 5 (+9), Stealth 5 (+10)

ADVANTAGES

Attractive 2, Daze (Deception), Defensive Roll 5, Fascinate 
(Deception), Improvised Weapon, Taunt

OFFENSE

INITIATIVE +5

Suffocation — Close, Progressive Shapeable Area 
Affliction 11 

Drug-Induced 
Hallucinations — 

Close, Shapeable Area Affliction 11

Improvised Weapon 
(Club) +10

Close, Damage 4

Unarmed +10 Close, Damage 2

DEFENSE

DODGE 12 FORTITUDE 10

PARRY 12 TOUGHNESS 8/3*

WILL 12 * Without Defensive Roll.

POWER POINTS

ABILITIES 58 SKILLS 14

POWERS 67 DEFENSES 29

ADVANTAGES 11 TOTAL 179

COMPLICATIONS

Motivation—Thrills: Purple Haze is an unprincipled hedonist 
who uses his powers solely to feed his limitless appetite for 
money, sex, and drugs.
Enemy: Brad Raymond, the former Mr. Mist, works tirelessly to 
capture and cure his estranged wards.
Weakness: For some reason, direct exposure to salt burns 
Purple Haze while in his gaseous form. He resists this with 
Fortitude (rank depending on the amount of salt contacted), 
with failure leaving him stunned, dazed, or incapacitated.

Holly shares her twin’s innate personal magnetism, but is 
quiet, bright, sensitive, and sweetly cherubic. She craves a 
normal life nearly as much as Jordan hungers for venality, 
but he’s been her whole life for so long she feels secure 
with no one else. When Jordan is endangered, the child-
like viciousness within her emerges as she defends him. 
She is the far more stable and strong willed of the two, but 
she refuses to abandon her brother.

POWERS & ABILITIES

Purple Haze can transform his body into a semi-opaque, 
amethyst-hued cloud of gas, rendering him as difficult to 
capture or harm as the air itself. He can force his gaseous 
self into the lungs of enveloped victims, and then asphyxi-
ate them or (by altering his drug-laden body chemistry) 
flood their bloodstream with psychoactive substances. 
The specific hallucinations he chooses to induce are 
meant as ironic punishments, according to his twisted 
ideals.

Aided by his good looks, Purple Haze is a masterful de-
ceiver. Since his powers preclude him from carrying 
weapons, he became a skilled brawler out of necessity, 
though using his fists remains a last resort.

Similarly, Scarlet Mist transmutes into a mass of blood-red 
mist, capable of drowning those compelled to breathe it 
in. Once victims are infiltrated, she can force the blood 
from their veins, producing tremendous pain, trauma, and 
(potentially) a grisly crimson arterial spray.

ALLIES

In addition to his personality cult, Purple Haze is a regular 
patron and operative of the reborn House of Usher. Scarlet 
Mist has a number of admirers in many different walks of 
life, ready to do her favors out of sincere devotion and ad-
miration.

ENEMIES

As a result of the childhood abuse inflicted upon them, 
both twins hate and fear SHADOW. Many people wronged 
by Purple Haze seek revenge. The well-meaning Brad 
Raymond still seeks to find and cure them.

HOOKS

Angel, Angel Down We Go: Any Freedom City hero with 
a Responsibility complication involving a youngster (son, 
daughter, niece, or nephew) faces the dreaded teenage 
rebelliousness eventually. Hero points aren’t earned for 
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problems that can be solved by grounding, and thus, in 
this case, the complication is likely to propel loved ones 
into the baleful orbit of Purple Haze. Purple Haze flaunts 
his control over people, and becomes insufferable when 
a hero’s relative is under his sway. It takes the characters’ 
time and effort to free loved ones from Purple Haze’s 
enabling influence (boosted by Scarlet Mist’s enticing, 
benign behavior). When Haze’s true nature is revealed, 
he won’t hesitate to use the hero’s relatives as hostages 
and bargaining chips, putting the characters in a deli-
cate position.

Kiss From a Rose: Through their usual channels, the 
player characters are contacted with a most unusual 
request: Scarlet Mist asks for their help. Purple Haze is 
planning a crime she believes he won’t survive, even 
with her help, and she needs the heroes to save her 
brother from himself. The heroes quickly find why so 
many fall under the spell of the beautiful, insightful, 
poetic Scarlet Mist, and they see the sweetness and 
kindness she’s capable of. However, the player char-
acters must walk a fine line because the beguiling 
young woman is, beneath it all, a supervillainess. 
This becomes obvious once she leads them to her 
brother and they learn that while she wants them 
to stop her brother, she doesn’t want them bring 
him to justice. When the heroes press the issue, 
they learn Scarlet Mist’s only loyalty is to Purple 
Haze, and she is, as always, prepared to kill to 
safeguard him.

SCARLET MIST PL11
STR STA AGL DEX FGT INT AWE PRE

0 2 6 3 2 3 5 5

POWERS

Gaseous Form: Activation (Standard Action) • 67 points
• Blood Will Rise: Flight 1 (4 MPH)
• Blood Will Tell: Senses 1 (Radius: Normal Sight)
• Crimson Cloud: Immunity 3 (All Suffocation, Starvation 

and Thirst), Insubstantial 2 (Gaseous)
• Blood Drops: Array (44 points)

• Drown in Blood: Progressive Shapeable Area Affliction 
11 (Resisted and Overcome by Fortitude; Dazed, 
Stunned, Incapacitated)

• Hemorrhage: Concentration Shapeable Area Damage 
11, Penetrating 11

• Seeing Red: Shapeable Area Concealment Attack 4 (all 
visual senses), Partial

SKILLS

Expertise: Art 4 (+7), Insight 5 (+10), Perception 5 (+10), 
Persuasion 5 (+10), Stealth 5 (+11)

ADVANTAGES

Attractive 2, Connected, Defensive Roll 6, Fascinate 
(Persuasion), Well-informed

OFFENSE

INITIATIVE +6

Hemorrhage — Close, Concentration Shapeable Area 
Damage 11

Drown in Blood — Close, Progressive Shapeable Area 
Affliction 11 

Unarmed +2 Close, Damage 0

Unarmed +10 Close, Damage 2

DEFENSE

DODGE 14 FORTITUDE 7

PARRY 11 TOUGHNESS 8/2*

WILL 15 * Without Defensive Roll.

POWER POINTS

ABILITIES 52 SKILLS 12

POWERS 67 DEFENSES 32

ADVANTAGES 11 TOTAL 174

COMPLICATIONS

Motivation—Responsibility: Scarlet Mist survived her 
torturous early life only because of the inseparable bond 
forged with her brother, and protects him no matter what 
rather than risk losing him. 
Enemy: Brad Raymond, the former Mr. Mist, works tirelessly to 
capture and cure his estranged wards.
Weakness: For some reason, direct exposure to salt burns 
Scarlet Mist while in her gaseous form. She resists this with 
Fortitude (rank depending on the amount of salt contacted), 
with failure leaving her stunned, dazed, or incapacitated.

Elliot,
I need your help.Someone’s making the people of my city set 
themselves on fire. Or walk off ledges. Or skin 
themselves. Or make their arteries pop like 
water balloons.
Normally, I’d handle this, but all my investi-
gations keep turning up one name “Usher.”It ’s bad enough if those monsters are back, but 
whoever’s responsible also has a youth cult 
around him, thinking the whole thing is cool. 
It reminds me too much of Dad’s stories about 
the Conqueror Worm, back in the day.Please call me.

—Callie.
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CREDITS & LICENSE

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 copyright-
ed 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 iden-
tified as Open Game Content by the Contributor, and 
means any work covered by this License, including trans-
lations and derivative works under copyright law, but spe-
cifically excludes Product Identity. (e) “Product Identity” 
means product and product line names, logos and iden-
tifying marks including trade dress; artifacts; creatures 
characters; stories, storylines, plots, thematic elements, 
dialogue, incidents, language, artwork, symbols, designs, 
depictions, likenesses, formats, poses, concepts, themes 
and graphic, photographic and other visual or audio rep-
resentations; 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, 
modify, translate and otherwise create Derivative Mate-
rial 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 agree-
ing to use this License, the Contributors grant You a per-
petual, 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 contributing 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 distribut-
ing, 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 com-
patibility, except as expressly licensed in another, inde-
pendent Agreement with the owner of each element of 
that Product Identity. You agree not to indicate compat-
ibility or co-adaptability with any Trademark or Regis-
tered 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 automati-
cally 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 unenforceable, 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 the Coast, Inc.; Authors Bill Slavicsek, 
Jeff Grubb, Rich Red-man, Charles Ryan, Eric Cagle, David 
Noonan, Stan!, Christopher Perkins, Rodney Thompson, 
and JD Wiker, based on material by Jonathan Tweet, 
Monte Cook, Skip Williams, Richard Baker, Peter Adkison, 
Bruce R. Cordell, John Tynes, Andy Collins, and JD Wiker. 

Mutants & Masterminds, Copyright 2002, Green Ronin 
Publishing; Author Steve Kenson. 

Advanced Player’s Manual, Copyright 2005, Green Ronin 
Publishing, LLC; Author Skip Williams. 

Silver Age Sentinels d20, Copyright 2002, Guardians 
of Order, Inc.; Authors 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, LLC; Author Steve Kenson. 

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

DC Adventures Hero’s Handbook, Copyright 2010, Green 
Ronin Publishing, LLC; Author Steve Kenson. 

Mutants & Masterminds Hero’s Handbook, Copyright 
2011, Green Ronin Publishing, LLC; Author Steve Kenson.

Mutants & Masterminds Rogues Gallery #3: Purple Haze 
& Scarlet Mist, Copyright 2015, Green Ronin Publishing, 
LLC; Author Christopher McGlothlin.
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Design and Writing: Christopher McGlothlin

Editing and Development: Jon Leitheusser

Art Direction and Graphic Design: Hal Mangold
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Green Ronin Staff: Joe Carriker, Steve Kenson, Jon 
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Barry Williams

Mutants & Masterminds Rogues Gallery #3: Purple Haze 
& Scarlet Mist is ©2015 Green Ronin Publishing, LLC. All 
rights reserved. References to other copyrighted material 
in no way constitute a challenge to the respective copy-

right holders of that material. Mutants & Masterminds, 
Super-powered by M&M, Green Ronin, and their associ-
ated logos are trademarks of Green Ronin Publishing, LLC.

The following is designated as Product Identity, in ac-
cordance with Section 1(e) of the Open Game License, 
Version 1.0a: hero points, power points. All characters and 
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related information are declared Product Identity.

The following text is Open Gaming Content: all game system 
rules and material not previously declared Product Identity.
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