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APRIL FOOL & THE FOOLIGANS
Some people are just born lucky. That was certainly the 
case for April Frule, a premature baby who was supposed 
to have been born in late May, but was named for her 
actual birth-month instead. She might not have been 
lucky in the name department, but in almost every other 
regard, April led a charmed life, the forces of fate seeming 
to look out for her.

Of course, safety and security are not necessarily the same 
things as good fortune in all respects. April’s family barely 
managed to get by, and the adventurous and sometimes 
odd girl didn’t make many friends. Her parents told her to 
play it safe. Society told her to learn how to behave. Her 
peers told her to stop being such a weirdo. April decided 
she wasn’t going to listen to any of them. If they could 
only hear how small and petty they sounded!

So, as soon as she could, April Frule dropped out of 
school, said good-bye to the dead-end place ev-
eryone she knew called home and set out on 
her own, trusting to her luck to keep her 
safe. She doesn’t talk much about those 

times, except to say that she learned a lot. In particular, 
she learned she wasn’t just “lucky,” she was super lucky—
far more than could be explained by mere chance. Experi-
ence and experimentation showed April the real extent of 
her potential, and a new awareness began to dawn upon 
her. With her kind of luck, she could make her fortune!

It would be easy if her extraordinary luck extended to 
things like betting and gambling (although rumor has 
it the casinos have ways of ferreting out super-powered 
cheats). Still, extraordinary luck related solely to risk-tak-
ing and danger suited April just fine. She’d become a true 
adrenaline junky over the years, bolstered by her seeming 
invulnerability.

So it was that the costumed “April Fool” introduced 
herself to the world on her namesake birthday, a daring 

thief with a devil-may-care attitude and un-
believable luck that allowed her to evade 

the police and even superheroes who 
tried to stop her.
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April’s celebrity in the criminal underworld—and the 
size of her cache of ill-gotten gains—grew to the point 
that she attracted some equally thrill-seeking henchmen 
looking for a piece of the action. She gladly employed her 
“Fooligans” (as she calls them) to handle some of the logis-
tics, run interference, and help her to pull off even more 
daring and difficult jobs that no one person, no matter 
how lucky, could handle on her own.

Still, the more challenges April Fool took on, the more dif-
ficult things became, and the more heroes and the authori-
ties have decided she is a serious threat. Even April won-
dered if it’s only a matter of time before her legendary luck 
runs out. So, wishing herself another happy birthday, she 
blew out the single candle on a cupcake and made a wish...

MOTIVATION AND GOALS

April Fool has two main motivations and goals: thrills and 
profit. She looks for the best opportunities to score big in 
the most dangerous ways imaginable, because not only 
are they the most fun, but the most likely to bring her ex-
traordinary luck into play. Playing it safe isn’t for April and, 
in many ways, is more dangerous, since she can’t rely on 
her powers to help out.

Although she doesn’t admit it, even to herself, the thrills 
are more important to April than the money ever was. She’s 
lavish with her spending, precisely because she doesn’t 
care much about holding on to any of it. If she ever had 
enough to set her up for life, she still wouldn’t walk away 
from the excitement and the challenge of being a criminal.

The Fooligans are cast in their boss’ mold, convinced that 
her luck is contagious (it sometimes is, but not always) and 
that there’s no better opportunity to make their mark and 

have fun doing it. April’s willingness to share the spoils, 
along with bringing everyone along on a real thrill-ride, has 
earned her the loyalty of her followers, and they idolize her. 

TACTICS

“Reckless” describes the Fooligans’ tactics in one word: 
They take dares and terrific risks, picking targets that are 
“impossible” to hit and creating circumstances to enhance 
their risk in order to keep the faint-hearted at bay while 
they do their work. They’re the types to carry out a robbery 
while an eighteen-wheeler is dangling dangerously off a 
seaside cliff, or loot a bank vault as the building around 
them burns to the ground.

When necessary, the Fooligans run interference for April, 
and any one of them would do what is necessary to ensure 
their boss escapes, indeed, fate seems to conspire to 
ensure that happens when necessary. April is the biggest 
risk-taker of the whole group, fond of tactics like “playing 
chicken” with police and heroes, and courting disaster so 
she can skip away unscathed while the heroes clean up 
the mess left in her wake.

 HEADQUARTERS AND RESOURCES

With a lot of cash and a few illegal fronts, April has ac-
quired an old property in the Bayview Heights area south 
of Freedom City. The eccentric old mansion features secret 
doors, trick stairs, and a hidden bomb shelter built for the 
odd investor who commissioned it, then promptly went 
bankrupt. The bank that foreclosed was happy to finally 
be rid of it (a lucky break for all concerned). April chris-

APRIL FOOL PL10
STR STA AGL DEX FGT INT AWE PRE

0 1 2 2 3 2 0 2

POWERS

Defensive Luck: Protection 5, Sustained
Ease of Movement: Movement 2 [Sure-footed 2]
Fortunate Failure: Nullify 10 (effects countered by coincidence), 
Broad, Close Range, Effortless, Reaction 3, Simultaneous
Lucky: Enhanced Advantage 5 (Luck)
Lucky Shot: Perception Range 5, Variable Descriptor [attacks], 
Quirk 1 (lower of attack or extra’s rank)

SKILLS

Acrobatics 4 (+6), Athletics 6 (+6), Close Combat: Unarmed 
5 (+8), Deception 6 (+8), Insight 6 (+6), Perception 6 (+6), 
Persuasion 4 (+6), Ranged Combat: Guns 6 (+8), Sleight of 
Hand 5 (+7), Stealth 6 (+8), Technology 6 (+8), Vehicles 4 (+6)

ADVANTAGES

Agile Feint, Beginner’s Luck, Equipment 4, Evasion, Improved 
Initiative, Luck 5, Move-by Action, Power Attack, Redirect, 
Set-up

OFFENSE

INITIATIVE +6

Unarmed +8 Close, Damage 0

DEFENSE

DODGE 14 FORTITUDE 8

PARRY 12 TOUGHNESS 6

WILL 10

POWER POINTS

ABILITIES 24 SKILLS 32

POWERS 79 DEFENSES 38

ADVANTAGES 12 TOTAL 185

COMPLICATIONS

Motivation—Thrills and Greed. 
Fickle Luck: Not matter how lucky she is, April never seems to 
win in the end.
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tion of the omnipotent interdimensional imp Quirk, who 
thinks it would be great fun to enhance her limited prob-
ability warping powers into full-blown reality warping. 
Quirk changes April’s Fortunate Failure power into a 
Transform effect that not only provides “lucky breaks” 
that keep opponents’ powers from affecting her, but 
turns them into ineffectual cartoon parodies of them-
selves!

The newly empowered April goes on a crime-spree, delib-
erately luring heroes into coming after her in order to “zap” 
them, and word spreads like wildfire that the local heroes 
are out of commission. The heroes’ powers become a 
series of comical failures, earning the hero’s player a hero 
point for each instance of power loss.

The loophole (as Quirk always includes one) is the heroes 
can be effective, so long as the use their abilities to do 
things that are funny and in-line with “cartoon logic” and 
they can perform power stunts, using some of those 
earned hero points, to do just that. So, just outright blast-
ing the Fooligans, for example, never works, but rico-
cheting a blast so it knocks a pile of crates (or a dangling 
piano...) onto them does.

Once the heroes apprehend April and her gang, Quirk re-
alizes “the game is up” and goes home ... for now.

tened it “The Fools’ Mansion,” and she and her gang have 
hidden out there successfully for a while now. 

HEADQUARTERS: THE FOOLS’ MANSION 10 POINTS

Size: Huge Toughness: 10 Features: Garage, Living Space, 
Personnel, Secret 2

THE FOOLIGANS

The Fooligans are the equivalent of thugs (see Chapter 9 of 
the Hero’s Handbook) but with Presence 0 and 1 rank of Luck 
each in addition to the archetype’s traits. Unfortunately for 
them, their Luck is strictly a benefit of working for April, and 
it “runs out” as soon as they leave her employ, if not sooner.

APRIL FOOL’S DAY
... “I wish I could show those heroes just what fools they 
are,” April said, blowing out the candle.

“Hahaha, wish granted!” a child-like 
voice replied out of nowhere, 

and that spelled trouble.

Turns out April Fool 
has drawn the atten-
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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 Redman, 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. 

Mutants & Masterminds, 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.

April Fool & the Fooligans, Copyright 2015, Green Ronin 
Publishing, LLC; Authors Steve Kenson.

April Fool & the FooligAns

Writing and Design: Steve Kenson
Editing and Development: Jon Leitheusser
Art Direction: Hal Mangold
Graphic Design: Hal Mangold
Interior Art: Dan Houser 
Playtesters: Leon Chang, James Dawsey, Glenn Hall, 

Nathan Kahler, Jack Norris, Aaron Sullivan
Publisher: Chris Pramas
Green Ronin Staff: Joe Carriker, Steve Kenson,  

Jon Leitheusser, Nicole Lindroos, Hal Mangold,  
Jack Norris, Chris Pramas, Donna Prior, Evan Sass, 
Owen Stephens, Marc Schmalz

April Fool & the Fooligans is ©2015 Green Ronin Publishing, 
LLC. All rights reserved. References to other copyrighted 
material in no way constitute a challenge to the respec-
tive copyright holders of that material. Mutants & Master-

minds, Super-powered by M&M, Green Ronin, and their 
associated logos are trademarks of Green Ronin Publish-
ing, 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 
their associated images, descriptions, backgrounds, and 
related information are declared Product Identity. The fol-
lowing text is Open Gaming Content: all game system rules 
and material not previously declared Product Identity.

Green Ronin Publishing

3815 S. Othello St., Suite 100 #304
Seattle, WA 98118
Email: custserv@greenronin.com
Web Sites: www.greenronin.com
www.mutantsandmasterminds.com
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