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“Where are your friends Jimmy?”

“Mom! How many timesdo | haveto tell you? They
aren’'t my friends. They’' re my teammates. Wearea
superhero team.”

“Okay,” Jimmy’smom said with an under standing
look. “ Where are your teammates?”

“They'reall busy.”

“WHll it istoo nice a day for you to stay inside all
day.”

“But mom, | can’t go out by myself,” Jimmy
protested.

“ Now listen mister. You may be 28 yearsold but as
long as you're living under my roof you' Il follow
therules. Theruleisyou go outside for some fresh
arr.”

“1f I go by myself I’ll get trashed.”

“Nowthere,” shesaidwith pursed lipsin her softest
babytalk. “ Where'smy little hero? Where'smy cute
little Captain Colossus? Hmmmm?” She pinched
his cheek.

“ Okay, fine, I'll go,” Jimmy muttered as he donned
his mask.

“ That'smy little muffin. Now take a jacket with you.
You'll catch cold running around in those tights
all day.”

Fear not solo adventurer. You don’t need to have
awhole team of heroesto battle the forces of evil
and rescuedamselsin distress. Thereisplenty for a
brave hero such as yourself to do in the world of
bulky armor and tight spandex. So get out thereand
stop bad guysintheir tracks.

Can’'t get the gang together? Tired of dragging
around agroup of NPCs? Flying Solo isjust what
you' ve been waiting for! Flying Solo isaseries of
ready-to-run adventuresfor aGM and 1-2 players.
Not scenarios or hooks, these adventures include
villains, maps, cluesand everything elseaGM needs
to put a hero through their paces. Each adventure
includes optional detailsfor atwo-hero scenario.

Flying Solo includes solo villains as well has
villainteamsdesigned to battleyour solo player. Why
should super teams have all the fun while soloists
areleft thumping thugsand stopping bank robberies?
No longer! It'stimefor your hero to learn that fun
that can be had flying solo.
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Gamemastering
(and Playing)
Soloists

Adventuresfor 1-2 players.
Gamemastering for one or two playerscan haveits
rewards and its challenges. For many playersitis
simply anecessity. Most group adventuresrequire
4-6 players aswell asa GM. What happens when
you just can't get 5-7 peopletogether to play? Often
timessolo playersarerelegated to “ going on patrol”
or dealing with paper-thin plots.

It doesn’t haveto bethisway. Adventureswith 1-2
players can beincredibly fun. It isthe perfect time
to flesh out charactersand build ahero who will be
morefun when they act in agroup.

There are waysto make the solo adventuring more
fun for everybody. These ways are outlined in this
section.

Role-playing Takes Center Sage

TheM&M systemisawonderfully fast-paced action
system. This means group battles are fun and easy
to run. It also meansasolo hero can rip through an
adventurein notime. Thiscan put alot of strainon
aGM asthey try to come up with morefor the player
to do. Thekey isto emphasizetherole-playing.

A solo hero could easily go through all five
adventuresin thisbook inoneplaying sessionif they
arerunlikeaction encounters. If they do, something's
missing. Inthefirst adventure Corporate Raider, the
combat encounter might only last ten minutesof redl
time. However, the interaction with NPCs (non-
player characters) before and after the battle could
(and should) run four timesaslong.

That'sthegood stuff. Theheroformsalikeor didike
for someone, protectsthem from avillain, and then

is cheered or jeered for their efforts. Consider
Marvel’'s Spider-Man ®. Save the city and get
bashed by the local newspaper. That's the kind of
depth of story 1-2 player adventures can bring out.

Flesh ‘em Out

The solo or duo adventure providesagreat opportu-
nity to flesh out characters. Whenthe GM hasawhole
group of playersvying for his attention he simply
can’'t spend alot of time on any one character. The
solo adventuring isthe perfect timeto add lifetoyour
hero.

The player should spend thistime dealing with com-
plications, making contacts, building devices, train-
ing and cultivating relationships. Many comic book
heroesarejust facesinthe crowd whenthey areina
group comic. In their solo title we really find out
about the hero and their lives. If the hero planson
spending some experience on devel oping anew item
for her armored suit, make her role-play getting some
rare part or consulting with another inventor type.

When the soloist returnsto the group therole-play-
ing will bethe better for it. If the character istrying
to gather information instead of saying, “I’mgoing
to call my police contact,” they say, “I’m going to
call my pal Detective Vincent.”

SomeoneTo Talk To

In group adventures the hero has other heroes to
bounce ideas off of. In solo adventuresfeel freeto
givetheplayer an NPCtotalk to. Thisneed not bea
combat NPC. Itisjust someonethe GM runswhois
thereto chat with the hero, provide comic relief or
help the hero plan their next move.

In the Victory RPG playtest campaign, the hero
Charger has a sentient magic motorcycle. Thebike
has no combat abilitiesand in agroup setting plays
only aminor role. In solo play themotorcycleiscon-
stantly talking to Charger. It makes demands, wants
to be mentioned when Charger talksto reportersand
soon.

A sidekick can be a thorn in the hero’s side. The
woman who complainsthewholetime sheisbeing
rescued isastaple of action movies. Havefunwith
it. An over-the-top personality can spice up play.
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Contacts vs. Contacts

There are contacts and there are Contacts. Any
player can and should devel op contacts she cantalk
to about variousissues sheisfacing. These contacts
may be cops, scientists, reporters, gang members,
liquor store owners or the guy who runsthe occult
book shop.

Not all contacts are created equally. In M&M
contacts are most linked to two abilities. The skill
Gather Information and the feat Contacts. How the
contactsaplayer has comeinto game play isbased
onthehero’'sahilities.

When aplayer usesthe skill Gather Informationthey
arecalingonal their resources. Thisincludestheir
contacts. Using the skill takes time and simply
knowing somebody doesn’t changethat. If the hero
knows Detective Vincent for example, he can call
the detectiveto get info about acrimina. If thehero
isusing the Gather Info skill and it would normally
take 30 minutes, it still takes 30 minutes. Perhaps
the hero hastowait for the detectiveto call him back
or Vincent tells the hero he'll have to get back to
him.

Ontheother hand ahero with thefeat Contacts gets
a more immediate response from his contacts.
Detective Vincent answersthe phoneandisready to
help.

It isimportant playersrealize that having contacts
from role-playing will not replace purchasing the
Contacts feat. The GM should also make it clear
that playerswith thefeat will be expected to actually
develop contacts through role-playing. Using
Contacts as some anonymous bunch of people the
hero calls when they make a Gather Info check is
boring.

You're My Contact

So you give Detective Jones your superhero cell
phone number 1-800-GET-HERO and you collect
his business card. Now he's your contact. Guess
what?Now you’ re hiscontact too! Don't think for a
second that heisn’t going to call. Of course he'll
call at theworst possibletimetotalk to you about a
case he'srunning.

Contactswork both ways! The GM should encour-
age playersto have many contacts. Each contact pro-
videsthe GM with another gateway to adventures
and plot lines. These gateways can comefrom any-
where.

L ady L ongbow says she wantsto spend her experi-
ence pointsonanew Corrosivearrow. TheGM tells
her it requires a Craft: Chemical check, askill she
doesnot possess. She contactsher chemist friend who
sayshe'll gladly spend amonth designing and build-
ing thearrow. “ Maybeyou can help mewith aprob-
lem,” hesays.

Contacts offer opportunities for the soloist but for
the group aswell. If the group is somewhat reluc-
tant to take on atask maybe ahero getsacall from
Detective Vincent. “Remember when | saved your
backside at the Tech Expo? We really need your
help,” hesays.

Heroic Activity

In solo play the GM and the hero should expect hero
points(M&M page 121) toflow alittiemorefreely
thanin group settings. The soloist isfar morelikely
to encounter their complications, GM fiat and even
be knocked unconsciouswhen they are alone.

On the other hand, they arefar morelikely to need
to spend those points since thefate of the city, world
or universeisontheir shoulders.

{es, Captain USA, I’'msure )
world destruction isimportant,
but the doctor is busy right

\QOW.
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The GM can also havea“ secret pool” of pointsfor
the hero. For example, the GM fudgesaskill check
inthe hero’sfavor so they find animportant piece of
evidence. (seeHide The Dicebelow) Thisisessen-
tially aGM fiat inreverse. During the next encoun-
ter the GM decidesthe hero earnsthree points. In-
stead, the hero isgiven only two pointsto make up
for the onethe GM spent on hisbehalf.

Comic book heroes always seem much more heroic
in their solo books than in their team books. That
will likely bethe casein your gameplay aswell.

It’s Okay to Lose

It isgoing to happen. They'regoing to lose. Maybe
they even deservetolose. Itisonly amatter of time
before your soloist is seeing stars. The important
thing to remember isthat it is okay. If they never
lose, frankly, that’sboring.

Losing isgreat plot device. Heroes remember and
develop apowerful distastefor thevillainswho get
the best of them. It also builds tension as the hero
understandsvictory isno surething. Itiscommonin
comics and superhero movies to see the hero lose
one or more times to a foe before heroically
overcoming themintheend.

What about the body? If a hero is knocked |oopy
they will not automatically betaken hostage. A bank
robber or master thief isnot suddenly going to resort
to kidnapping. On the other hand if a hero gets
knocked out trying to prevent a kidnapping the
villain may decide the city would pay ahandsome
ransom for the hero. Maybethey’ Il finally get to use
that escapeartist skill they’ ve been bragging about.

Hidethe Dice

Anexperienced GM alwaysrollshisdicebehind a
screen. Why? So they can cheat of course! Okay it
isn’t cheating; it's artistic license. Nobody wants
some rogue die roll to ruin an adventure. In solo
campaigning thisiseven morecritical.

Inagroup if ahero iswiped out by some phantom
critica hit, shehasher teeamtofall back on. If asolo
hero suffersthe samefate, that’sit.

The GM may make certain skill checksfor thehero
if itisimportant the hero completeatask or noticea
clue in order to further the adventure. The soloist
doesn’t havethree other setsof eyesthat can notice
the matchbook with the villain’s address written
insde.

It isnot to say the hero needs to be protected. The
solo hero can make heroic recoveriesand even lose
asoutlined above. Infact, the GM fiat can bail out
villainsaswell to help the story. It isjust to say the
ideaisto havefun. Don’t let thedice ruin that.

| nstant Villains

Charger was soloing and ran across a coupl e of ar-
mored government agents. No combat was expected
but trueto form it happened anyway. Charger chal-
lenged the agents to alittle “training battle”. The
problem was the GM hadn’t created stats for the
agents yet. All was not lost. The GM used the in-
stant villaintechniquefor creating foeson thefly.

TheM&M systemispossibly the best system ever
for making foesonthefly. A GM simply hasto have
ageneral ideaof how powerful thefoeswill beand
wingit fromthere.

To make afoe on thefly just understand the power
level system. Theaverage of afoe' sAttack and DC
Savewill matchthelevel. Their Defense and Tough-
ness will average the level aswell. Saves are usu-
ally about half thelevel with maybe one matching
thelevel based on how the GM picturesthem.

The GM above decided the agentswould belevel 7
and would have three base abilities; flight, strike,
and blast. So the agentslooked likethis.

Attack +7, Damage +7 (Strike or Blast), Defense
+7, Toughness+7, Fortitude +7, Reflex +3, Will +3,
Initiative +3.

Violal Instant combat-ready agents that can be
fleshed out | ater.

If you plan on playing the adventures

— STOPHERE! -

Therest of themoduleisfor

Gamemaster EyesOnly!
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The Adventures

Thefollowing arethree ready-to-run adventuresfor
your solo hero. The adventures are designed to
integrate the hero inthe campaign world aswell as
befun. Thereare several NPC contactsto be made,
acouplenemesistypevillains, astrangecity roamer,
the press and a would-be stalker / sidekick all for
the heroto meet.

Thefirst adventure, Corporate Raider isdesigned to
be a starting adventure for a new hero if need be.
Obviously an established hero can runthroughit as

W Corporate
Raider

Oveview

The Brigand is conducting araid on Link Corp at
the Technology Expo to steal their prototype
supercomputer. Hewill arrive at the Expo and make
hisway to the Link Corp demonstration unlessthe
hero can stop him.

Getting the char acter involved

Thisadventureisdesigned to act asan introductory
adventurefor abrand new hero. A herowho hasyet
to make any contacts or any name for themselves
can get involved inthisscenario and beginto do just
that. If the hero is already established, that works
too.

The Technology Expo is the premiere technology
event of the year. The latest gadgets, computers,
vehicles, medical devicesand non-military weapons
will be on display. Coming up with an excuse for
your hero to be there should be easy. Whatever
company herunsor worksfor will beinterested in
what ison display. Newstypeswill cover the event.
Government employees will be assigned to check

TWO PLAYER OPTIONS
If your hero isnot completely alone you can in-
creasethedifficulty of thefirst adventure by add-
ing two Highwayman robots per additional hero.
o, if you havetwo playersinvolvedinthebattle
Brigand will bring two robots with him. If you
havethree heroes, hebringsfour robots.

The robots are detailed at the end of the adven-
ture. They will help cover Brigand'sretreat if he
decidestorunforit.

Damsel In Distresscan berun as-is. Chimerawill
fight two heroesin hiseffortsto save Charmed as
readily asone. Charmed will initialy try to side-
kick for the male character with the highest cha-
risma

Adventure 3, Day at the Museum is very chal-
lenging for one hero so two heroes should find it
nowalk inthe park if run as-is.

out possible technology for their departments,
schools, etc. ..

Theplayer will bein the Expo Center when Brigand
appearsin the parking lot. Security guardswill try
to block his entrance and will be knocked around
likerag dolls. They will however dow Brigand down
enough to allow the player time to change into
costume and meet the threat.

The Expo Center

The Expo Center isaprofessional basketball arena
that isconverted to many uses. Theceilingisahigh
dome and has a large electronic scoreboard and
display hanging fromit. Mot of the seating hasbeen
retracted to allow amplefloor spacefor the 100’ s of
tables, booths and displays on hand. Theceilingis
150" high and crisscrossed with steel girders and
lighting. Thewalls of the arenaare concrete 1 foot
thick.
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The Battle

Brigandwill enter thearenajust astheplayer isready
for battle. He is after the supercomputer but will
realize he has to deal with the hero first. Brigand
does not want to be captured. He is tough enough
that aone-shot defeat ishighly unlikely. However,
heisparanoid. If the hero managesto stagger Brigand
he will attempt to retreat. It doesn't matter how
banged up the hero is, Brigand will avoid capture
and plan on finishing the hero another day.

Brigand’s Retreat

If Brigand is staggered or is bruised four times or
more, hewill run. Hewill cover histrackshowever.
Onhisactionhewill blast looseasteel girder inthe
roof. “Until we meet again, hero,” he'll snarl and
use hismovement toflee. Thegirderisfalling
toward aslow-footed Dr. Kittner.

Thehero needsto savethedoctor.
Thehero cando aheroic counter
and blast the girder off course
or use the heroic counter to
Rush thedoctor and knock him
out of the way. The falling
girder has a Defense of 5 for
purposes of blasting it. The doctor

f\Lj ing
PR T
the Rescue
Soyour hero getsknocked intoa
wall, is staggered and her
defenses drop. Uh-oh,
Brigand can easily finish her
off in one shot. Detective
Vincent to the rescue!

Vincent is in the
crowd. If heseesthe
hero going down he
shootsBrigandinthe
back. Brigand will
knock the detective
out in oneround but
that round should allow the
hero achanceto get up and hit Brigand from

behind and begin acomeback victory of comicbook & ek 201

lore.

Aftermath

Win or losetheherowill have established themselves
asanew herointhecity (or enhanced their reputation
if they’ ve been around). If they were knocked out
they will awaken to grateful onlookers. Newscrews
covering the Expo caught the battle on tape and
broadcast it live. It will be on every major newscast
that evening. The presson hand will have questions
for the hero and the patrons in attendance will
applaud the hero’sefforts. The player will also meet
some new people the GM can use in future
adventures.

Dr. Donald Kittner, PhD

Thedoctor isLink Corp’shead computer scientist.
He will tell the player that they saved the
supercomputer prototype and that heis
forever inther debt. If theherologt, they
still bought Kittner time to pull the
computer’s motherboard so Brigand
only destroyed the components.

Kittner will prove avaluable friend if
the hero needs
information on anything
high tech.

Detective Vincent

Vincent will introduce
himsdf tothehero after the
battleevenif hedidn’t get
involved. Hewill givethe
hero hisbusinesscard and
ask theplayer if thereisa
way he can get in touch.

If the hero has a secret
identity and hasn’t
devised away for people
to contact him, Vincent
will suggest he get a
throwaway cell phone.
“Call me with the
number so | can reach
you,” Vincent will say.
(Hey, it beatsaspotlight
with abig bat onit)
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Jessca Ange, KRAW News
Jessicaisatelevision reporter who hasaknack for
being wherethe action is. Shewill ask the hero all
sortsof questionsand even offer
her businesscard. She'll bean
information source for the
hero but at a price. If the
hero calls her for
information about a
particular location
or person, Jessica
will  assume
something is
goingonandshe
just might end
upinthe middle of the hero’sactivities.

Toughness +0
Fortitude
Reflex
Will
Initiative
Size

+2 +0
+2
+2 +2
+2
+3
+0
+0

+0 unarmed

Med

Skills: Drive 2 (+4), Diplomacy 2 (+4), Knowledge
(streetwise) 3 (+5), Search 2 (+4), Notice 2 (+4),
Profession: Reporter 2 (+4), Investigate 3 (+5), Knowledge
(current events) 3 (+5)

Feats: Contacts, Equipment 1

Equipment: Camera, Cell phone, Recorder, PDA,

INDUSTRIES

Brigand

Brigand will learn that even if he destroyed the
computer casing, the motherboard survived thanks
tothe hero. Brigand will makeit one of hispersonal
missions (he has many) to destroy the hero. He or
hisminionswill appear inthe hero’slifeat various
times. The hero might bereceiving an award and a
batch of Highwaymen robots crash the party for
example. Brigand will continue with his corporate
raiding and the hero might be asked or hired to
provide protection. Brigand isdesigned to provide
your herowith anemesisthey’ll loathe.

+7
+7
+4
+3

Toughness +4/+12
Fortitude

Reflex

Will

Initiative

Size

+3
+3
+10
+4 [ +8
+10

Skills: Diplomacy +9, Intimidate +9, Profession:
CEO +12, Knowledge: Arcane +8, Notice +6,
Search +6, Craft: Electronics, Robotics+10,
Knowledge High Tech +8, Computers +8

Feats: Fearless, Inventor, Minions, Wealth,
Power s: Protection (Spectral Armor) 8, Shield
(Spectral) 4, Strike (Spectral Sword) Mighty 3,
Blast (Shadow Spear) 10, Speed (Phantom Steed
6, Morph 2 (Brigand form)

Background: Franz vonRavestof 1V isnamed after
hisgreat-great grandfather. Franz | wasan advisor to
awealthy Baron in Austria circa 1875. The baron
died and much to the surprise of everyone left his
estate to Franz. Franz became awealthy man and
by thetimeFranz |1 took over theestateit included
acastleand thevillage Ravensburg.

Franz Il build an industrial giant and
flourished during thefirst and second world
wars. By theend of WWII Austriawasbeing
pulled into the socialist Soviet Union.
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Ravenstof Industries closed its doors and Franz 1|
rel ocated to the United States.

In 1958 Raven Industrieswas launched in the US.
The company grew rapidly and was accused of
engaging in corporate espionage on several
occasions. By thetimeFranz 111 took over in 1975
Raven Industrieswas one of thelargest suppliersof
military and industrial equipment intheworld. Franz
I11 kept the family name as hislegal name but went
by Frank Raven to improve hisimage.

In 2004 Franz 111 was dying of lung cancer when he
instructed his son to take over the family business.
Hedsotold Franz |V toreturnto Austriaand reopen
theestate.

Franz vonRavestof IV (he goes by Frank Raven
outside Austria) opened up Castle Ravestof. He
reopened the factories and brought the village back
tolifeamost overnight.

While staying in the castle he made a startling
discovery. A secret room contained Franz I’ sjournals.
They documented his occult experiments and how
he called forth shadowy spectral energy.

Frank Raven spent months devel oping his Brigand
power. Heused hiswedth and geniusto build asmall
army of robotic minions he callsHighwaymen. He
returned to the United States with agoal of being
theweal thiest and most powerful man on the planet.

STR
DEX
CON
INT
WIS
Attack

Toughness
Fortitude
Reflex
Will
Initiative
Defense

+5
Weapons. Unarmed +0, Blaster Pistol +5
Powers: Immunity 30 (Fortitude), Protection
10, Blast 5

Brigand will guard his secret identity and avoid
captureat all costs. He uses his Brigand personato
conduct raidsbut isalso quite apt at using his status
and wealth to cause problemsfor hisfoes.

Raven Industriesisone of thelargest privately held
companiesintheworld. It hasno board of directors
for Frank Raven to answer to. Raven hasfactories
and officesin Austria, China, England, Germany,
India, Mexico and the United States.

Highwayman Robots

Thefifth generation Highwayman robotsdon’t look
likemenat all. They look like pirate women armed
with cap and ball pistols. Looks can be deceiving.
The robots are armed with blaster pistolsand their
beauty isonly asdeep astheir synthetic skin.

Therobotswill protect or if needed, rescue Brigand
at al costs. Brigand usesthemto raid and harasshis
foes. Oncetherobots have been programmed to rec-
ognize afoe, they will attack that person on sight.
Brigand will send the robotsto torment heroeswho
haveinterfered with hisgrand plans.

Brigand’sindustria factorieswill easily replacede-
stroyed or captured robots. Therobotsaremadefrom
adedicated pool of materiasso andysisof their parts
will not lead back to Raven Industries.

The robots will be modified as the campaign goes
on to meet the challengesthe hero presents. A mag-
netic control herowill prompt Brigand to switchto
non-metdlic parts. Flight packsmay be added to deal
with flying heroes. Weaponswill be altered to hurt
particularly tough foes by
other means. Brigandisage-

nius. He will not simply
' keepthrowinginef-
fectiverobots
at thehero.
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+1
+2
+1
+2
+2

Toughness +4*
Fortitude
Reflex
Will
Initiative
Size

+1

Med
+3

+2 /[ +1 flat

+3 (pistol) +2 (baton)

Skills: Drive 2 (+4), Intimidate 1 (+3), Knowledge
(streetwise) 4 (+6), Search 2 (+4), Notice 3 (+5),
Profession: Detective 2 (+4), Investigate 3 (+5)

Feats: Equipment 3

Equipment: * Concealable vest (+3 Toughness), pistol +3,
tonfa/ baton +1, handcuffs

Detective Steven
Vincent is a 32-
year old copwith
a rough exterior
and attitude to
match. Hehasno
problem mixing
it up with so-
called ‘super-
villains’ or using
super heroesfor
help. Heisasavvy cop who can help theright hero.
A 10-year veteran of the city policeforce, Vincent
rarely loses hiscool under pressure.

Detective Vincent

LINKACORP

COMPUTER HARDWARE

Link Corporation (Link Corp) is apublicly traded company (Stock

+0
+0
+0
+5
+3

Toughness
Fortitude
Reflex
Will
Initiative
Size

+0
+0
+0 unarmed

Skills: Computers 4 (+9), Craft: Electronics 4 (+9),
Knowledge (High Tech) 4 (+9), Disable Device 2 (+7),
Gather Information 2 (+4)

Feats: Inventor

Doctor Kittner has one thing on his mind —
computers. Heisthe brains behind Link Corp and
their super computers. Heis considered one of the
leading inventorsin the computer hardwareindustry.
Hewill behappy to help heroesanalyze strange high-
tech items or invent

new components. He Dr. Kittner PhD.
knows his time is ey

vauable and will not '
hesitateto ask aherofor
afavor in exchangefor
hishelp.

Symboal: LKC) formedinthelate 1990'sby Dr. Kittner and hisbusiness

partner GeorgiaAguilar. The company has grown to be one of the top producers of internal computer
hardware components. The company has about 100 employeesand primarily sellsthe partsthat goinside
name brand computer hardware components. They aretrying to design asuper computer for government
usethat would movethem up dramatically in theindustry.
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Damsal In
Distress

Oveview

Charmed wantsto beasuperhero or at least ahero’'s
sidekick. The problem she has (among others) isthat
shedoesn't know wheretofind aherowho'll actualy
take her serioudly. She hasdevised aplanto get the
attention of alocal hero by placing herself in danger.
After the hero rescues her surely he'll want her to
joinforceswith him.

Her planwasto smply tiehersalf up at aconstruction
siteinthecity and danglefrom aropeover the street
below. If the rope broke she could always use her
magic boots to fly. That was before Chimera
happened along.

“What you doing?’ Chimeraasked her as she stood
near the edge of thetwel ve-story rooftop. Frightened
by hisappearance, Charmed stumbl ed through wet
tar. Her boots stuck in thetar and shefell backward
off theroof without her boots.

“That creature just threw that girl off the roof,” a
news crew reported from the ground. Charmed is
dangling by aropefrom aniron beam screaming for
help and yelling at Chimera to leave her aone.
Chimerawantsto help but isconfused by thegirl’s
screaming. Therope Charmed used won't hold for
much longer.

Getting the player involved

The player will be in the area of the construction
sitewhen thistakes place. They will beableto seea
screaming young woman hanging by aropeand an
ugly beast grabbing at her. On-lookers will be
screaming that the beast pushed her off.

The building

The construction site will one day be a high-rise.
For now itisatwelve-story metal framewith floors
and a construction elevator. Tools, equipment and

11

girders are everywhere. The “rooftop” Chimerais
on and Charmed is hanging from, is actually the
futurefloor of the 12th story. I1tis120feet up. Itisa
square platform 200 feet long on each side.

The Encounter

Whentheplayer arrivesat thetop of the building he
(or she) will find Chimera“clawing at” the young
woman. “Hedidthis,” Charmed will yell at the hero.
“Helpme!”

If the hero tells Chimerato back off or get away, the
creaturewill respond in hispoor English, “No, she
die.” Chimerameansheistryingto savethegirl but
can’'t communicate. If the player attackshim hewill
defend himself. If the player can fly or otherwise
rescuethegirl, hewill stand by watching. Afterward
hewill roar with approval and leap away. If the hero
giveschase or attacks him, hewill defend himself.

The Rescue

Charmed is hanging by arope roughly twelve feet
off theside of thebuilding. Thereisenough dack in
theropethat she can be swung back on theroof using
Stretching, Telekinesis, Air Control etc... Flying
characters can grab her automatically. Anybody
trying to break the rope to pull her free can do so
with aDC 20 check.

If acharacter can’'t reach her they can climb out on
the girder (DC 15 Reflex) and pull her up (DC 15
STR) or tug ontheropeto start her swinging toward
theroof. A hero can pick up thegirder and put it and
Charmed on theroof withaDC 25 STR check.

|f the player loses

If theplayer fallsor fights Chimeraand getsknocked
out they will awaken to find Charmed hanging all
over them. Shewill thank them for either saving her
or trying to save her. If the player didn’t save her
they will be informed that Chimera pulled her to

sifety.
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Aftermath

Chimera

If Chimeraiscaptured or just spokentoinapeaceful
manner, he will tell the hero his name and that he
wantsto beleft alone. After Charmed comesclean
about what really happened therewill be no reason
to hold Chimeraand hewill go. He does not want to
be friends with the hero or become a superhero.
“Leave Chimeraalone,” he saysleaping away.

Background: A young mage named Brandon Carter
was dabbling in the art of summoning creaturesto
serve him. He attempted to summon acreature but
instead opened adimensional portal to Chimera's
world. Chimera was caught in the portal and
appeared before Brandon.

Chimerarefused to obey Brandon and wasangry at
themage. Terrified, Brandon fled and | eft
Chimerawith noway to get home. Chimera
found comfort and refuge hiding on rooftops
and building ledges. He wantsto get home
but lacksthe knowledge or communication
skillsto find away or ask for help.

I ssues: Chimeraisat heart agood guy but
heisno hero. He might help somebody in
troubleright infront of him but doesn't seek
out conflict. Chimeracan fly on hisworld
but istoo heavy on Earth to do more than
leap great distancesand glide.

A herowithdimensiontravel abilitiescould
help Chimerafind hisway homeif thehero
could figure out that Chimera is from
another dimensioninthefirst place.

7

LEAVE
CHIMERA

ALONE!

N\ 4

Toughness

Fortitude

Reflex

Will

Initiative
-1 Size

+10
+6 / +3 flat
+10 unarmed

Powers: Protection 8, Super-L eaping, Darkvision
Skills: Intimidate +7, Stealth +6

Feats: Fearless, Diehard

Equipment: None

Chimera swingsextend hisleaping but heisto
heavy to fly outright.



Charmed

At some point the hero will realize Charmed is
wearing a costume. She will proudly say sheisa
superhero and ask to join forces with the player.
Under questioning about what happened by either
the player or responding police, shewill admit she
staged thewholething and Chimerajust scared her.
“l guess he was trying to rescue me,” she'll say
sheepishly. “Um, | need to get my boots. They need

to becleaned, bad.”

If the player decides to take on
Charmed as a sidekick the GM
should make them question this
decision every time sheisaround.
She treats crime fighting like a
sorority pgjamaparty. Shewill take
ordersbut takes nothing seriously
and can’'t be depended on. Shewill

bejealousof any femalesinthehero’s
lifeand will obsessabout ahero refusing

to sharetheir secret identity with her. If the
hero isfemale, Charmed will want to be best
buddies and go shopping together, the spa, you
nameit. Shewill bejealous of any femalefriends
the hero hasbecausethey takeattention away from

her.

BEING A

SUPERHERO
IS 50 cooL!

Background: Stacy Spears was
more than happy to be locked in
the basement of the sorority house
asanew pledge. Ever curious, she
poked around inapileof old debris
and found acool looking wand and
apair of hot boots. She took the
boots and wand and soon
discovered their powers. Stacy
became enthralled with theworld
of superheroes and decided she
wanted to “join”. She till attends
classes at the university. Her
wealthy parents support her.

Flying Solo

Powers. Device Wand Blast 6, Device Boots
Flight 5

SKills: Acrobatics +6, Diplomacy +6, Gather Info
+8 Feats: Attractive, Contacts

Equipment: Camera, Cell Phone, Commlink,
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Toughness +2
Fortitude +2
Reflex +6
Will +0
Initiative  +4
Size Med

+12 / +5flat
+1 unarmed, +6 Blast

Flashlight, Pepperspray
(Dazzle+Stun 5)
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Day At The
Museum

Oveview

Animator has brought museum creaturesto lifeto
cover her theft of rareitems. The museumisbeing
evacuated and police are sealing off the outside.
Witness report seeing a strange woman walking
through the museum touching exhibitsand bringing
themtolife. Animator istrying to steal severa ancient
artifacts. It will take her timeto defeat the security
in place and the animated exhibits are meant to buy
that time.

Getting the player involved

The player will see the following broadcast on a
nearby television. (If the happen to work at the
museum they were out on a lunch break when it

began)

When the players arrive they can contact police
and museum staff in front of the building, who will
tell them the same thing the museum patron told
Ange. They can also tell the hero that the Hall of
Centuriesistotheright off theback of themain|obby.
It contains exhibitsabout various periods of history.

The police have been trying to hack into the
museum security camera system but it seems the
system has been physically shutdown inside. It is
unknown if any civilians are hurt or dying inside
and policearewaiting for SWAT team membersto
arrivebut they areat | east twenty minutesaway. That
may betoo long if someoneisdying.

Insdethe Museum

Animator has brought ten constructstolifeto delay
any police or hero response while she tries to
penetrate the vault. The hero may encounter any or
all of these asthey maketheir way through the Hall
of Centuries. If they bypasstheHall for somereason
they will encounter constructsindicated onthe map.
Any bypassed constructs will come to Animator’s
aidif the hero engages her.

1-TheLobby

" ThisisJessicaAnge, KRAW News, reportinglive
from outside the Museum of History where
pandemonium has broken loose. As you can see
behind me, people are running fromthe museumin
apanic as police set up a perimeter. The museum
seemsto have been thetarget of some strangeattack.”
Sheturnsfrom the cameraand grabsafleeing patron
by his arm. “Excuse me sir. Can you tell us what
you saw inthere?’

“It was unbelievable,” the man saysin wide-eyed
horror. “Some strange woman was touching the
exhibitsand bringing themtolife.”

“Bringing themtolife?’

“Yes, in the Hall of Centuries. She touched some
soldiersand they canto life and started shooting at
people. | just ran asfast as| could to get out of there.”
The man pullsaway from Jessicaand staggers off.

“There you have it folks. A woman is bringing
exhibitstolifeintheHall of Centurieswith horrific
and deadly results. Will the police be any match for
that kind of powerful brutality?1 don’t see how.”

Thelobby areaisamess. Papers, books, backpacks
and garbage litter the area around the information
kiosk. The bookstore to the left and the theater to
the right are both standing wide open. Three large
signshang fromthehigh celling. Thesigntotheleft
pointsdown theleft corridor and says, “ Conference
Rooms.” The sign hanging in the middle indicates
themiddlecorridor isthe Hall of Art. Thesigntothe
right indicates the right corridor is the Hall of
Centuries. A loud roar emanates from the right
corridor.

The hero can Notice (DC 15) guide maps of the
museum scattered on the floor near theinformation
kiosk. They will find the map automatically if they
say they arelookingfor it. If they pick up amap the
GM can provide them with the Player Map for
reference.

_ Sorry: _
Thisexhibitis
Closed
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2 —-TheBookstore

Thebookstorelooksasif astampede hasrunthrough
it. There are books, toys and papers scattered
everywhere. The cash register is shut and looks
undisturbed.

Thereisnothing of interest here except the fact the
placewasn’'t robbed.

3—-TheTheater

A movie about the American Revolution playsfor
an empty theater. The muffled sound of men shouting
can be heard from the Hall of Centuries.

Moveaong, nothing to see here.

4 —Hall of Art

Beautiful paintings hang on both walls of this
hallway. There are two open doorways in the east
wall with signsindicating the plantsand treesbeyond
arepart of the Scul pture Garden. The sound of stone
Scraping against stone can be heard coming from the
garden.

If the hero travels through the Hall of Art without
investigating the garden they will be attacked from
behind by Apollo. If they enter the garden they will
encounter himthere.

5—The Sculpture Garden

Marble benches and statues blend wonderfully with
the plants, treesand grassin thisindoor garden. A
flagstone path runsthrough the quiet setting.

A small waterfall feeds a Koi pond on
the east wall. This is obviously a
placemuseum patronscanrelax. The
centerpieceof thegardenisatwelve-
foot tall stone sculpture of Apollo.
Hestandsholding alargeshield and
spear. You have no time to admire
the scul ptor’s handiwork however.
Apolloturnstoward you and points
hisspear inyour direction.
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Apollowill attack the player without saying aword.
If theplayer fleesfor somereason, Apollowill pursue
as long as the player stays in the museum. If the

Toughness +10
Fortitude  ---
Reflex +7
Will +0
+7
Med

Initiative
Size
+10

+6 Shield

+7 | +10 Spear

Power s

mmunity 30 (Fortitude), Protection 10, Shield 6,
Spear +3 (Mighty

SKills: Notice+7, Search +5

Feats:
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player somehow hides from Apollo or leaves the
museum, Apollo will return to the scul pture garden.

6 —The 20" Century Exhibit

Flying Solo

7-The1700's

‘Thesigninthehall tellsyou that thisareaisthe 207
century exhibit. Another indicationisthe soldiersin
World War 11 vintage uniformsthat have erected a
sandbag bunker inthe hallway. Thetwo soldiersare
behind the bags holding rifles. In the doorway
opposite them two men brandish Thompson sub-
machine gunswith theround ammo drumsthey were
famous for. The two men look like prohibition era
mobsters. Thefour men level their weaponsat you.

Asyou makeyour way through the exhibitsyou see
two men dressed like British Redcoats circa the
American Revolution standing afew yardsin front
of you. They are armed with muskets and bayonets
but there' sno timeto worry about that. Betweenthem
isairon cannon that appears to be lit and aiming
right at you.

The two soldiers are armed with assault rifles and
one grenade each. They have partial cover behind
the sandbags. The two mobstersare armed with the
indicated “Tommy Guns’. The mobsters will use
Autofireat all timeswhen using the Tommy Guns.
It'swhat they do.

Thesoldiersherearelimited by theweaponsof their
era. They will fire the cannon once and then firea
single shot from their muskets. Rather than reload,
they will chargethe player with bayonets.

Cannon: Attack +3 (Soldier’sAttack), Explosion 6

8—-YeOlden Times

The exhibits here depict arange of time spanning
ancient Roman and Greeks up through the Dark
Ages. There are many figures of knights, warriors
and centurionsthat catch your eye but none of them
appear animated. A loud roar from ahead fillsyour
ears and masksthe sound of thetwo warriorstrying
to decapitate you.

The two warriors here, a Spartan and a Roman
Centurion, have devised a plan to pretend they are
statues until they can ambush the hero. Theherois
surprised barring some special ability to detect the
attack from behind. Detecting the warriors before
they move is pretty impossible. They are after all
statues that have been animated and possess no
distinguishing feature until they move.

STR
DEX
CON
INT

Toughness
Fortitude

Reflex

Will

Initiative

Attack +5 Defense

Weapons: Soldiers Rifle +5 Autofire, 1 Grenade
(Frag) 5 Explosion; Mobster Tommy Gun +5

Autofire; Musket +4 (2 round reload) Bayonet
+2; Warriors Sword, Axe, Bow or Spear +3

WIS
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9—-JurassicEra
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A large pyramid is the centerpiece of a room
depicting Ancient Egypt in the corner exhibit room.
Asyou turn the corner back toward the center of the
museum you see the source of the roaring you've
been hearing. A life-sized Tyranasourous Rex is
standing in the hall directly in front of you.
Unfortunately, he sees you and roars as he lunges
forward.

Thisdinosaur doesnot want to play fetch. Itisunder
Animator’s control and will attack the player.

._::l

STR
DEX
CON
INT

WIS
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I’ fight you but

30

Attack
Damage

| have onerule -

No Biting!

+10 Toughness
Fortitude
Reflex
Will
Initiative
+10 Defense +6
+10 Bite

Power s: Immunity 30 (Fortitude), Protection 14
Growth 8 (permanent, modifiersincluded)
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10 — Restor ation

Thisroomisobviously used to prepare exhibitsfor
display. Numerous statues, paintingsand wax figures
are scatter amidst various cleaning tools. You can
hear a banging noise coming from thefar east area
of the room. Two unconscious security guards are
on thefloor between you and the source of the noise.

Flying Solo

11 — The Vault\

If revived the frightened security guardswill say a
strange woman attacked them. The noiseiscoming
fromthevault wheretherare Staff of Yawehisbeing
stored. The guards are making minimum wage and
will flee through the loading docks as soon as the
player givesthem achance.

" Cometolife my pet
and DESTROY my

Asyou approach the vault you see awoman wearing
ared leather coat working furiously at acomputer
keypad controlling the vault door. She glancesin
your direction and smiles. Shegivesyoualittiewink
and goes back to what shewas doing.

Animator is having trouble defeating the vault's
security system. Sheisin the process of Taking 20
to defeat the DC 25 computer encryption when they
hero arrives. She has erected a transparent energy
wall across the hall between her and the player. It
runs from floor to ceiling and has a Toughness of
+10.
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If any of the animated objectsin the museum have
not been defeated, they will arrivein oneround and
attack the hero.

If Animator isundisturbed for five rounds she will
get the vault door to open. Shewill runinto thevault
and grab the staff on round 6. On round 7 she will
blow the player akiss, blast a holein the roof and
fly away.

If the hero breaksthrough the energy wall beforethe
vault isopened, Animator will go into escape mode.
Shewill drop whatever remainsof her energy wall
(freeaction) so shehasroomto get by thehero. “Time
for meto take my leave,” she sayswith aflair and
fliesall-out for theloading dock exit.
OnceAnimator leavesthe building her animations
stop being animated.

Other Areas

Thewestern half of themuseumismade up of offices,
conference rooms, storage areas, and the kitchen
area. Thereislittle of interest for the hero in these
areas.

Aftermath

If They Win

If the player preventsAnimator from stedling the staff
they have been successful, evenif sheescapes. If she
doesescapethe staff may continuetobeat risk. Itis
set to go on display the following week for seven
days before continuing withitstour.

If They Lose

If the hero is defeated by animated exhibits before
reaching the vault they will awaken to beinformed
of the theft of the staff. If they makeit to the vault
andfail to stop Animator’stheft, they will know first
hand what she has accomplished on their watch.
Either way, the hero may wish to hunt her down and
recover the staff, leading to further adventures.

The Saff Win or Lose

The museum curator Phillip Darrow will be happy
to brief the hero on the staff and the need to protect
(or recover) it. The GM should choose an origin
option for the staff that suitsthe campaign and tell
the player all about it.
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The Saff

Depending on your campaign and personal
preferences the staff Animator seeks can have any
oneof avariety of originsand abilities. Pick one of
each below or come up with your own.

Backgrounds

Option 1: The Saff of Yaweh. Yaweh istheancient
Hebrew name for God. The staff is believed to be
thestaff carried by M oses. The same staff that turned
into a snake and brought water from rocks. It was
discovered in the desert in what was formerly
Canaan. Itisaprizedreligiousand historica artifact.

Option 2: The Staff of Merlin. The staff was
discoveredin ascrypt in England and isreportedly
themagica staff carried by themage Merlin. (Note:
Merlinisafictional character butinamagic-laden
campaign maybehewasreal.)

Option 3: The Saff of Nature. Unearthed near
Stonehenge the staff is believed to have been the
property of a high druid priestess from before
recorded history.

Option 4: The Saff of . To createyour own
origin ssimply come up with thefollowing threebits
of information. Who carried it? Wheredid they carry
it?Who cares? So, for examplethe Staff of Caesar
was carried by Caesar, found in Rome and was a
symbol of hispower asemperor.

Why It’sValuable

Option 1. Money only. The staff is an artifact of
historical value and nothing more. Any rumors of
magical power arejust myth.

Option 2: Specific Power. The staff has power that
may be used only by certainindividuals. Theorigins
aboveimply who isthe appropriate wielder of the
staff, atrue believer, magician or druid respectively.

Option 3: General Power. The staff has some
undiscovered power that can be used by anybody
unlocking its secrets. (Including Animator)



22

+0
+7
+3
+3

Toughness
Fortitude
Reflex
Will
Initiative
Size

+4
+3
+10
+4 [ +8
+10

Skills: Computers+7, Concentration +8,
Disable Device +8, Gather Information +4,
Knowledge: ArcaneLore +8, Notice+7, Search
+7, Stealth +8

Feats: Ritualist

Power s: Animate Object 10 (Progression up to
10 at once), Create Object 10 (50 ft cube, TGH
10), Flight 6, Force Field 7, Disintegration 8,
Blast (Energy) 10

Tactics: Animator hasthe ability to control, manipu-
late and even destroy inanimate matter. Shecan cre-
ate objectsfrom thin air aswell. Animator hasthe
potential to beincredibly powerful but for now she
is limited by her lack of experience and imagina-
tion.

Shewill animate statuesand other obvious constructs
to perform tasks they seem suited to but struggles
with abstract concepts. For example shewould ani-
mate a fire hydrant to blast water at a foe but
wouldn’t think to have a street light wrap around
thehero.

Shetendsto use her create object power only toform
rudimentary objects at this point. (Like the trans-
parent wall she madein the museum).

Animator can grow with your hero, becoming more
challenging with each encounter as she (and hope-
fully your hero) become more in tune with using
their powers. At some point she will discover she
can create an object and then animateit. When she
discoversthisability shewill be quite powerful.

Flying Solo

Background: Allison Birch never believedinmagic,
thearcaneor anything el se supernatural . Shethought
the Tome of Allamohr would make a cool gift for
her superstitiousfriend. She bought the book from
theodd man at the occult bookshop and took it home.

Allison took the book home and started reading
through it. She found herself transfixed and didn’t
even noticetheway her furniturewas dancing around
theroom asif possessed. By the time she finished
reading in the wee hours of the morning, a power
had entered her. She could animate objectsand make
them do anything she commanded.

Allisonfél inlovewith her power and wanted more.
She adopted the personaAnimator and hid her power
from those who knew her. She became a student of
the arcane arts and began searching for powerful
artifactsto add to her abilities.
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Campaign I ssues

Flying Solois meant to provide GM’s morethan a
few solo adventures. It is meant to serve as a
springboard for many other campaign activities.
Therearemany built-in plotsand subplotsfor GM’s
towork with and expand on.

Brigand and Animator provideahigh tech and arcane
stylenemesisrespectively for thehero. They will stedl
their chosen target items and even harass the hero
directly. They can grow with the hero and add to
their arsenal in order to provide new challengesto
thehero.

Chimeracan savethe hero’sbacon, cause problems
for the hero, need rescuing fromvillainsor eventhe
police and otherwise cross paths (or rooftops) with
adventurers. He still would liketo find away to his
home dimension. Chimeraismore of an entity than

TheNeed A Hero Table
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ahero or villain and thus providesawhol e range of
possibilities.

Charmed is your stalker / sidekick who gives the
GM acharacter to useto spice up adventuring.

The detective, computer technician, and even
museum curator providethe character with valuable
contacts. High tech, law enforcement and arcane
adventures can al originate through these contacts.

TheNeed A Herotableisdesigned to giveaGM atableto roll up arandom event for solo heroes.
Obviously aGM can simply pick from thetable or conversely ignorearesult if they don’t feel like
running that type of encounter. Roll first on the Encounter Type Table and then on the appropriate sub-

table.

Encounter Type

D20 Result

1-5 Rescue

6-10 Crime

11-15 Target

16-20 When It Rains|t Pours

Rescue Table

D20 Result

1-4  TrafficAccident. Several peoplearetrapped in burning cars.
5-6  Jumper. A suicidal personisthreatening to jump (or hasjumped).
7-8  Faling. A worker isdangling or falling and needsrescue.

9-10 Fire. Peoplearetrapped in aburning building.

11-12 Disaster. A flood, tornado, earthquakeetc... strikesthecity.
13-14 Sinking. A boat or shipissinking.

15-16 Toxic. Toxic wasteisescaping atank or truck. Evacuate people.
17-18 Child. A child hasfalleninto awell or some other bad situation.

19 Fuffy. Save my baby! Oh, forgot to mention my baby isacat.
20 Haywire. A plane, train or car isout of control.
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CrimeTable

D20 Result

Thecrimescan bein progressor in need of being investigated based on your hero’s skillsand
abilities.

1-3  Robbery. A person, bank, storeetc...isbeing robbed.

4-6  Burglary. A person(s) hasbrokeninto astore, house, warehouseetc...

7-9  Assault. Gangfight, bar fight, any fight needsto be stopped.

10 Arson. Someoneisor hasstarted afire.

11 Hostage. A hostage needsto be rescued.

12-14 Theft. A car, purse, comic book collection or something el se has been swiped.
15-16 Kidnapping. A child (or adult) has been taken.

17-18 Rampage. Someone has gone nutty. They’ retearing or shooting up thetown.

19 Homicide. Stop the murder or track down thekiller.

20 Riot. A crowd islooting, burning and wreaking havoc. Protestors? Soccer fans?

Target —Hero

TheHeroisthetarget

D20 Result

1-4  Theft. Devices, costume parts, hero mobiles, it'sall enticing.

5-7  Slander. Someoneisaccusing the hero of wrongdoing.

8-11 Assault. Theheroisattacked outright.

12-15 Trap. Roll ontherescuetablebutitisreally atrap. Add villain.
16-18 Media. Themediaisafter the hero questioning them or seeking info.
19-20 Police. Thepolicearequestioning the hero’sactivities.

When It Rains...

D20 Result

1-4 A Rescue& Crimeare happening together! Roll on each table.

5-8  ARescueisneeded but theheroisalso aTarget. Roll oneachtable.

9-11 A persontheheroknowsisinvolved inarescuesituation. Roll Rescue.

12-14 A personthehero knowsisthevictiminacrime. Roll Crime.

15 A person the hero knowsisthe Suspect inacrime. Roll Crime. GM decidesquilt.
16-17 Aknownvillain asksthe herofor help. Trap or genuine?

18-19 A natural disaster leadsto several rescues. Roll Rescue 4 times.

20 A horde of spiders, zombies, thugs, robotsetc...areloose!

Coming Soon!
Flying Solo 11
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with any Trademark or Registered Trademark in conjunction with awork 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,
titleand interest in and to that Product I dentity.

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
Licenseto copy, modify and distribute any Open Game Content originally distributed under any version of this License.

10 Copy of thisLicense: 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 unlessYou have written
permission from the Contributor to do so.

12 Inability to Comply: If it isimpossible 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 thisLicense.

14 Reformation: If any provision of this Licenseis held to be unenforceable, such provision shall be reformed only to the extent necessary to make it
enforceable.

15.COPYRIGHT NOTICE

Open Game Licensev 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: 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; Author Steve Kenson.

“Flying Solo” adventure book is© copyright 2008, Victory Role-Playing Games (Victory RPG); Proprietor Fran
Vaughan. The story tables and characters are © copyright 2008, Victory RPG. Reproduction for anything other than
personal use (i.e. personal gaming enjoyment) requires express written consent. All rights reserved worldwide. Victory
RPG and its logos are trademarks of Fran Vaughan.



