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Introduction

A compendium of every sort of crime and
wickedness, this book contains more than fiftyhaf t
most gloriously evil (or tragically misunderstood)
supervillains in history. From cackling arch-fiertds
sheering street thugs, if you want scum in capes—
we’ve got ‘em! This volume holds enough goons,
creeps, crooks, monsters, madmen and maniacs to
trouble your players for months on end. A veritable
smorgasbord of crime, where the sneeze-guardslof ev
are always clean and the bacon bits of wickedness
never run out! Includes more than one hundred
separate adventure seeds that will let you stargus
these villains straight out of the box. Servingyallr
needs for crime at pennies on the dollar, no batter
are required (unless you're reading this on a [@pto
and neither is any specific campaign world—these
super-scoundrels fit right in anywhere! It’s tinoe
don the bicycle helmet of villainy and head-but th
smirking face of justice!

Using This Book

The villains in this book are arranged by Power
Level, rather than in alphabetic order. We statt o
with the least powerful villains and build our way
to the toughest ones. There’s an index in the back,
case you need to look someone up alphabetically.

After the individual villains, we have five
supervillain teams for you, which are also orgashire
order of the level of challenge they provide, friira
lowly Nowhere Men (intended for low-level teams
and groups that like investigating mysteries) uphto
nation-toppling, hero-crushing mercenary groupechll
“Executive Solutions.” Each team comes with notes
on how to get the most effective use out of thédw, t
kinds of tactics they use in combat, and a briefda
adventure or two.

A word on using heavy villains. When it contes
Power Levels, M&M is more like the D20 system than
it is like most of the point-based superhero gayoes
may be used to. In a lot of superhero games,ggro
of medium level PCs can take down a single high-
level villain without all that much difficulty. Ithese
games, an NPC opponent usually needs to be between
twice and four times as powerful as the heroesdero
to really give them a run for their money. M&M
doesn’t work that way. Here the differences betwee
Power Levels really matter. A PL 12 villain is
significantly stronger than a PL 10 hero, a PL 15
villain is a real challenge, and a PL 20 villaialitg is
a world-smashing menace. Throw a team of PL 10
Player Characters up against the boys from Exezutiv
Solutions en masse, and the opposition will de@mat
them.

To avoid getting chased down and pummeled by
your frustrated players, try and be aware of hawgito

the opposition is, and give the PCs tactical achged
if you think they'll need them. Your players areesu
to appreciate it. There are few gaming experiences
more thrilling than spotting an enemy that you know
can beat the stuffing out of you, and then reajjzivat
this time you have the drop on them.

A word about lethality might also be in orthere.

A few of these villains (the Ratcatcher, the Unicor
and Sicko the Clown, for example) try scrupulously
not to kill people. They won't even use lethalciion
the heroes who are trying to beat them up. A féw (
the poor insane Mano del Muerte) kill all the time—
being homicidal is part of their character concepiit
the remaining majority of character descriptiona'tlo
specify exactly how much lethal force the NPC stoul
use in combat. It talks a lot about whether oranot
given villain might take hostages, endanger inntxen
use torture and so forth, but tends not to say much
about whether they would kill an opponent in combat
because that should be up to the GM. And it should
depend on the kind of game they want to run.

If you are running a game that is relativégit in
tone, then even characters with bloody pasts ldayL
Deuce or the Hammer of Doom don’t have to try to
kill the Player Characters. Being stone killers/iba
part of their back-story, but it doesn’t mean thaye
to kill somebody in this particular adventure. Lady
Deuce is capable of throwing a baby off the end of
pier, but that doesn’t mean she has to spot destrol
down by the docks in every scenario. | want this
material to be as useful to you as possible, smitd
want to restrict some NPCs to “gritty” settings and
others to “four-color” campaigns. My own style is
probably more influenced by Warren Ellis, Frank
Miller and Grant Morrison than it is by Kurt Busiek
Chris Claremont. I'm more of a pretentious oaf who
thinks he’s Alan Moore than | am a pretentious oaf
who thinks he’s Jack Kirby. But if you're a fouotor
fanatic then | want you to be able to use this rigte
too. If you think the Four Deuces are cool but's@u
running a campaign modeled on the Powerpuff Girls,
then keep their bloodiest deeds offstage.

The Campaign
World

There isn’t one. | wrote these characters tiien
intention of making them as easy as possible tp dro
into whatever campaign you want. The only common
assumptions here are that superheroes exist and tha
the campaign is set in the present day. Even then,
most of the villains in this book can be adapted to



previous epochs with only a little work. | have
included no secret history of the world, no single
explanation of what superheroes are, when they
appeared, or where they come from. We won’t learn
who the gods are, what alien races rule our carher
the cosmos or what Secret Masters (if any) hava bee
manipulating mankind’s history from the beginning.
Because the more | tell you about these thingstaand
more tightly | tie these characters into them,rtiare
it will distort the shape of your campaign, shidiits
focus away from your vision and toward my own. It's
better just to give you stuff that | know you caseu
Because | chose this approach, you will see
relatively few world-conquering arch villains inish
book. Make no mistake, there are plenty of powerfu
dangerous high-level antagonists toward the end—
opponents who could give almost any superhero team
a run for its money. But guys with names like “Bwc
Apocalypse” or “Baron Von Annihilation”, (who
always seem to be brooding in their powered armor
with wine glasses held thoughtfully aloft in onentla
and a Brahms concerto playing on the phonograph)
tend to seriously change the shape of the campaign,
shifting much of its focus toward the threat pobgd
their own huge vainglorious plans. They also tend t
be tightly wired into the back-story, since you \ebu
expect them to have a big effect on the coursewf y
world’s history (or at least the part that concerns
superheroes). Make no mistake, | love that

archetype—I've seen all the same James Bond movies

you have and | loved them just as much. But you
really only need one or two of them for a campaign
and you probably already have yours picked out. |
thought it would be better to give you somethingeno
useful.

There are a few places where for the sake of
atmosphere | have used the name of a secret British
military project that tried to build combat cyborgs
(Project Abbadon) or a US government contractar tha
made some disastrous attempts to create supeetsoldi
in the 1990s (the IF Foundation) but these nanees ar
just placeholders. Use them only if you don’t athe
have a secret project that builds cyborgs and
supermen.

There are also a few spots where one chaacter
back-story makes reference to another character,
particularly in the adventure seeds. Here toguts
for flavor and to make the characters seem more
vividly alive. Ignore these links or plug differten
characters into them just as you like. You aresund
no obligation to incorporate all of these villaing
your campaign and | tried to set things up soithat
you'd like to just adopt a few, it wouldn't disrupt
things. So, if for example the text says that Deub
Deuce has hired the Snow Queen as muscle on a job,

but you don’t like the Snow Queen, or some part of
her origin story conflicts with something in your
campaign world, just substitute another high-level
super-criminal with a reputation for professionalis
It doesn’t even have to be someone with ice powers.
I'll be producing another book of supervillain
really soon, so if you can find the time, let mekn
how well this approach works for you and I'll bétar
in mind while I'm putting “More Bad Guys” together.
Would you like characters who are even more separat
from one another? Would you feel more comfortable
with a broader sense of background? Don'’t be shy--
I'm here to serve your appetite for crime, whatever
unsavory form it might take.

New Feats and
Powers

We barely have any of these, either. In et
only have one.

The lunatic celebrity supervillainess calleds0-
Grrl has a new feat called “Limited Immunity to
Prosecution” which gives her a +3 bonus on angroll
made to evade getting arrested, arraigned, serithd w
a summons, convicted of a crime or in any other way
inconvenienced by the legal system. It also appties
any rolls a lawyer or other legal representativghmi
make on her behalf. This is a purely defensive-fea
it doesn’t make it easier for her to sue peoplease
them arrested, just to keep her from having to faee
legal consequences of her actions.

The reason | didn’t pack the book with newtdea
skills and powers is roughly the same as my rakona
for not building a campaign world. I'm lazy aslhel
By which | mean to say (ahem!) that | want to make
the GM’s life easier.

| personally find it unpleasant when playesme
up to me with new feats and powers that they've
picked up from some supplement | haven't read
(always just before game time, when | can’t properl
study them) and I'd like to spare you the extramff
and annoyance. In addition, point-based superhero
games are notoriously prone to rules-creep andt wa
to contribute as little as possible to the growchgter.

It's so important to U-Go-Grrrl's character
conception to have this extra feat that | didn& ae
way around including it. Fortunately, it's simpies
low-powered and it's OGL. Go ahead and use it
however you like in your own work. You paid for it
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Sicko the Clown

Real Name:Wendell "Butch" Blutarski
PL: 8

Str: 14 (+2) Dex: 14 (+2) Con: 18(+4)
Int: 16 (+3) Wis: 12 (+1) Cha: 14 (+1)
Initiative: +2 Attack Bonus (Melee):+10
Attack Bonus (Ranged)#12
Defense:+23/+18 Speed:35

Damage Savez12Fortitude Save: +4
Reflexes Savet2Willpower Save: +1

Skills: craft (Weird Clown Gizmos) +5, Hide +5,
Intimidate +5, Performance +5

Feats: All-Out Attack, Dodge, Improved Trip,
Power Attack, Rapid Healing, Startle, Stunning
Attack, Surprise Attack, Takedown Attack, Toughness

Powers: Amazing Save (Damage) +8, Gadgets +8,
Running +1 (Cost 2pts)

Equipment: (Weapon, +8 Stunning Damage

Cost: 1pt), Dubious Clown Van (Vehicle; Size: Lgrge
Movement: 6; Hardness: 6; Armor Bonus: 3; Features:
Radio Reception), Revolting Pies (Energy Blast +8
Stunning Damage; Flaw: Device; Cost: 1pt), Stanky
Bombs, (Obscure +8; Flaw: Device; Cost: 1pt)

WeaknessesQuirk: Loathsome drunken
degenerate.

Quirk: Crazed Clown Code (Can't knowingly do
anyone Lethal damage or allow an innocent to came t
harm)

Unlucky (Something horrible will happen to him at
least once per adventure).

“Hey kids, it's yer old pal Sicko th’
Clown! With all kinds of kooky, zany,
nutty, messed-up, painful, ghastly,
horrid, wacky fun for all of you! Ha ha
heh heh hee hee ho hoo hoo ha!”

A wretched, drunken, self-loathing, glue-sniffing
misfit clown. He’s an alienated, unhappy deviatew
steals women’s underwear, wallowing in his
perversity with frantic glee. He commits weird, lkyn
and outrageous crimes for the sheer twisted hét) of
and to get attention. He loves attention, espgdiaé
negative kind.

Sicko adores being a villain, a weirdo pervezak,
and plays it up at every opportunity. Yet he’s muc
too self-conscious and theatrical to ever let higyat
totally out of control. He won't hit superheroeghw
lethal force, and if he beats one he will alwaysieo
up with an excuse to put them in some ridiculous,
humiliating but easily escaped death-trap rathen th
execute them on the spot. Even when drunk he would
never willingly let an innocent come to harm. He is
deeply ashamed of this fact and tries hard to @nce

it.

For while he’s great at playing the role dfiister
perverted clown, under his makeup he’s kind of a
fraud. He gets no kick from hurting people—he just
likes shocking them. The thrill he gets from Stezl
panties is chiefly that it's filthy and wrong. Idets
hardly any joy out of wearing them, unless of ceurs
someone catches himin the act. He’s not eveala re
pedophile, despite sometimes making leering remarks
to that effect (Note to the GM: try to keep tlastl
affectation low-key enough so that it won't get too
disgusting for your players to handle. Sicko shoild
hang around school playgrounds in a raincoat—that
would probably freak the PCs out too badly. But if
he’s surrendering to a superhero he might say
something liké'l can never say no to anyone in a Boy
Scout uniform!)

If confronted with the fact that he isn’t ngaas
evil as he pretends to be, Sicko will rave andgsit
and make outrageous claims about what a revolting
degenerate he i8No! No! | eat three kittens before
breakfast! Iinvented th’ Teletubbies! | had ingite
carnal relations with Walt Disney’s pickled brain!”

Using Sicko the Clown in your

campaign: As an opponent he is flashy and
distracting, constantly hurling sick jokes and
exploding pies full of panty hose and bondage
magazines, pausing to scribble rude graffiti oral w
or to sniff some glue. But he’s a better tactidizem

he pretends to be. He won't interrupt a fight to do
something silly and vile unless he actually hasea f
moment. Otherwise he would get caught too fast and
the show would end too soon. He’s always got an
escape plan or two, even though he doesn’t mueh car
whether he wins or loses the fight. He might take
hostage, but if he does he’ll utter some ridiculous
threat like:*Stay back, or I'll paint moustaches on the
pictures of all this guy’s kids!or “Back off or I'll tell
Mrs. Happy Homemaker here that Betty Crocker
doesn’t really exist!”

He may even attempt to take himself or hiksoc
puppet hostage, just for laugtiBéck off or th’ clown
gets it! No one will miss him, what's one less anym
clown in the world?)

He'll never take small children hostage uratey
circumstances, as he feels that would be too $oary
them.

Unfortunately, Sicko’s drunkenness and drugsab
make him dangerous to be around—not because he
might lash out and do something savage, but because
being wasted makes him sloppy and incompetent.
He’s almost sure to kill an innocent sooner orrlate
through some drunken mistake. This will no doubt
drive him deeper into self-loathing wretchedness, a
make him even more prone to misbehave.

Adventures With Sicko the Clown:

1) Another Triumph for Moral Decency

Sicko the Clown attends a meeting of the Crusade fo
Moral Decency—after all, who could be more in need



of moral decency than Sicko the Clown? He will
sneak backstage and put rude slides in the spesaker’
carousel, rewire the PA system to make even ruder
sounds and then finally, as the meeting comes ttose
dissolving in panicked chaos he'll attack whoeger i
speaking at the podium, pelting them with stickgspi
and foul insults until they run for cover. He wviflien
hold the audience hostage while he delivers a crazy
rambling, drunken lecture on the topic of family
values, mocking and mutilating everything they hold
dear, pausing only to show more grody and ridicsilou
slides or to do more drugs. Can no one stop this
crazed clown of crime?

Actually, the audience is going to do its bedry.
After only a little of Sicko’s raving they are mad
enough to rip him limb from limb, and by the tinhet
PCs arrive they may find that they have to savkdic
from the Crusade for Moral Decency, rather than the
other way around.

2) Hey Kids, It's th’ Sicko the Clown Show!

Sicko the Clown gets his own Saturday morning
TV show, by breaking into the carrier wave with an
illegal transmitter from the back of his skankyveio
van. He shows vile cartoons and revolting puppet
shows and mocks everything good and decent.

Just how obscene the leering clown gets on his
show is up to the GM. If your PCs would be
uncomfortable with a lot of swearing, then avoid it
Otherwise, feel free to make his show an utterly
outrageous torrent of filth.

It's going to be tough to catch Sicko, sineestays
on the move while he’s broadcasting. Unfortunately
one of the stations he’s interfering with has amew
with Mob connections, and he doesn’t exactly dig th
idea of some clown cutting in on his action. Thpsc
are also prone to overreact, since a whole |dbexft
are also parents and have caught their kids wagchin
the show on the sly. Sicko may be in real danger
soon. To make matters worse, a supervillain from
Texas named Cimarron Starr is in town, and she
doesn't like the way Sicko is interfering with rerap
operas. His unpatriotic tone also offends hedaes
the way he mocks televangelists. She is goingaoft
this clown to show more respect for decent folks a
has no objection to killing him in the process.

"Now sing along kids: 'Who's a twisted pervert and
who wears all your panties? S-I-C, K-Y-T, H-E-C-L-
O..." Ah th' heck with it, | gotta huff some moheeg."

3) A Very Special Sicko the Clown Christmas

Sicko the Clown is beginning to feel the Cimias
spirit upon him. He has taken to hanging out ait&a
Claus themed leather bars, with names like “The
North Pole” and “Kris Kringle’'s Hidey Hole"—places
where big dudes dressed like Santa whip guys dfesse
up as reindeer and belldwow dash away, dash
away, dash away all!”Joints where you can get a
tattoo of a burning tannenbaum on your face at the
bar, and the jukebox always seems to be playlitegy
a Holly Jolly Christmas

But then one sodden Christmas Eve, a guy that

everyone calls “Jolly Old Saint Nick” gets busted b
the fuzz for selling crank and doing indecent thitg
a clothing store mannequin, just as he was about to
deliver a whole load of toys to a program acrossito
that the Hell’s Angels run for the orphaned kids of
outlaw bikers.

Sicko is seized with a sudden surge of drunken
mas spirit, and decides to save Christmas. Alas, h
sleazy clown van doesn’t run at the moment and his
tires are all in hock. But there’s a marvy-looking
sleigh hanging from the bar’s ceiling which might
actually be functional, and after Sicko delivers a
rousing drug-crazed rant about what a bastard Santa
Claus must bé‘Poor kids izz often naughty, in
Santa’s book, but rich kids izz always nice. juzs
like my old clown Mama always used to $sigko’
she’d say;get me my @#$%&*! Marlboros ya little
creep!, which always reminds me of th’ spirit a th’
seezun...Jthere are plenty of “reindeer” ready to pull
the sleigh across town.

He asks the red-nosed little alcoholic whesdes
up like Hitler:“Adolph, wit yer nose so bright, won't
you guide my sleigh tonight?And off they go, with
Adolph the red-nosed Hitler in the lead!

Of course, Sicko is a wanted criminal, and any
superhero who sees him riding in a sleigh covered
with obscene X-mas related graffiti drawn by eight
half-naked weirdoes in leather harnesses with fake
antlers on their heads will surely assume that il@mwv
up to something dreadful. | mean, wouldn’t you8 Hi
motives are actually noble, for once, but his plain
will never let him admit it to the PCs.

To complicate matters, a bigger, meaner
supervillain who Sicko has annoyed may show up and
try to spoil Christmas for everyone. Said villail
somehow know all about Sicko’s secret good
intentions and will mock him loudly for them. This
should let the PCs know what's really going on, and
not a moment too soon! Is there still time to save
Christmas? On Adolph, on Pukeface, on Pervert and
Witless! On Vomit, on Rat-Fink! On Stanky and
Twisted! Hey wait a minute—it's July! What the
%$H@*1?7?



Big John

Real Name:John Wayne Stimple
PL: 9

Str: 20(+5) Dex: 14 (+2) Con: 20 (+5)
Int: 10Wis: 8(-1) Cha: 14 (+2)
Initiative: +2 Attack Bonus (Melee):+11
Attack Bonus (Ranged)xg Defense:
+16/+14Speed:30

Damage Save#4Fortitude Save:+6
Reflexes Savet2Willpower Save: +2

Skills: Intimidate +9, Spot +6, Taunt +5

Feats: Chokehold, Great Fortitude, Heroic Surge,
Improved Grapple, Iron Will

Powers: Growth +9 (Extras: Shockwave,
Thunderclap; Power Stunt: Lethal Damage; Flaw:
Permanent; Cost: 7pts)

WeaknessesQuirk: Murderous Bigot (Big John
is incapable of working with members of other ethni
backgrounds and will attack them in preferencdlto a
other targets, even if doing so puts him at adalct
disadvantage)

“What do | want? | want a white
America. You give me that, right now,
and I'll surrender. What's that? You
say you can’'t? Well then | guess I've
just got to crush another hostage. You
better watch carefully this time, or I'm
gonna make it hurt a lot worse... Now
look at that--you see what you made me
do to that poor girl? You're responsible
for it, you know. You did this to her.
Now let’s take it from the top. Ask me
what | want again.”

A crazed white supremacist giant on a rampage,
leaving a trail of blood and destruction behind .him
Bumbling around without purpose or point, he hopes
to do as much damage as possible to the people he
hates before being gunned down by the cops or the
Army. Above all, he wants to draw attention to
himself and to his cause.

He's a bully and a killer, aggressive andstadi
He loves to hit helpless people. He loves to bematb
and intimidate his victims before crushing therre H
constantly wears a cruel, knowing smirk. Big John
truly believes that the world is run by a secrétataf

Jews and Freemasons, and he thinks you know it too.

He's willing to engage in long, scary conversations
with people about his ideas, toying with them et

them think he might not kill them if they can shet
right thing.

In combat, he’s a ruthless and surprisinglyning
opponent. He takes hostages as often as he a@hn, an
tries to put himself in positions where shootindiat
will cause a lot of collateral damage. He likesise
school busses for cover, he likes to place hiniself
front of oil storage tanks or strip malls crowdeithw
shoppers. Kids aren’t safe from him, old peopenéar
safe from him, even his fellow white people aren’t
safe from him. While he tries to focus his anger o
minorities, gay people and everyone else he hBtgs,
John can always seem to find an excuse to kill just
about anybody.

As you might expect, he doesn' really feaatiler
expect to live much longer--guys who go on cross-
country killing sprees seldom live to a ripe oletag
(particularly if they're thirty feet tall and cahide
anywhere). Yet he does fear both pain and
humiliation, and can be threatened with either.

John was always big. He weighed 14 pounds at
birth, and was five feet tall by the time he wasrfo
years old. He towered over his teachers in sciiodl
his mother at home, which made them afraid of him.
So they beat him and terrorized him as much as they
could.

By the time he was twelve John was seventédlet
and a lot stronger than an ox. His mother pulied h
out of school, banished him to the cellar and bofd
to stay out of the sight of decent people. Instefad
staying out of sight, he started hanging arounthby
Mini Mart. He could easily pass for an adult, so
nobody questioned why he was there in the middle of
the day.

He found out about nazism from the publicdityr
and TV, although his mom had already told him that
black people were evil. Throughout his adolescence
he hung out with other kids who were into the same
stuff. His incredible size, strength and crueliyda
him a natural leader. The group of them set dogs o
fire and put the eyes out of squirrels and wishey t
could get their hands on a black kid. They wereskmno
troublemakers, despised by decent folks and
constantly hassled by the sheriff. It alwayslédk
John to think that while every adult he had ever me
felt the same way he did about blacks and Jews, the
fact that he wore a swastika on his shirt made them
hate and fear him.

By the time he was fifteen, John was twehet fe
tall and could no longer pass for a normal human.
Most of his friends were in juvie by then anywdye
retreated to his Mom’s basement and spent a lot of
time watching TV and surfing the web.

When he was twenty, he began exchanging e-mail
with an online hate group called the Purifiers.eyrh
were a kind of suicide club, constantly egging one
another on to run amok in public, kill a bunch of
minorities and get gunned down by the cops. Jshn i
the third one to actually do it.

At the GM’s discretion, the other Purifiersynize
a shabby collection of lunatics and halfwits, ath
may actually be a group of paranoid white suprestaci



superhumans, ready to tip over like a chain of
firecrackers and wreak havoc all across the country
John killed his mother and collapsed their house
before he set out on his rampage, but his computer’
hard drive is still salvageable, and who knows what
evidence it might contain?

Using Big John in your campaign:Big
John has no intention of being taken alive, and is
probably a one-shot villain, who appears, goes on a
rampage, and then dies. However, if the PCs manage
to capture him, he can become a recurrent menace.
He'll escape custody if he gets a chance andlsitart
bloody rampage all over again. While he is venigefu
and vindictive, his resources aren’t really greaiugh
for him to effectively hunt most superheroes down
(anyway he’s much too busy trying to smash studf an
go out in a blaze of glory) but if he encounteenth
again he will be pleased and will single them out f
special punishment.

Adventures With Big John: 1) zero Day

One Saturday morning a maniac named Wilbur
Munce runs amok and starts shooting people in the
parking lot of a synagogue. He has a lot of hasag
and the cops are desperate enough to call therRGs i
stop him. Overcoming Munce is easy for a team of
superheroes, but when the cops look at his apattmen
they find his connection to the Purifiers’ web siteis
painfully clear that this group of white supremacis
psychopaths has at least one actual parahumam in it
ranks, and that he is about to go on a rampaga. Ca
our heroes stop Big John in time? And come to think
of it, why does he call himself “Big John"?

The PCs will arrive in John’s home town just
slightly too late—he has already caved in his house
and walked off into the night. Now the PCs wilvha
to fight a running cross-country battle, trackiogd
by the incidents he creates, to stop him beforédes
something horrendous. There is a small and
predominantly African-American grade school
directly in his path, about forty miles away.

2) Fast Train to Nowhere

This scenario assumes that Big John’s rampage
covers a much wider swath of territory. Big Jolas h
been smashing his way across the upper Midwest (or
some other part of the country, far distant fromeeh
the PCs live) for about a month now. He seemsto b
able to suddenly vanish when superheroes get too
close. A Player Character gets called out of ttan
visit a frail and elderly relative (or better y#ig frail
and elderly relative of their love interest). Thewe
stopped at a diner or a rest area near some rtaaikst
and the Player Character finds themselves
momentarily alone, outside. A freight train runtble
past, and Big John bursts out of one of the cars,
landing on the far side of the tracks from the AS.
the train rumbles between them, the giant marauder
sees the PC, smiles sadistically and gestures to
indicate that they should keep silent. Perhaps he

makes a threatening gesture in the direction of the
diner, or the PC’s love interest. Then John lusber
off to cause havoc somewhere close by. How daes th
PC go after Big John without blowing their secret
identity? What will they do about their obligatgsh
How can they get in touch with the rest of the team
and what cover story will they use? Can the team
even get here in time to keep Big John from doing
something awful? And will the huge thug reallygak
some kind of twisted revenge against the PC’s loved
ones?



Doctor Shock

Real Name:To be determined (see
description)
PL: 9

Str: 12 (+1) Dex: 12(+1) Con: 14 (+2)
Int: 14 (+2) Wis: 10(+0) Cha: 6 (-2)
Initiative: +1Attack Bonus (Melee):+10
Attack Bonus (Ranged)*10
Defense:+11/+9Speed:30

Damage Savess Fortitude Save: +4
Reflexes Save+4Willpower Save: +3

Skills: Balance +8, Craft (Electronics) +8, Hide +9,
Jump +6, Move Silently +10, Open lock, +8,
Profession (to be determined) +5, Read Lips +8

Feats: All-Out Attack, Dodge, Improved Initiative,
Surprise Attack, Toughness

Powers: Amazing Save (Damage) +3 (Extras:
Willpower, Reflexes: Cost: 3pts)

Equipment: Armor +9 (Extra: Damage Field
[electric], Paralysis [No Range]; Cost: 2pts),
Darkvision (Flaw: Device; Cost: 1pt), Detect
Movement (Flaw: Device; Cost: 1pt), Immunity to
Suffocation (Flaw: Device; Cost: 1pt)

Weaknessesbisabled: Deaf (-4 Penalty to
Initiative, Cannot make Listen skill checks)

Quirk: Depraved Complusive Deviate (can't stop
harassing his victims even if it's obviously gotoget
him into trouble).

“All women crave the burning shock of
my tender electric caresses. And soon
they’ll all know my touch.”

A creepy little peeping Tom who complusively
harasses women. He likes electricity in deeply
unhealthy ways and has built himself a "shock-duwit"
help satisfy his peculiar appetites. His Shock Sui
designed to give out both massive jolts of eleityrio
others and exciting jolts to himself. He watchiss h
victims from a distance, then invades their homes
while they sleep, leaving threatening mash notes fo
them.

He mostly bothers deaf girls and can't underst
why they reject him. All deaf women must want him-
-who else would have them? They're freaks,
defectives, cruel accidents of nature, unlovable by
anyone. Surely they crave him and his hot electric
love!

After spying on and harassing a victim for fziley
he'll sneak into her room while she sleeps andkshoc
her awake with his electric caresses. Then he'll g
away, and come back to do it again the next night.
Someitmes it's hard for his victims to get anyane t
believe what is happening, which adds greatly $o hi

relish. It also makes them more likely to turn to
unconventional sources for help (the Player
Characters, for example).

Doctor Shock has yet to kill or sexually astsau
anyone (at least in the conventional sense) but who
knows what he might become capable of as he
explores his vice more deeply. He prefers noeto g
into direct confrontations with the authoritiest bu
unlike the usual stereotype of a peeping Tom In@is
coward and although he has never fought a superhero
hand to hand he would find the prospect thrillirig.
the battle is going well, he may linger too longret
scene, unable to control his glee. He doesn'tafést
of moral compunctions and certainly wouldn't mind
taking a hostage if it either helps his chancegetiing
away or makes the situation more exciting.

Doctor Shock never speaks, but does leavesopi
of his "Electric Love Manifesto" lying around to
explain his motives. He is of course deaf himself.

Using Doctor Shock in your

campailgn: Dr. Shock probably won't stand up to
an assault by a team of superheroes for long,eso th
key to using him right is to keep him offstage dsr
long as possible, letting the tension build anddoas
the PCs match wits with him at a distance. Hexdlye
meant for creepy, atmospheric mysteries rather than
for street brawls. We've left his identity undeténed
so that you can make this part of the mystery—
perhaps he turns out to be someone his victimhgor t
Player Characters) already knows, or even someone
who is helping them with the investigation.

He could well be a one-shot villain who dies o
gets sent to prison forever after his rampageif et
ever gets out again he’s going to build himselftheo
shock suit and go right back to doing what he loves
Or perhaps he’ll start stalking a PC'’s loved ones.

Adventures With Doctor Shock: 1) The
Unfortunate Van Valkenburg Matter

Doctor Shock torments a young deaf woman
named Miranda Van Valkenburg until she commits
suicide. A friend of hers is the deaf cousin, sjste
girlfriend or other close female acquaintance of a
Player Character. She hadn’t seen Miranda in some
time, and regrets it bitterly. While going through
some of Miranda’s things, she finds her diary. réhe
are only a few entries from after Doctor Shocktstar
terrorizing her—she was too upset to write very muc
It seems clear from what little she did write that
one believed her, everyone thought she was crazy or
desperate for attention, so she decided to kidier

In addition the diary, the PC's friend findsapy
of the Electric Love Manifesto. She does not know
that Doctor Shock is watching her through the windo
as she reads it, or that she is about to beconmeekis
victim.

The Doctor starts harassing her slowly and
cruelly—Iletting her glimpse him outside her window,
leaving threatening notes. She doesn’t know what t
do, no one will believe her, just like they didn’t



believe Miranda. She isn't even sure that she vedie
it herself. Initially she won't want to talk togtPlayer
Character about this, but if they press her sl tel
them the whole story and shows them the evidence.
And just in the nick of time! For Doctor Shock is
about to move things up to the next stage.

2) School of Shock

Dr. Shock terrorizes the women’s dormitoryin
large school for the deaf. He is already on lirglth
victim by the time the Player Characters get calted

The first victim transferred out of the schadien
she found that no one would believe her storiesitabo
an electric marauder who abused her in the dead of
night, in her room, with her roommate asleep on the
next bed. When he started to harass a seconthvicti
the school started treating it seriously, but befbey
had a chance to involve the police the secondegtl
down the stairs (perhaps by accident, perhapsanat)
wound up in the hospital, unconscious. He has now
transferred his affections to another studentpatjh
by the time the Player Characters learn about these
events he hasn't done more than leave her threateni
messages and a copy of his unsavory “Electric Love
Manifesto.”

It is possible that the Player Characters leen
brought in as consultants, to resolve this matter
discreetly, but it's almost more interesting if afe
them has instead been drawn in through their secret
identity—perhaps as a staff member, counselor,
teacher or even a student at the school.

We have left Doctor Shock’s identity unspedfi
because that can be one of the most intriguing jeért
the mystery. He is deaf, and he is somehow able to
open any locked door in the building. Is he treepy
janitor? A male student? A teacher? The school
psychologist? The headmaster? Some weird guy who
lives across the street and has nothing to dotivéh
school? Do whatever would be most dramatic and
scary.



Mano del Muerte

Real Name:Ramon Ochoa
PL: 9

Str: 14 (+2) Dex: 16(+3) Con: 18(+4)

Int: 9(-1) Wis: 6(-2) Cha: 2 (-4)
Initiative: +3Attack Bonus (Melee):+11
(+9L Damage FieldAttack Bonus (Ranged):
+12 Defense:+23/+19Speed:3s5

Damage Save:4/+6 (Evasionf-ortitude
Save:+3Reflexes Savet3zWillpower
Save:+-2

Skills: Hide +9, Listen +9, Move Silently +9
Feats: Darkvision, Dodge, Durability, Evasion

Powers: Super-Wisdom +9 (Flaw: only counts
toward resisting mental attacks; Cost: 1pt), Energy
Blast +9 (Extras: Damage Field, Subtle; Power Stunt
Pentetrating Attack x4; Cost: 4pts), Obscure +5
(Flaw: Partial; Cost 1pt), Protection +9 (Cost:s)pt
Running +1 (Cost: 2pts)

Weaknessesbisturbing (looks like a mutilated
ruin of a man, makes all Diplomacy and Bluff checks
at a -5)

Quirk: Paranoid schizophrenic (the Mano del Muerte
is dangerously out of touch with reality, whichdsa
him to make grave errors and do terrible things)

"America! Cruel goddess! | raise
monuments of blood to slake your

appetites, though it wounds my mind and

damns my soul.”

A crazy, murderous, rampaging lunatic with
superhuman powers. He has somehow been cursed
with the ability to kill with a touch or a glance,
rupturing blood vessels, melting flesh, causingsa
and convulsions.

We don't know much about how he gained his
powers or went mad. He served in the US Army, in
hopes of distinguishing himself enough to gain
citizenship, and may have been considered for some
sort of superhuman combat unit. Some of his reccord
are classified, but it at least seems clear thatdse
discharged for psychological instability and that h
had some kind of trouble with his resident aliextist
after that. Did he volunteer for some kind of
dangerous experimental treatment, in hopes of
becoming a citizen? Did it give him psychic powers?
Did it exacerbate his mental instability? Did they
sense that he might be dangerous and try to have hi
kicked out of the country? We will probably never
know. His own ideas on the topic are uselessly
deranged.

Completely insane, hopelessly delusional hivks
that people are asking him to sacrifice them toGbd

of Blood, so that America can stay strong, immune t
foreign influences. He will go to some random
location and ask the people he finds there if thegt
to be sacrificed for the Blood God's greater gltingt
America might shine pure. They always answer yes,
to his continual surprise (or at least that's wWigat
thinks they're saying) and although he hates to kil
people, what choice does he have? Just think what
would happen if he didn't kill them! America ovenr
by foreigners, corrupted and made to serve as a
festering breeding pool for their foreign influesce
contaminating the rest of the world with their
foreingness! Before he kills them, he asks the
sacrifices where he should go next and they always
give him another address (or at least he thinkg the
do).

Mano del Muerte is sentimental about childred
cute things and cries a lot over his victims, dmtfore
and after he kills them. He would never, ever hurt
child or an animal and could be dissuaded frommtgki
a sacrifice if he thought a child might see himitdo
He has five kids of his own, back home in Bolivaad
he misses them terribly. Sometimes he gets one of
them confused with some child here in the statds an
will leave gifts for them outside their window, or
follow them down the street at night to make sure
they're safe. Sometimes he misunderstands a
stranger's intentions toward "his" child and kilem.

Using Mano del Muerte in your

campaign: Adventures with the Mano del Muerte
should always take place at night and the atmospher
should always be as creepy as possible. Whileoae d
have some unexpected tricks up his sleeve, he won't
provide much challenge in a knock-down, drag-out
fight. Therefore the PCs should only get solidndea
to come to grips with him right at the end of the
scenario. Most of the adventure will usually irweol
trying to figure out his motives and then interdegt
him wherever he is about to strike next, before any
more innocent people die.

He's as pitiable as he is scary, but he’s elaxtly
the kind of villain who tempts the PCs to use letha
force. If he survives his first encounter with the
Player Characters, they could dedicate themseives t
trying to cure his condition or they could just Baim
locked away forever. He’s not a competent escape
artist, but if you feel that the PCs would enjahting
him again then he could get loose in some kind of
accident or mass prison break. However you ddoide
use him, he should not become the kind of villalmow
shows up every week, since that would make him less
frightening.

Adventures With Mano del Muerte: 1)
Hand of Death, Clutch of Fear

The city is gripped with fear as the mad kille
called the Mano del Muerte stalks its streets lgyi
No one has yet been able to catch the fiend iat¢he
of his grisly crimes and no one knows where he migh
strike next.



The state and municipal authorities have farme
joint task force to apprehend Mano del Muerte and
one member of the task force asks the Player
Characters to informally participate. The contact
should ideally be someone the PCs think of as ltones
but whom they don’t know very well on a personal
level. Of course you should use your own best
judgment here. If some other character would work
best for your PC group, use them instead.

It is unclear whether or not City Hall hasitlsic
approved the PCs involvement. The city authorities
seem unusually willing to cooperate with or atteas
turn a blind eye to the PCs’ activities, but ta game
time their contact really does seem to be making an
effort to keep at least some members of the tasle fo
from knowing that the PCs are involved.

As the PCs read reports on Mano del Muerte’s
crimes and hear testimony from eyewitnesses, the
nature of his motivations slowly starts to emeige.
becomes clear that he’s actually choosing addregses
random, but because he thinks that each victim is
telling him where to go to find the next one, itgimi
be possible to figure out his next destination from
something a witness overhears him saying to amwicti
After they have explained this to their contaceytiget
a lucky break. The very next time they are out on
patrol, tracking down another potential sightirgit
contact gets in touch. A new eyewitness has jusiec
forward, and she heard Mano del Murte say something
that clearly indicates the major city landmark tigh
next to where he will take his next victim. Actyall
it's a little ambiguous (just enough to put aditloubt
into your players’ minds) but it certainly seems to
indicate where he’s going.

A squad of police officers moves in to confrtre
killer, but the PCs are closer and they get thiese A
terrible downpour opens up over the city just &s th
PCs arrive at the scene. Somewhere out therein th
dark and rain lurks the Mano del Muerte, poised to
strike.

2) Carnival of Sorrows

Mano del Muerte stalks the city by night, slieg
carnage and woe. The Player Characters are hunting
him on their own, without any support from the
authorities. By talking to witnesses and studyime
pattern of his crimes they are just starting toaget
sense of why he’s killing people and how to figaue
where he intends to strike next, when a stage émt¢id
is brought to their attention. A criminal named
Ignacio Ruiz is found murdered on his ex-wife’s
doorstep. A policeman lies dead beside him. Both
men were killed by the Mano del Muerte. Ruiz’ ex-
wife tearfully notes that her little boy, Hectas, i
missing.

Ignacio was stalking his ex-wife and stepsoth a
he had sworn to do them both grievous harm There
was already a restraining order out against hirn, bu
she knew it wouldn’t do any good and fully excepted
that he would kill them sooner or later.

In fact Ingnacio Ruiz accosted his stepsothen

steps and while the two of them struggled, Mano del
Muerte happened by the scene. He mistook little
Hector for one of his own sons, and swiftly moved t
protect him, killing Ruiz dead on the spot. Hen&lu
back into the shadows to watch over “his” boy fram
distance, but some of the neighbors had heard the
altercation and called the police. A squad car
happened to be right in the vicinity, and when the
police officer inside got out to talk to Hector, Ma
del Muerte misunderstood his intentions and killed
him too.

Hector wandered off in shock, but there are
witnesses who have seen him, and seen the weird and
horrible figure that follows him. Various people
attempt to talk to or help Hector, and Mano del Meie
kills them. And just as the PCs start to catchtlug,
boy and his shadowy protector wander into a cakniva



Chapter 2: Moderate
Threats

Broken Arrow

- o9
Real Name:John Wolf
PL: 10

Str: 14 (+2) Dex: 18(+4) Con: 14 (+2)
Int: 14 +2) Wis: 14 (+2) Cha: 14 (+2)
Initiative: +g Attack Bonus (Melee):+11
Attack Bonus (Ranged)#13
Defense:+20/+12Speed:30

Damage Save#2/+9 (Evasionf-ortitude
Save:+2Reflexes SavetioWillpower
Save:+4

Skills: Acrobatics +6, Balance +6, Diplomacy +5,
Gather Information +5, Hide +5, Knowledge (Indian
Reservations) +5, Listen +9, Move Silently +10,
Search +5, Sense Motive +5, Spot +9, Survival +5
Feats: Attack Focus (Bow), Connected, Dodge,
Evasion, Expertise, Far Shot (Bow), Infamy, Instant
Stand, Lightning Reflexes, Point-Blank Shot, Precis
Shot, Tracking

Powers: Super-Dexterity +4 (Extra: Super-Senses;
Cost 4pts)

Equipment: Bow (+5 Lethal; Extra: Explosive
Effect [Exploding Arrow], Power Stunts: Obscure
[Smoke-Screen Arrow]; Cost: 2pts), Armor +4 (Cost:
1pt)

Weaknessesbisabled: Missing one arm below
the elbow, can't use his prosthetic hand to dohémyt
but hold objects

“All any man can ask the world to give
him is justice--but most guys are too
smart to ask. So | guess you can see |
was never all that bright.”

A bitter, misunderstood Native American vigtie
from the Ogalala Sioux reservation. He's generally
thought of as a crazy Indian separatist who usesrte
and violence to intimidate anyone who disagreel wit
his lunatic ideology. The truth is far differerBroken
Arrow fights corruption, organized crime and the
shadowy power of the mining interests on resermatio
land (all of which are deeply intertwined).

His stepfather was a tribal policeman, whecdttiis
best to help people, but wasn't able to accomplé&siy
much. The grind of police work wore him down,
made him drink, made him beat his wife and kide H
was so busy trying to be a good man at work that he
became a monster at home. To avoid his stepfather’
erratic wrath, John took to spending as much of his
time as possible outdoors. He hunted, fished htaug
himself to navigate by the stars and sometimestdidn
come home for days.

His grandmother understood him, and he sp#oit a
of time at her place, too. Although she didn’téav
much education, she was an activist and an outspoke
woman, and she taught him a lot about his people’s
tragic history.

John left the reservation at age 18, and ¢bthe
Army. They noticed his skills as a marksman pretty
quickly, and signed him up for sniper training. f@e
long he was reassigned to the Rangers, then to the
Delta Force, and then to a super-secret elitecatiied
“Team Seven.” An extremely competent sniper, and
an all around superb soldier, he was nearly thalequ
of the team’s legendary squad leader Silvio Strozzi
(who later became the supervillain known as the Ace
of Wounds).



John lost his right arm below the elbow on a
mission during the first Gulf War, so he took his
pension and went home. That missing arm has saved
his life many times since—everyone assumes that he
couldn’t possibly be Broken Arrow when he has no
right hand (in fact he just uses his prosthetiattan
hold the bow, and aims with his left).

It was the first time he had been home ingeand
it was a troubled period on the reservation. Thes
unrest and repression. A lot of people were fed up
with the tribal government and the amount of
influence the big mining companies had over itergh
were underground groups who resisted the status quo
with bombs and there were vicious reprisals against
them.

John was a quiet, cautious guy by naturehbut
couldn’t stay clear of the struggle for long. His
grandma was still alive and still an activist, ltite
brother Fred was involved in the underground—if
nothing else, John he had to get involved to ptotec
them.

During this same period he got back togettir w
his old high-school girlfriend, a gorgeous young
woman named Eudora Leaps-Tall, who was trying her
best to get enough money together to go to Wyoming
State University and become a nurse. She wasn’t
political, but after hanging out with John for aileh
she began to take an interest herself. They got
married almost on impulse.

Alas, these were bad days to start takingnamest
in politics. People who spoke out against the ngni
consortiums and the shady deals that certain patie
the tribal council had cut with them had a way of
dying sudden violent deaths. First Fred turned up
decapitated in a ditch, then Eudora vanished on her
way home from her night job (she was never found,
although John has his suspicions about where ti3r bo
may be buried) and then someone marched Grandma
out into the woods and shot her in the head. John
couldn’t protect a single one of them, and he was
losing other friends, too.

It was around the time his Grandma died tkat h
went a little insane, took his bow, put on a mask a
started to fight back. For the past ten years he’s
battled corruption and organized crime, first om th
Ogalala reservation and then as his reputation,grew
on other reservations across the West. Thesehdays
often feels it took him much too long to take up hi
knife.

An unhappy man, he tells lots of bitter jokesl
drinks too much. He has lost a great deal and seen
many terrible things, both on Team Seven and
afterwards. When asked about the subject of reyjeng
he always replies with some version of the follagvin
rant:*"Now here’s a funny thing about revenge.
There’s no such thing. The scale never balances.
Why? Because there’s no scale. | take three duys,
knock one eye out of each of ‘em, and what are you
gonna to do to me? | only got two eyes, and anyway
losing both your eyes is more than twice as bad as
losing one of them. If my life is worthless (whitdk)
and | kill a guy whose life was valuable, how you

gonna make the scales balance? Forget it. Ther@’s n
scale. So don't trick yourself about why we dotwha
we do.”

It is hard to say whether or not he would resn
killing an enemy. The matter hasn't yet come wp, b
it's bound to eventually. He most certainly wontid
take hostages, but he might terrorize or threaten a
enemy to get information out of them, and in an
emergency might resort to actually torturing them
(although he would feel terrible about doing it).

He is a canny, cagey opponent who knows how to
use the ground to his advantage. In combat withrot
superbeings, he will always try to hit them from a
distance and to take them by surprise. He welats a
of body armor but he knows that his defenses won’t
hold up against guys who can put holes in the sifles
tanks. A straightforward sniper without a lot of
money to spend on an arsenal, he uses a minimal
range of special “trick” arrows and mostly just
concentrates on hitting the target really well.

Broken Arrow is a controversial figure eventba
reservation. He does have connections with the mos
extreme wing of the native separatist undergrobnot],
he doesn’t believe in their credo. He regards
overthrowing the US government as an unrealistic
goal. However, they hate the existing power stmect
as much as he does, so they make good part-time
allies. He’s out to make things better for theirady
reservation Indian, and the seperatists are ugeiid
to help him achieve that goal.

While his grandmother taught him a few of et
tribal religious rituals, he practices them more to
honor her memory than anything else. Personatly, h
believes in no gods at all—but he does believadn h
grandma. English is his first language and hesdlgtu
can’'t speak Sioux as well as he would like. Hdlyea
doesn’t have a secret identity anymore, and spends
nearly all his time underground, in costume.
Sometimes he sleeps in his body armor. It amuses
him in a twisted way that he is called a terraaist a
supervillain, but it doesn't surprise him.

Using Broken Arrow in your

campaign: Instead of dragging theCs out to the
wilderness, it's almost better to have Broken Arrow
come menace them on their home ground. See the
adventure seeds below for some examples of how to
do this. He isn't tough enough to take on a whole
gang of PL 10 heroes by himself, but then again he
usually isn’t the real villain of the scenarioheit.
Typically he'll appear, hunting some other villain
criminal, the PCs will misinterpret his motivesaak
him, defeat him, and only then find out that thayéa
misunderstood things and that something bad istabou
to happen if they don’t team up with Broken Arraw t
stop it. Of course this approach only works once with
any given PC group, so after their first encouhter
can become a helpful but seldom-seen ally, or eceou
of adventure leads.

Broken Arrow operates in a completely différen
part of the country from the Mafia supervillain kwo



as the Ace of Wounds, so the odds of them running
into each other is low. If they did, they wouldHbo
immediately recognize each other from Team Seven.
It would no doubt occur to each of them the othrex o
knows their secret identity, but they're both rewsse
men and they would probably be able to work
something out that doesn't involve killing eachesth

Adventures With Broken Arrow:

1) Tiny Lester's Great Big Problem

A terrified biker named “Tiny” Lester Scruggs
comes to the Player Characters and tells thenhéhat
knows Broken Arrow’s secret identity. They've got
hide him, to get him into federal witness protettos
something—the guy is crazy and he’s coming to kill
Tiny Lester.

All of this is a lie, except for the part abd@roken
Arrow coming for him. In fact Broken Arrow is afte
Lester Scruggs because he supplied crank to aagang
the Navajo reservation, shot people with casual
abandon whenever it suited him, and may have
sparked a major gang war between the Insane Young
Vipers and the Navajo chapter of the Crips.

Broken Arrow intends to turn him over to orfe o
the rival gang factions as a peace offering, inesapf
ending the war. But the Insane Young Vipers have
already sent a hit squad after Lester, which meayear

at any moment. The PCs may be surprised to see tha

despite being reservation kids they dress in hip-ho
clothes and speak the same gangsta dialect ag@m in
city gang, with a few Navajo words mixed in.

Meanwhile Lester has been trying to get some o
his outlaw biker friends to join the party, justrake
things really interesting.

2) A Standing Dog and a Lying Hound

A prominent Native American leader named Ron
Washi has come to town to drum up investors for a
new Indian casino. He’s going to throw a big patty
a hotel and schmooze the business community for
some cash. However, the word is out that radical
Native American separatists may attempt to disrupt
the party, or even kill Ron Washi. They say that
Broken Arrow himself may be coming.

And indeed Broken Arrow is on his way—but not
to kill Ron. In fact a ruthless business rival ream
Norville Standing Dog wants to build his own casino
with the backing of organized crime, and Ron Washi’
proposal is getting in the way. Standing Dog has
arranged to have Mr. Washi killed at his party.

Ron is something of a crusader—he wants tid bui
a casino that will bring money to the reservation.
Norville Standing Dog wants a casino that will fehn
most of its revenue into the coffers of the mob.

Broken Arrow favors Mr. Washi’s proposal.
Furthermore, a public execution like this will make
that much harder for indian casinos to find investo
who aren't tied in to organized crime. Even thohgh
regards Ron as a sellout and a greedy fat cateBrok
Arrow is here to protect the man.

If the GM wants to complicate things, perhaps

Norville Standing Dog has hired a supervillain org
out the hit—someone too big for Broken Arrow to
handle by himself, like the Snow Queen or the
Diamond Deuce. Either way, it's going to be onk he
of a party!



U-Go-Grrrl

Real Name:Courtney Amber Lopez
PL: 10

Str: 14 (+2) Dex: 19(+4) Con: 12 (+1)
Int: 10(+0) Wis: 9 (-1) Cha: 18(+4)
Initiative: +14Attack Bonus (Melee):+7
Attack Bonus (Ranged)#9
Defense:+30/+16Speed:80 (Super-Speed)
Damage Save#1/+14 (Evasionf-ortitude
Save:+1Reflexes Savet14Willpower
Save:+1

Skills: Balance +10, Bluff +5, Diplomacy+5,
Intimidate +8, Taunt +10

Feats: Connected, Dodge, Fame, Evasion, Legal
Immunity (New Feat, grants a +3 to any rolls maale t
escape legal prosecution), Minions (business masage
and enterouge, 15 PL 1 characters and 1 PL 2), Move
By Attack, Rapid Strike

Powers: Super-Speed +10 (Power Stunts: Wall
Run, Water Run; Cost: 6pts)

WeaknessesQuirk: Develops obsessive,
irrational, self-destructive crushes and doesiatik
of stupid and dangerous things to get the attertion
her prospective paramour.

“Now there’s a rack of abs that even
makesmy heart beat faster! Wooo-hooo!
Heyyougottagirlfriendmisterhuhuhu
huh?”

Perhaps the fastest woman alive, able totrun a
twice the speed of sound. She's a bit of a media
darling, mostly because of her loud, brassy petdgna
and her controversial behavior.

Until recently part of a large and celebrated
superhero group, U-Go-Grrrl caused so much havoc
on the team that they expelled her. She's still a
celebrity despite her expulsion and makes a lot of
public appearances. People love U-Go-Grrrl, oe lov
to hate her.

In person she is twitchy, manic and constantly
fidgets at superhuman speed. She has no attention
span and gets bored in a flash. When she getd,bore
she breaks things, and is forever trashing hotehso
and causing trouble in public. Violent, nuts, lagri
and inappropriate, she flirts broadly, badly artérof
She also has a way of developing unhealthy obsessiv
crushes on male player characters. She's much too
crazy and socially maladroit to express her fesling
any kind of reasonable way, and will try to getithe
attention by playing dangerous high-speed pranks on
them. The more the player ignores or rejectsther,
more she will escalate her tactics, getting wilaied
more outrageous. This is going to get somebody

killed if it isn't stopped.

Unfortunately, stopping it is going to be thug
Her powers make her hard to catch and her statas as
celebrity shields her to a large degree from arrest
Some very powerful people have made a lot of money
from the public's interest in U-Go-Grrrl and thegrait
about to let her go to prison if they can helpSte
also has a kind of limited immunity from prosecutio
a holdover from her days as a superhero. Whetiger th
would hold up in court now that she isn't fighting
crime or saving the world is debatable, but herykrs
and business managers will try to use it anyway.

Using U-Go-Grrrl in your campaign:

U-Go-Grrrl can be played as a comic annoyamce
a serious, scary menace, depending on how the GM
wants to present her. She should meet one of &e m
PCs in some kind of public social setting, act
obnoxious (perhaps get abusive with a waiter oresom
hapless service person) appall them and leave. Make
sure that she doesn’t actually do anything illegat,
that she’s so awful that the PC would never even
consider getting involved with her.

Only later, perhaps between some other adres)tu
will she start playing pranks on them and tryingéo
their attention. It all goes downhill from there.



The Unicorn

Real Name:April Pfeffner
PL: 10

Str: 8 (-1) Dex: 12 (+1) Con: 14 (+2) Int:
14 (+2) Wis: 8 (-1) Cha: 20(+5)
Initiative: +1Attack Bonus (Melee):+4
Attack Bonus (Ranged)#6/+9 (Mental
Attacks)Defense:+18/+17Speed:30
Damage Savex2 Fortitude Save:+2
Reflexes Savet+sWillpower Save: +6

Skills: Bluff +8, Diplomacy +11, Handle Animal
+10, Intimidate +12, Innuendo +10

Feats: Detect Negative Thoughts, Psychic
Awareness, See Invisibility, Startle, Trance, True
Seeing

Powers: Amazing Reflexes Save +7 (Extra: Also
Applies to Willpower Saves; Cost: 2pts), Obscur8 +1
(Flaw: Partial, Cost: 1pt), Telepathy +10 (Extras:
lllusions [Creatures Only], Mind Control, Cost 4pts

WeaknesseSQuirk: Irrational fear and hatred of
"Bad Thoughts." Compulsively tries to stamp thert ou
with Mind Control, regardless of the consaquenoes t
herself or others.

“Please, you have to stop hating one
another before | do something awful!”

A tormented psychic who has great difficulty smgti
out the thoughts of others. Negative thoughtseaus
her terrible pain and unhappiness and this has made
her irrationally obsessed with stamping them dtiie
Unicorn wants everyone to be nice, to treat one
another decently, to be happy and above all tdthan
bad thoughts. She's a powerful enough telepath to
force them if they refuse. Not blessed with agryse
of restraint or practicality, she causes havoauinlip,
projecting images of butterflies, winged horses and
dolphins flying through space into the minds of
everyone around her, screaming that the new age of
joy and splendor is at hand. She doesn't wantitib h
anybody, just to make them hold hands, sing songs
about love and rainbows and forsake the cruel world
that oppresses them. If she wanted to do this in
private, or on a commune off somewhere in the
woods, it would be merely unwholesome, but the
Unicorn will do it on crowded city streets at rusbur,
tying up traffic and bringing out the SWAT teams.
She has a very vivid inner fantasy life and is
spectacular telepathic combatant, projecting huge
halos, coronas and streams of butterflies everysvher
around her, making her voice seem to thunder from
the clouds. She will avoid causing anyone physical
pain, and will rely on the strength of her telepeih
force them into submission. Her powers are strong
enough to affect lots of people at once and sdelsatt

that involve the Unicorn usually have large numbers
of innocent bystanders clogging up the field and
getting in the way.

It may also give some heroes pause to beat the
living daylights out of a fragile, wide-eyed young
woman who genuinely doesn't want to hurt anyone.
Then again, if they don't drag her off to jail dip®
tactical unit is likely to put a bullet in her poaddled
brain.

Her background is unremarkable. Both herrmgare
are moderately successful real estate brokersy The
are both charming and weak, easily influenced by
other people and painfully afraid of disapproviaer
father has an unconscious, low-level psychic atfitit
make people buy houses, but it's nothing on theesam
scale as the Unicorn. She grew up skinny andypnel
an only child, and has been reading people’s thisugh
for as long as she can remember. Always desperate
please but achingly shy, she was an unpopular kid
until high school, when her fragile, waif-like bé&au
became apparent. She could read minds better and
better as her brain matured, and she didn’t likatwh
she saw there. Nonetheless, it was a good waylpo he
get along.

Now she’s in her first year of college, anokal
LSD experience has magnified her powers
enormously. She can control minds as well as read
them, and she can’t shut out the torrent of negativ
feelings that people radiate. The world is in agon
and it must stop hurting before it drives her irssan

Using The Unicorn in your campaign:
The PCs will first encounter the Unicorn shortlteaf
her psychic breakthrough. She is disoriented and
afraid, trying desperately to make the voices in he
head stop screaming and she has no idea how to do
this, apart from grabbing every mind within heratea
and forcing it to think nice thoughts. Depending on
how the encounter goes, she could be a one-slgat tra
villain who appears, wreaks havoc and dies befoze t
PCs can save her, or a recurring threat who comes
back a little different each time she faces oupéer

If they can convince her to just leave and fin
somewhere less populated to live, she will trydatd
but after a few months in the wilderness she willl f
to her horror that she can still faintly hear thtes
crying out to her in pain, and that their voices ar
getting louder all the time. She will return tahe
their pain the only way she knows how—Dby forcing
them.

If the PCs convince her to get therapy and tak
some kind of medication that will suppress her
superhuman abilities, she will try to comply witiet
program, but then find to her shock that she fdeéxd
inside without her powers. To someone who has been
able to read thoughts and feelings all her lifes ith
like being struck deaf or blind. She will lapse&ia
deep depression, stop taking her drugs and gogbubli
berserk once again.

If she is confined to an institution, she gdissed
there and eventually escapes. Now she’s angry and
will no longer trust the PCs or any other authority



figures. They told her she would be safe and @eopl
would take care of her in the hospital. Insteayth
hurt her!

Once the Unicorn has resurfaced a couplerad;j
she develops a disorganized cult-like following who
will try to protect her and get in the PCs’ way.
Unscrupulous psychic villains (like the man whdsal
himself “God"—see his description on page 24) may
find out about her and try to exploit her for thaeivn
nefarious ends. Perhaps the best solution to the
Unicorn’s problems is to find her a powerful psychi
teacher who can help her use and control her gifts,
which case she may turn into a different kind of
character altogether—perhaps even a superheréine.
Buddhist monastery might also provide her withfa sa
haven, particularly if it's geographically isolated
Getting them to accept a woman as a monk may prove
difficult, however (depending on the tradition they
follow) and it may even start to cause the kind of
psychic disruptions in their community that could
trigger another one of her mental collapses.

Adventures With The Unicorn:
Be Happy or Else

An utterly mysterious disaster has gripped the
downtown area. Just as the evening rush hour began
some kind of traffic disturbance appeared in frafré
major local landmark (use whatever landmarks would
be appropriate to your campaign city), traffic gswn
gridlocked for miles in all directions, and yet oree
seems to know exactly what is causing it. In fact
they're not exactly sure where the source of the
problem is—it can be tough to tell with traffic fahs
and the landmark is really just where things are
clogged up worst. The police who went to the scene
twenty minutes ago haven’'t come back or checked in,
and the authorities are starting to get seriously
worried.

A traffic helicopter arrived about five minatkater
and then suddenly dropped out of contact. They're
still going through the tape of the broadcast wiren
PCs are summoned to look into the matter. If the
Player Characters stick around to see what thetatst
of the tape shows, it doesn’t reveal much. A fot o
cars aren’'t moving, a lot of people have left their
vehicles and are standing on the street, it's tatsk
sure, but most of them seem to be looking at
something off-camera. Oddly, no one in the news
chopper is providing any kind of voice-over nawoati
The only sound on the tape is the noise of the
helicopter’s whirling blades.

When the PCs arrive at the landmark, the Wnico
is holding a giant crowd rapt as she begs thertot s
hating one another and to believe in the power of
rainbows and butterflies. Huge illusory imagesisee
to blaze above her in the sky. Swarms of butterflie
and winged unicorns flying under rainbows and
dolphins swimming through the void of outer space
and even sillier things. Some people are stilinglat
her to let them get home to their families andrthei
dinner, and she is trying her best to answer th8te

looks frightened and overwhelmed. Then she senses
the PCs’ presence and looks right at them.

How to deal with this situation? The SWATea
are on their way and the national guard is nex.th&
PCs try to reason with the Unicorn, one of thens get
text message (or some other such thing) from the
Mayor's office. It saySKeep her distracted while we
get the sharpshooters into position.”



Vampire Girl
Real Name:Unknown(isn't sure herself)
PL: 10

Str: 12 (+1) Dex: 16(+3) Con: 20(+5)
Int: 12 (+1) Wis: 10(+0) Cha: 18 (+4)
Initiative: +3Attack Bonus (Melee):+6
Attack Bonus (Ranged)xg Defense:
+13/+10Speed:30/35 (Teleport)/45 (Float)
Damage Savess Fortitude Save:+5
Reflexes Save+sWillpower Save: +0

Skills: Bluff +10, Hide +8, Knowledge (weird
things) +5, Move Silently +8

Feats: Darkvision, Durability, Immunity (Aging,
Disease, Poison, Suffocation)

Powers: Drain +10 (Flaw: Only Drains
Constitution; Cost 1pt), Incorporeal +9 (Extra: &lo
Flaw: Only Works at Night; Cost: 2pts), Regenermatio
+8 (Flaw: Only Works at Night, Cost: 1pt), Telepath
+10 (Extra: Mental Protection; Cost 3pts), Telepatt
(Flaw: Only Works at Night; Cost: 1pt)

WeaknessesQuirk: Compulsive Liar, must
make a Willpower Save vs. DC 20 to tell anyone the
truth about anything.

Quirk: Delusion (Thinks she is Susceptible to
sunlight)

“Life is a ghastly nightmare carnival of
shadows. That's what | like about it.”

She only appears at night, she can float in midair,
vanish into nothing and she drains the lifeforcéhef
living. Is she the thing the vampire legends speak
That is difficult to say. In fact nobody knows wbo
what she is at all, which suits her fine.

She loves to tell outrageous, contradictooyies
about herself. She loves to suddenly appear, make
strange pronouncements and then vanish into the
shadows. One night she'll make up imaginary cabals
of vampire lords who rule the world in secret, it
night she will claim that Judas Iscariot was a woma
and was punished for loving Christ by wandering the
world as a vampire queen. Perhaps the next night
shelll tell you that the Department of Defense used
psychedelic drugs to create a test group of psi-
vampires in the fifties at Area 51. None of herists
are consistent, none of them are true (or are they?

While she enjoys acting mysterious, ancient an
wise she is in fact silly, fun-loving and irrespitohs,
without a care in the world or a plan beyond the
present moment. Vampire Girl's motives are simple.
She likes to dance in clubs, lurk in darkness, get
attention and suck the life force out of good-lomki
young men and women. A constant and compulsive
liar, she feels no shame about it—or about anything
else for that matter. Mercy and honor are equally

foreign to her, but then again so are malice and
revenge.

She cares nothing for danger and is totally
indiscreet about feeding. Only her penchant for
playing it mysterious has kept from making somedkin
of grievous error and drawing the authorities damn
her. She has yet to actually kill anyone by dragroff
too much of their life force, but it's not becasbke's
being careful--she just feeds often enough that she
isn't all that hungry. If she were in desperatechef
sustenance, who knows what she might do?

Using Vampire Girl in your

campaign: The GM can play Vampire Girl any of
a number of different ways. She can be a source of
(unreliable) information about the occult undenaorl

a shadowy foe for the players to pursue, or even a
potential love-interest. She may work best if the
Player Characters are amused or enthralled byther a
first, and slowly come to realize how irresponsidiel
dangerous she is as they see more of her.

Not particularly bloodthirsty, she has noedstr
physical combat and if the PCs attempt to hunt her
down she will try to avoid coming to grips with the
using hit and run tactics to pick them off one &tree
as the opportunity presents itself. She is ndedist,
however, and may very well attack a superior faice
try to hold her ground against impossible oddg, gas
a whim.

Who and what she really is we leave up to GM,
although perhaps it is best if the PCs never |&&n
answer at all.

Adventures With Vampire Girl:

1) Vampire Girl and the Case of the Discount
Waterbed

Rumors reach the PCs of a creature who calls fiersel
Vampire Girl. She haunts some new underground
club, so hip the PCs didn’t even yet know it exdste
The place is too cool to have a hame, and instead i
usually called “Discount Waterbed”—the sign in the
window across the street from its unmarked entrance
Club kids from Discount Waterbed pretend not to be
impressed by her vampire shtick, but from the way
they talk about her anyone can tell that she haunts
their dreams. And a lot of them are turning ughwit
bite marks.

PCs who choose to investigate will have two
problems. First, how to infiltrate a place this
exclusive, without accidentally saying or wearing
something that gives them away (hint: the key is to
look cool, but at the same time not like you're not
consciously creating some kind of a “look”). Setton
how to tell which of the pale young goddesses
writhing away on the dance floor is Vampire Girl.

The PCs first trip to Discount Waterbed is
frustrating and reveals nothing (if they even gét i

The second time, they meet a mysterious young
woman dressed in a tight black leather dress with a
1920s bobbed haircut who acts really enigmatic when



asked about Vampire Girl. She’s too cool to ever
actually dance, whoever she is. The moment the PCs
try to press her on the subject of Vampire Girg sh
disappears, melting into the crowd.

If they try to find her they glimpse her jusice,
near the back door. The alley outside is deserted,
although they can hear the club’s dance beat timgbb
through the walls. And all of a sudden they spet t
young woman with the 1920s hair, lying slumped in a
doorway, smiling blissfully. Standing over her is
Vampire Girl. Come to think of it, they've seen
Vampire Girl a bunch of times before—she was
dancing next to them for a good chunk of the night.
Or was she?

Vampire Girl seems amused, the girl with lighs
happily and a very odd conversation begins. SHe wi
tell them that she knew they were coming, that the
forces that rule this city sent them, whether tkregw
it or not. This is the night Count Zoltan risesnfr his
grave to taste the blood of the world and seesif th
vintage has yet matured. If the PCs want to sitop h
they must go to the city’s oldest graveyard and fin
the mausoleum whose name has been eroded away.
They must go quickly, for the Nine Blood Lords are
already on their way to pay Count Zoltan their dark
homage.

No matter what the PCs say to Vampire Gi, sh
replies with more of her strange monologue. If
attacked, she vanishes into thin air. She disapjata
the end of her speech in any case.

Wanda Nyzinski, her victim, doesn’t really kno
much about Vampire Girl, who she only sees at the
club or out back in the alley. There is no Count
Zoltan, there is no mausoleum, there are no Blood
Lords ready to pay anyone attendance.

The PCs don’t see Vampire Girl at Discount
Waterbed again. But one night while they're on an
unrelated case (preferably while looking for thie ¢é
some other villain) she suddenly appears in ay alle
behind them and tries to tell them that there arakv
places in the world where the Vulgroids push thigug
sucking all the light down with them into the Seven
Shadow Dimensions. That's the only reason the real
world exists—they built it to provide them with
sustenance and entertainment. The whole world is
only about five hundred years old. And she should
know, for a thousand years ago she was a pringess i
Samorkand, and was drawn into the seventh shadow-
realm to be a handmaiden to its terrible Vulgroid
gueen. There is a big confluence of the forcegghdn
at one weak point, and who knows what might happen
there. They should go and see for themselves.

Then she tells them where, and it turns oletthe
exact location of the villain they are looking fofhe
rest of her story is complete and utter rubbisi, the
villain they are chasing knows nothing about shadow
dimensions or Vampire Girl.

The next time some major occult peril menabes
city, Vampire Girl appears to the Player Charaaters
a lonely church rooftop after midnight and tellerth
exactly what is going on. She uses the same loopy,
pretentious style as before, but this time shelisg

the absolute, honest truth.

Then, some weeks later, a club kid turns upeén
hospital, drained of life so badly that he’s nesatti.
Vampire Girl, if confronted, swears that it wasér,
that some other peril walks the night, stealingtedl
prettiest kids for itself and leaving her with tiregs
from the rave scene. Is she telling the truthtilie?
That we leave in the hands of the GM.

2) Vampire Girl and the Case of the Runaway
Robot

The PCs have either bored or annoyed Vampire
Girl, who decides to make their lives more intaregt
The next time they see her, she tells them thas she
leaving—that this city isn’t safe for the dead any
more. The shades desert their haunts, as something
darker moves in the darkness. It's coming closiees,
can feel it—it's already at (she names the intdisec
of two streets) and now it's moving fast! She
vanishes.

If the PCs go to the location she mentionieely t
will indeed find something there, but it's not some
eldritch monstrosity that preys on the dead. & iés
a giant killer robot from Texas, who calls himself
“Doctor Destructor.” See his individual description
page 81.

He seems delighted to see the heroes andledys
“she” said they could tell him about his originsat
they know who built him and what the dreams he’s
been having mean. When they protest that this isn’
true his mood darkens and he points outt8he said
you'd say that, if you were the False Dionyn. Then
suppose that we had better fight, if that is irt the
only way to make a False Dionyn speak the truth.”

Doctor Destructor is an implacable combatamnt
will chase them all across town. He’s convinceat th
the physical form the PCs wear isn't real, and ithat
conceals the three-headed Dionyn Dogs from the
Other-Realm called the Hounding, who are
impervious to mere physical harm. Or some such
gibberish. He will be unfailingly polite while he
pounds the crap out of the PCs, but he doesnkthin
their injuries are real and can't be persuadetbfo s
hitting them.“What is my real name?he keeps
asking.

When the PCs next see Vampire Girl, they may
want to ask her why she did that to them. Fowvthg
first time she gives them a straight ansWiewanted
to see what would happen. I'm terrible that way.”

They will probably try to attack her, but jagtthat
moment, the troubled young supervillain called Wolf
Dog suddenly appears, and demands that they tell hi
the way home. She said they knew the way home, but
that they wouldn't tell him out of meanness. Weall h
will have an answer from them—show him the way
home! Vampire Girl slips away, leaving them toldea
with this situation.



Wolf-Dog

Real Name:Lionel Fenric
PL: 10

Str: 14 (+2) Dex: 16(+3) Con: 18(+4)
Int: 10(+0) Wis: 10(+0) Cha: 8 (-1)
Initiative: +7 Attack Bonus (Melee):+11
Attack Bonus (Ranged)#12Defense:
+23/+19Speed:35

Damage Savezr13Fortitude Save: +12
Reflexes Savet+sWillpower Save: +0

Skills: Balance +9, Hide +9, Jump +5, Move
Silently +9, Survival +9

Feats: Dodge, Durability, Great Fortitude, Identity
Change, Improved Initiative, Lightning Reflexes,
Power Attack, Rapid Healing, Scent, Takedown
Attack, Tracking, Ultra-Hearing

Powers: Amazing Save (Damage) +3, Super-
Strength +6 (Extras: Leaping, Super-Constitution,
Super-Senses; Cost: 7pts), Regeneration +9 (Cost:
2pts), Running +1 (Cost: 2pts)
WeakI’IESSESDiSturbing (looks like a werewolf,
-5 penalty to all Bluff and Diplomacy checks)

Quirk: Foolishly loyal, even when it's severely
contrary to his advantage.

Vulnerable (to Dazzle attacks).

“Wolf-Dog he the dog-dog! He steams
you like iron! He hang you like laundry!
He conquer the world and ask for more
jam! ‘Cause dey call him Wolf-Dog!”

A crazy little werewolf with a bad haircut, Wo
Dog is a bit of a redneck, a bit of a stoner aii af
a punk. He’s from somewhere in far northern Quebec
or maybe Labrador (he says it's Quebec but higaati
language is English, which makes that seem unlikely
Wherever he’s from, it's somewhere cold, distardt an
isolated, where people still think his hairdo looks
tough instead of stupid.

Somehow he’s been stranded in Texas, a pkace h
doesn't like or understand at all, and he’s despeca
go home to his hairy werewolf family in the frozen
North. Alas, he’s too ignorant to find Texas or
Labrador on a map, and he doesn’t have the stills t
earn the money for a trip home, even if he knewrahe
home was.

To support himself and his quest he stealstliad
will soon get him into worse trouble. He loves beer
and pot and is constantly tempted to waste his gnone
on them instead of saving it up for a bus tickethe
has to go steal more. He hasn't killed anyonelyet,
he could at any time.

Wolf-Dog is wild and enthusiastic, outrageansl
manic. An incorrigible delinquent, he commits aafts

vandalism and property destruction for no reason,
sometimes in the middle of committing other crimes.
He loves fighting, and brags and howls and showvs of
in combat. His soliloquies often make no sensg, bu
they're usually fun to listen to even though his
constant boasting and habit of referring to himself
the third persorf‘dey call him Wolf-Dog!”) gets on
some people’s nerves. Although he wants people to
think he’s hip, Wolf-Dog knows little about cityfdi

and it shows.

He acts like a dog even when he’s in humam for
and has all kinds of odd/gross doglike mannerisms.
Like any dog he’s distractible and loves attention.
He’s quick to challenge a potential foe, but when h
loses he doesn’t hold a grudge. If a superhertsbea
him up but doesn’t injure him too badly, he’ll bet®
fawningly eager to impress them, like a wolf whe ha
been humbled by another member of the pack.

If however they use excessive force on hireakr
his bones, put him in the hospital, or savagely
humiliate him with fear attacks or mind-control, he
may turn vicious and start killing people casudfly.
this happens he won't bother hunting the hero who
wounded him, but he will react with brutal lethywlit
he happens to encounter that hero again.

How he came to find himself in Texas remains
mystery. He isn't very articulate, but if questoh
patiently he can explain that he was running in the
woods, that someone shot him with a tranquilizet, da
that he woke up once on what he thinks was a plane
and again in the back of a truck. He smashed &is w
out of the truck and found himself stumbling down a
freeway in the middle of Houston.

Using Wolf-Dog in your campaign:

What kind of villain Wolf-Dog evolves into
depends largely on how the PCs treat him. He could
stay a happy-go-lucky loudmouth or become a
homicidal menace.

It's easy to recruit Wolf-Dog for a team. tJbeat
him in combat and give him some positive attention,
and he’ll react with slavish doglike loyalty (untié
sees you get beaten in a fight or he finds a wayho
He trusts easily and naively and if he is betrayed
will react with bewilderment rather than rage—aise
the first time it happens.

The PCs don’t have to encounter Wolf-Dog in
Texas, his quest to go home could lead him in any
direction and he could get tangled up in just about
anything along the way.

Adventures With Wolf-Dog:

1) Wolf on th’ Lam

Wolf-Dog gets off a bus in the PC’s home toviin
doesn’t take long for him to hear about the Player
Characters, and that they help people, for free. H
finds them as fast as he can, and if they dordtchtt
him on sight, he explains the nature of his problem
he wants to get home, but he doesn’t know quite
where itis. Also, he doesn’t have enough money.



If the PCs take pity on him and try to helmtout,
he will follow them around, singing their praisés|
of snuffling wolflike devotion. He may try to proke
a playful fight with one of the PCs, but that'stjas
that they can beat him and establish his placksin t
pack. He is loud, goofy and a little annoying, betl
fight as hard as he can on their behalf. Perhdifitea
too hard, in fact. He’'s eager to prove himselfit
new friends and is apt to hurl himself into thettieaf
danger at a moment’s notice.

If on the other hand the PCs drive Wolf-Doggw
he’ll follow them at a distance and try to prove hi
good intentions. The next time they get in a figtth
a supervillain and things start to go badly fomthe
Wolf-Dog pops up out of nowhere, springs to their
rescue, beats their opponent at the last secongelsit
gravely wounded himself.

Whenever they break down and decide to heip hi
the PCs find that Wolf-Dog'’s description of his hem
isn’'t really all that helpful. He has no sense of
geography and he’s way too hung up on little detail
like where the general store is located and whisre h
grandma’s cabin can be found. Yet there are
tantalizing hints. He’s from the northernmost pudrt
North America, probably somewhere in northern
Canada, rather than Alaska. He speaks Englidieirat
than French, but he knows some obscene French-
Canadian slang.

After he has helped them out with more thaa on
fight and the PCs are really starting to accept, ki
state police show up and demand that the PCs turn
Wolf-Dog over. He’s wanted for sticking up a
pancake house in another city, not long before he
appeared in the PC’s town. They also suspechghat
may have broken into a fast food restaurant areheat
some of their beef patties.

Wolf-Dog really did these things, and he looks
ashamed if the PCs confront him, but he’s too
embarrassed to confess.

If the PCs convince him to turn himself inntys
go really badly for him. He tests positive for
marijuana use in lockup, which in the PCs statensiea
he can't be released into their custody or letaput
bail. Awaiting his arraignment in jail, he is sgety
assaulted by a gang and hurts one of them really
badly. Now he’s going down for a felony, and may
not breathe free air for a long time. And then he
escapes.

He runs to the Player Characters for protectio
certain that they'll help him. He'll do this evérthey
turned him over to the law, because while he feait
and confused by their behavior, he’s not yet capabl
understanding that they could actually betray him.
They're his pack, after all.

If the PCs take him in, they'll find that helggood
deal meaner but still just as playful as when tirsy
encountered him. He’s become prone to using
excessive force and is much easier to provokeanto
fight.

If they turn him in again, he breaks out wiuéng
transported for trial. This time he’s even meghefs
PL 11 now), and he fully understands that the PCs

betrayed him (10 points went to buying off his
"Foolishly Loyal" weakness).

He's pretty upset with them, for betrayaltis t
worst crime he can conceive of. This might be @dgo
time to stock up on silver bullets.

2) Bad Dog!

Wolf-Dog falls in with the wrong crowd. He is
robbing a waffle hut in Corpus Christi when he
encounters a local supervillain called the Lone Sta
Lady. He hits it off pretty well with this morosed
murderous parahuman, who introduces him to her
team—the Corpus Christi Good-Time Boys. See the
entry on them later on in this book to get a serfise
what a dysfunctional mess poor naive Wolf-Dog is
getting himself into.

Before long, the Lone Star Lady has an afféiin
Wolf-Dog, mostly to get the attention of her former
boyfriend, Johnny Black (who is presently involved
with the team’s leader, the atomic superwoman who
calls herself Cimarron Starr).

This works entirely too well—Johnny becomes
insanely jealous. This annoys Cimarron Starr, who
determines to teach the Lone Star Lady a lesson and
has a fling with Wolf-Dog herself.

Johnny is beside himself with rage, the Lotee S
Lady is furious, her own manic-depressive boyfriend
the Texas Twister, is close to throwing one of his
homicidal tantrums, and Wolf-Dog himself does
nothing to make the situation easier. He mistakenl
assumes that because both ladies were willing to be
his mate, he must therefore be the pack’s leaddr, a
he begins strutting around, boastfully giving osder

Then all four of them try to kill him, and Hees in
bewilderment and terror. Now he’s holed up in the
PCs’ town, waiting for the Corpus Christi Good Time
Boys to find him. On a sudden impulse, he goghdo
PCs for help. People say they help folks--why not
Wolf-Dog?



God

Real Name:Jesus Pilgrim Josephson
PL: 12

Str: 10+0) Dex: 12 (+1) Con: 14 (+2)
Int: 12+1) Wis: 20(+5) Cha: 14 (+2)
Initiative: +1Attack Bonus (Melee):+5
Attack Bonus (Ranged)#6/+9Defense:
+18/+17Speed:30

Damage Save#2/+8 (Evasionf-ortitude
Save:+2Reflexes Savets Willpower
Save:+11

SKkills: Bluff +8, Concentration +10, Listen +10,
Sense Motive +11, Spot +10

Feats: Evasion, Headquarters (a fortified compound
in the woods upstate, equipped with a Garage, a
landing strip with small Hanger adjacent, improdise
Holding Cells, an Independent Power System [A
gasoline-powered generator], Living Space for God
and all his Minions, a Reinforced Structure, Stfs

of whom are PL 1, with one PL 2 Staff Member], six
Vehicles [three vans, a battered-up old 4-wheekdri
SUV, a tractor and a bulldozer] and a Workshop),
Inspire, Leadership, Minions (Loyalty Level 20 [PL
12+Charisma Bonus+Displays Special
Powers+Headquarters+Inspire+Leadership])
Powers: Amazing Reflexes Save +6 (Extra: Also
Applies to Willpower Saves; Cost: 2pts), ESP +10
(Cost: 2 pts), Telepathy (Extras: lllusions, Memory
Alteration, Mental Blast, Mind Control; Cost: 6pts)
Equipment: Really cool sunglasses.

WeaknesseSQuirk: Has no self-control, is
tempted to indulge himself and do foolhardy thitms
gain momentary gratification, will not hold his gral

in combat once he has taken any Lethal damagesunles
he spends a Villain Point

“Hush my child, still your tears, for you
are finally home. No more loneliness, no
more regrets. | am the all-merciful, the
all-forgiving and the font of pure sweet
light. Now go over there, my lamb, and
shoot that gentleman in the head—and
then yourself.”

They call him God. He’s the lord of hosts th
living incarnation of the universe’s ultimate power
or so say his followers.

In fact he is a potent psychic, with the apiio
dominate and control the minds of those around him.
He is worshipped by a small but fanatical cult veat
themselves the Circle of the Seventh Throne. Tisere
a group of ten or so of his worshippers crammeal int
an apartment in the PCs home city, and some ersclave

of similar size in other major urban areas. He akss
a large, isolated farm upstate where about sixtyiof
acolytes, wives and children reside. God has ten
wives and is always looking for more.

Rumor has it that he’s stalked the Earth for a
century, but the truth is that his powers are iitbey
and his father and grandfather exploited them in
exactly the same way that he has.

He grew up in the Circle, was groomed to be it
new Deity, but by the age of 15 he couldn’t stamd t
wait to be God any longer and slew his father in a
psychic duel that killed more than half of theadk.

It has taken him ten years to build the Circle bagk
to its present strength.

The actual tenets of the Circle are a kinthititant
fundamentalist Christianity, with a lot of colorful
occult craziness ladled on top. His vision of the
universe is vivid, if shallow, full of burning crows
and three-eyed angels with wings of bronze andesecr
words of power. A lot of it resembles heavy metal
album cover art.

If the PCs somehow manage to speak to himin a
neutral setting, they'll find that God is eager tloeir
approval, and desperate to show them that he's a
cynical man of the world like them—that he doesn’t
really take being God so seriously as all that.iHe
not, however, willing to ever come out and directly
admit that he isn’'t really God. Characters whaory
press him on this point make him Wrathful.

Using God in your campaign:Not all that
much of a megalomaniac, at least for somebody who
calls himself “God”, Reverend Josephson only half
believes his rhetoric. He has no plans to take thes
world, destroy the world, expand the Circle into a
huge national organization, or indeed do much of
anything else except to dominate his flock and mequ
more wives.

Yet he could easily be tempted into gettirig in
more serious trouble. For someone who dominates
other minds so easily, he doesn’'t have much command
of his own. Under his dignified, saintly facadéshe
foolhardy and weak, completely unable to resist his
impulses. It would be very easy for an unscrupaillou
fellow supervillain to lead him into participatifya
serious crime. This is in fact the way the PCs are
likeliest to encounter him.

Unfortunately, he’s an undependable ally amd a
inexperienced criminal, and is likely to make some
kind of serious mistake. If he finds himself in a
desperate position, he’'ll retreat to his farm, amoe
that the end of the world is at hand and get réaidg
Waco-style siege. This situation can rapidly tato
a hideous mess, with local police, the FBI, thesgre
demented cultists and perhaps even an enraged
supervillain or two whom God has let down all mixin
it up together. Preventing a tragedy is goingdo b
tough.

There is plenty of evidence of the bloodbatimf
ten years ago buried on the farm, and this fadt wil
make God even more desperate not to give his refuge

up.



Something of a coward when it comes to physica
combat, God won't hesitate throw his followers (@ve
his wives and kids) at anyone who attacks him. God
desperately wants to think of himself as a good,man
but as he gets more desperate and hemmed in, his
basically chickenhearted nature will get the bedfer
him, and he’ll discover that he’s actually capatfie
doing just about anything, no matter how low, viso
and despicable, if it saves his sacred hide.

If the PCs manage to break up his cult, bugdte
away in the confusion, he will become incredibly
vengeful, as much for what the PCs taught him about
himself as for destroying the sect he spent so rofich
his life to build. He’'ll even become capable of
striking at their loved ones and family membergeb
back at them, although he’ll be sickened by his own
cruelty.

Adventures With God: 1) God Steps Out to
Radio Shack

A young woman runs up to one of the PCs iir the
secret identity, screaming and sobbing. She plfeads
help, saying that God is chasing her, that God put
something in her brain that makes her crazy, teat H
watches, He’s everywhere and He sees all—they have
to help her!

A quick scan of her mind will reveal that ske
psychotic, but that she believes herself to bentethe
truth. She has memories of meeting God, memories
that seem oddly vivid and specific for hallucinago

Before the PC has time to react, three large,
concerned-looking gentlemen in identical black
polyester suits and ties emerge from a van anibtry
take the woman away. They explain if asked that
she’s a member of their “community” and that she’s
been having psychological problems. She’ll bedvett
off with her friends back at the farm—they know how
to take care of her.

They gently try to coax the woman into the,Jaut
she gets very agitated and starts screaming ttéhisGo
in the van, that he’s everywhere but right now lie’s
the van and she won't go in there so God can make h
crazy again. (if the PC has a look, there ism®in
the van).

They smiling men won't take no for an answer.
They remain calm, and try to persuade the PC while
they are struggling to get the woman into the Vet t
she’s better off back at the community surrounded b
friends who can look after her than she is on ahlpsy
ward. Has the PC ever seen what the conditions are
like in a mental hospital, they ask?

If the PC wants, they can come visit the comityu
and see how they live for themselves. In fact lineet
men are eager to give the PC their address. The
community is always looking to make new friends.

If the PC manages to keep the woman with them,
she is grateful, but insane and difficult to lodtea
Her memories are a tangle, but do seem to include
being one of God’s many wives, living on a farm and
then in a cramped apartment here in the city. One
night she runs away while the PC looking afteriger
asleep or out.

If the PC refused to take the community’'s addy
it's easy enough to find. Any Player Character \igho
looking for the community suddenly spots one of the
three men who took the woman away. He’s handing
out religious pamphlets in a public park and he’s
happy to tell anyone who asks him how to find the
community.

The community is a large but cramped garden
apartment well outside the city, in a suburban
subdivision without any sidewalks, out where it Yabu
be really difficult to get to anything without arca

About ten of God's followers live here, sew#n
them women. All of the women are pretty—He seems
to have a thing for skinny blondes.

God is absent when the PCs arrive. The woman
who ran up to them on the street (her name is
Margaret Ford) is present, calm and exhausted.
Margaret seems sane, and tells the PCs that she’s
feeling much better now. She thanks them for their
help and explains that her mind is once more whole
now that she is a bride of God again.

If the PCs ask where God is, one of the women
says Radio Shackbut the others assure the PC that
God is present—in fact He's everywhere.

If the PC insists on waiting for God, He ddesn
show up. After a little while, the members of the
community tell the PC to come back some other time.

Meanwhile, God has sensed that a powerful
parahuman (or whatever the PC is) has invaded his
sanctum and is talking to his wives. This agitéies
(He’s a jealous god) and brings Him into confligthw
the PCs. If they won't leave his apartment, he hit
them with a long-range psychic attack, warning them
off. Otherwise, he just instructs his followers twm
talk to the PCs. If the PC doesn’'t want to leawvel a
the GM doesn’t want the conflict to heat up judt ye
an unrelated super-crisis suddenly comes up and the
have to go solve it. Then, some time later, tsteis
girlfriend or other close female contact of a Ptaye
Character suddenly joins God’s community and
becomes one of his brides.

Once He figures out how close his new bride i
local superhero, God panics, pulls out of the aitgl
retreats to his farm. He may or may not send a
brainwashed assassin or two after the PCs. You can
also have him play cat and mouse with the PCs for a
while before fleeing, if that would be more fune H
will always try to hit them at a distance and als/ay
avoid letting them see him directly, in the flesh.

Once he has fled, it will be very easy toriest in
the authorities in God’s activities and not athlid to
track him down. This will however precipitate the
standoff described above in the notes on Campaign
Use.

2) Vote God

A crooked politician gets in touch with God/e’ll
leave his name, party and position blank, so that y
can work him into your campaign more easily. This
could be anyone from a County Commissioner or a
City Alderman up to a Senator or possibly even the
President, depending on the needs of your game.



Ideally, it should be someone the Players already
know is dirty.

Whoever he is in your game, he’s up for retia
and things don’t look good for him. His opponenai
real fire-breathing reformer with a groundswell of
populist support behind him. Things look so bad tha
the incumbent is desperate enough to turn to kies li
of God.

He will pay God an enormous amount of money to
cripple his opponent’s campaign. The plan is simple
God will appear at a public event where the
incumbent’s foe is speaking, take over his mind|, an
force him to say ridiculous, outrageous things thi#t
cost him the election.

But things do not go as planned. The stréss o
having his mind taken over sends the victim into a
psychotic break and he goes into a crazed, foaming
religious rapture right there at the podium. This
attracts way too much of the wrong kind of media
attention. Worse, at least a dozen witnesses salv Go
at the scene, and two of them took pictures. @ed t
to track them all down and selectively erase their
memories, but this causes too many of them to go
insane and have religious meltdowns of their own. A
least one of them develops psychic powers and goes
on a brief rampage.

Soon the crooked politico who hired God starts
playing on his paranoia, and talks him into makimg
rest of the witnesses kill themselves and/or one
another.

The PCs are confronted with a baffling web of
madness, death and bad religion. A little invesiamn
shows that all the victims’ paths crossed at the
political rally where the first victim went crazpdV.
What did they witness there? Are there other iatien
victims whom the PCs could still save? Does one of
them have photos of God?

3) God Falls in With the Wrong Crowd

The Six Dollar Man somehow finds God’s phone
number and gives Him a call. He tempts God with
news of a major marijuana buy that he knows wikta
place out at a junkyard on the edge of the cithe T
two of them could rip the buyer off really easilging
God’s power over the minds of men.

It's just about the perfect crime—neither tioe
buyer nor the seller can go to the police and tieey’
just a bunch of hippies selling to a bunch of aggle
students—they're not wired into organized crime or
anything like that. Maybe God could even get it
buyers’ brains and make them get off drugs. That
would be like doing them a favor, almost. Theyldou
keep the grass themselves or sell it though the Six
Dollar Man’s contacts, whatever God wills.

The Six Dollar Man is lying on at least twaicial
points. That's why he communicates with God only
by phone—he doesn’t want Him reading his mind.

But even before the Six Dollar Man'’s treachery
comes out, things start to go awry. For the Sikdbo
Man'’s long-suffering girlfriend Dottie has finally
decided to rat him out. She doesn’t dare run to the
cops. Her boyfriend is actually planning to ské t

stolen drugs to some crooked police detectives, so
talking to the cops might very well get her killed

Instead she goes to the PCs and tells them
everything she knows. She has never seen God in
person and she doesn’t know his name, but she does
know that the Six Dollar Man has invited another
supervillain in on the deal, and that he’s planritg
screw him over.

Which brings us to the things he has lied abmu
God. It's not pot that's up for sale, it's cracknd the
parties involved are not harmless hippies and etisel
college students, they're bikers and Mafiosi.

And then the Player Characters burst onto the
scene. When God sees everything go nuts, he panics
badly and starts making people kill one anothdrent
He tries to get back to His lair upstate, whererag
or may not decide that the end of the world hasecom
and start preparing for a siege by the feds, depgnd
on whether or not the PCs follow him. Even if they
don’t there are a lot of angry gangsters who noveha
a bone to pick with God.



Helen Damnation

Real Name:Seiko "Psycho" Suzuki
PL: 12

Str: 16 (+4) Dex: 20(+5) Con: 18 (+4)
Int: 13(+1) Wis: 10(+0) Cha: 12 (+1)
Initiative: +10Attack Bonus (Melee):
+11Attack Bonus (Ranged):11
Defense:+22/+12Speed:30

Damage Savex6 Fortitude Save:+6
Reflexes Save+ioWillpower Save: +5

Skills: Balance +10, Climb +10, Bluff +10,
Diplomacy +11, Drive +13, Handle Animal +6, Hide
+10, Intimidate +10, Knowledge (Yakuza) +5, Listen
+8, Move Silently +10, Repair +5, Search +10, Spot
+8, Taunt +10

Feats: Accurate Attack, Assessment, Attack
Finesse, Chokehold, Dodge, Evasion, Far Shot, Great
Fortitude, Point-Blank Shot, Power Attack, Precise
Shot, Quck-Draw, Talented (Listen and Spot),
Toughness

Powers: Powers: Reincarnate +10, Super-Dexterity
+5 (Extras: Super-Senses, Super-Strength, Super-
Wisdom; Flaw: Super-Strength only applies toward
skill checks; Cost: 6pts)

Equipment: wrist-Mounted Pistol (+5 Lethal),
Sword (+5 Lethal), Vehicle (Psycho--Cycle; Move: 8,
Hardness: 8, Armor Bonus: 0; Cost: 9pts)

WeaknessesBerzerker

Quirk: Crazy, irrational and unpredictably violent.
Does foolhardy things, has no impulse control.
Quirk: Enraged by any display of physical affection.
Will immediately attack anyone kissing, holding
hands, cuddling, etc., even if doing so puts her at
tactical disadvantage.

"The Devil plumb throwed me outta Hell
on account of | raised so much ruckus
down there. So now | reckon I'm yore
problem, scout.”

Queen of the pistol, the knife and the lariat,
sharpshooter extraordinaire, hell-raiser deluxdeile
Damnation was Perdition's own daughter. A legend
across the violent plains of the Old West, her real
name and her origins are unknown. She claimed to
have given birth to herself on a bed of barbed aire
broken whisky bottles.

A lot of people felt that her skills with ifle were
too good to be natural and that she must havehsold
sold to Lucifer to get them. She enthusiastically
agreed, but said the Devil didn't want her soukdme
got a look at its condition, so she had to beat his
secrets out of him instead.

The truth lies somewhere in between. She'tdidn
mention, for example, that she also bargained thith
forces of darkness for eternal life. Eternal ld&srnal
youth, eternal violence and chaos as well as dléssi
capacity for vice. There was a catch, but sheghbu
little of it. As the embodiment of the West's redls,
savage spirit, she could only survive where thenope
plains spread lawless and untamed.

For decades she sang and drank and killed and
spread glorious havoc hither and yon. Then thetWes
began to evaporate beneath her. Barbed wire and th
railroad strangled the world she loved, driving her
deeper and deeper into the Northwest. Actual
uninhabited wilderness would not do, for she foiind
intolerably dull-she liked the fringes of civilizah
where there were bets to win and whisky to drintt an
people to kill. Those fringes had worn very thin b
the 1890s.

By the turn of the 20th century she had takgn
residence in Alaska, her legend and powers fading a
civilization relentlessly marched North. In 191s
went down to the city of Chicago, hoping to die whe
she set foot on its streets. Instead she accitienta
discovered that there were whole huge areas of the
urban landscape where she was as strong as she had
ever been, for they knew no law but the gun.

And then the legend of the West began to grow,
exerting more and more power over the minds of
Mankind. As it grew, so did the strength of hemow
legend and so did her power. Killers passed heese
tales to one another and made strange offerinigsrto
on makeshift altars in tenement basements and
deserted rail yards.

Yet as the cities grew better organized (lgrdae
to organized crime, at first) her territory oncereo
began to shrink. A disastrous trip to Peoria in5193
extinguished her corporeal form entirely, and since
then she has had to manifest herself in the badies
others. Every ten or twenty years some lucklelter ki
conjures up the soul of Helen Damnation and is
consumed by her. She burns up bodies like fuel,
causing so much trouble and chaos that despite the
blessing of eternal youth her host soon gets kitke
generally dies laughing.

Helen will only inhabit the bodies of womemgda
only if they are to her tastes. She presently svadk
the form of Seiko "Psycho" Suzuki, a part-time drug
dealer and full time lunatic assassin for one ef th
lesser-known Yakuza families in Honolulu. Seikeswa
wild, crazy and dangerous enough before Helen
Damnation came a-calling.

In person Helen is quite a handful. She dbesn
completely subsume the host personality, so there's
still a lot of Psycho Suzuki left in her. She taflast
and often incoherently, in a kind of childish 19th
century slang that seems to be partly derived from
pulp adventure novels. Constantly loud, constantly
breaking things out of spite, largely driven by irge,
she has a savage mean streak and her crazy antics
always culminate in violence. It's not a good éwvgn
if no one gets killed. She is oddly asexual, anelsth't
hold with what she calls "mush stuff." Any displafy



physical affection is enough to set her off and/pke
a potentially fatal reaction.

One odd final note. In 1965 a historian named
Morris Hipplewaite proved conclusively that Helen
Damnation never existed and that she was in fact th
creation of two different pulp authors, Hubert Etc
and Leonard Creech, who both independently thought
the character up in 1868, apparently without any
knowledge of eachother. There never was such a
person, or even such a folktale. Yet here sheis.

If asked about Morris Hipplewaite Helen just
shrugs, giggles and sayde daid"

Using Helen Damnation in your

campaign: If the Player Characters kill Seiko,
Helen may or may not be back. If she does reappear
someone else's body, she'll remember them butaunles
the PCs gave her a really exciting fight she wgm't

out of her way to mix it up with them.

While she doesn't give a damn for honor or
fairness, she also doesn't hold grudges and won't
particularly resent an opponent who beats her.edde
she doesn't seem to much care whether she wins or
loses a fight-she just finds the noise and motion
stimulating.

Adventures With Helen Damnation: 1)
A Fistfull of Damnation

The Osamu Yakuza and the Matsumoto Yakuza are
at war. Their invisible empires stretch all arotinel
world, and their soldiers clash in secret from Sydn
to Osaka to Berlin. But their distant branchesim t
Player Characters’ home city have no desire td figh
each other. Boss Hojo is too reasonable and Boss
Yokoyama is too old (and in any case far too
cowardly). The two clans have made only the most
tentative jabs at each other, and that purelytfer t
sake of form.

Enter Psycho Suzuki, AKA Helen Damnation.
She’s determined to provoke a conflict and will &#
many people on both sides as are required to peovok
a war.

She hits Yokoyama’s nephew at a karaoke bar, s
hits Hojo's wife’s brother while he’s getting a
massage, but unfortunately both men were hated and
feared by their bosses, who are actually reliesed t
have them dead. She kills more people, but the mor
havoc she wreaks the more the two men resist doing
what she wants. It's obvious to Hojo that thislls
her doing, and Yokoyama is willing to believe hion (
anything else that will allow him to watch old samiu
movies and play dominoes undisturbed).

After she has killed enough of their soldiérsth
Oyabuns finally have no choice but to declare war—
on Helen Damnation!

In the course of chasing her around Little yighkt
becomes clear that she’s more than they can hasalle,
they call in the Player Characters. Both Oyabuns
would like to make a deal. If the PCs can stopeHel
Damnation from slaughtering any more of their
nephews and grandsons, they will both turn

themselves in to the authorities. Clever playeag m
suspect a trick, but in fact both men are compjetel
sincere. Yokoyama was looking for a way to retire
anyway and Hojo figures he can still run thingsrfro
behind bars.

Unfortunately, neither one wants to risk Igsin
more men, so the PCs will have to face Helen
Damnation on their own. She shouldn’'t be hard to
find. Just go down to Little Tokyo and follow ttrail
of carnage.

2) An Evening with Helen Damnation

Helen Damnation is on the loose and on the town.
Over the next hours she will raise random havoit unt
she is stopped.

Just after midnight she turns up at an illeties
game in a parking garage. She bets with a lot of
bravado, but she loses. This makes her mad, so she
shoots the place up, wounding three people.

Then she drives her motorcycle the wrong way
through traffic and shows up at a karaoke bar atiab
1:30. She doesn't like the music, hassles whaewatr
the microphone, and when they throw her out of the
bar she shoots out all the windows.

She’s driving the wrong way down another busy
street when she shoots the spotlight off a poléceat
2:00 and leads them on a brief chase.

At 2:30 she crashes her bike into a videod®ca
and continues on foot.

At 2:50 she spies a young Asian couple holding
hands in a park and is infuriated by this display o
“mush stuff.” She chases them down and beats them
both savagely, putting the boy in the hospital whlea
finds that he won't kiss dog excrement even with a
gun to his head.

At 3:10 she steals a bike from a Japanese cycl
gang and leads them on a chase through traffic the
wrong way. By 3:40 she has lost them, but the cops
spot her and she leads them on a second, longee.cha

At 4:15 she enters an illegal motorcycle ridee a
different gang is sponsoring out on the freewayhay
edge of town. She wins the race, by cheating
viciously. When she gets disqualified she steads t
prize, and roars off into the night, pursued bydjee
gang, then the cops as well, and then the othey gan
she stole the bike from.

By 5:00 in the morning she’s leading a hugaseh
through town as the sun starts to peek over the
horizon. If the Player Characters haven't caughtou
her already, they should encounter her here.

While the PCs can stumble across Helen
Damnation at any point in her rampage, the scenario
often works better if they hear reports of her bad
behavior at the dice game or the karaoke bar and
pursue her across town, trying to catch up as she
spreads more chaos.



Chapter 3: Major Threats

The Snow Queen,

aka Cold Marla, aka the
White Lady

Real Name:Marla Frost
PL: 15

Str: 10+0) Dex: 16(+3) Con: 14 (+2)
Int: 16 (+3) Wis: 12 (+1) Cha: 16 (+3)
Initiative: +2 Attack Bonus (Melee):+6
Attack Bonus (Ranged)xg Defense:
+18/15Speed:30

Damage Save#2/+15 (Force-Field)
Fortitude Save:+6Reflexes Savets
Willpower Save: +7

Skills: Bluff +7, Diplomacy +9, Sense Motive +8,
Spot +7, Taunt +8

Feats: Accurate Attack, Attack Focus (Energy
Blast), Connected, Dodge, Expertise, Immune to Cold
Infamy, Iron Will, Minions (Up to 35 PL1 thugs, 3

PL2 thugs, 1 PL3 thug and 1 PL4 thug) Point Blank
Shot, Power Attack, Power Immunity, Precise Shot

Powers: Amazing Save (Fortitude) +4 (Extras:
Reflexes, Willpower; Cost: 2pts), Energy Control
(Cold) +15 (Extras: Energy Field, Energy Shapes,
Force Field; Power Stunts: Energy Blast; Cost 5pts)
Slick +5 (Cost: 2pts), Teleport +10 (Extras: Extedd
Teleport; Flaws: Can Only Teleport By stepping iato
mass of snow or ice, and can only Teleport out of
another mass of snow or ice on the far end; Cds) 2p

“I have 56 flavors of agony on special
today. Which one would you like?
Oooh, a triple-decker! That's a popular
order.”

She’s cold. Marla Frost hasn't felt anythatgput
anything for a long, long time. By now she’s been
criminal for so long, seen and done so many awful
things that it all blurs together, all feels like i
happened to somebody else. She can’t remember
everyone she’s killed, maimed or ruined. Long past
guilt, long past going into emotional shock, loragp
being surprised at what she’s capable of doingenE
her cruelty feels muffled to her.

But while she may just be going through the
motions, she still does it awfully well. The Snow
Queen deals coke, primarily, but she can be hinegl o

short-term basis for just about any criminal eniegp
from assassination to bank robbery. Highly sought
after, she has a reputation as a complete pro—stead
under fire, fearless and responsible. She taldeyor
without complaint, she always shows up on time and
she never shows up stoned.

Marla keeps moving when she isn’t in prison.
She’ll blow into town with a big pile of coke, csbme
unpopular local dealer out of his action, leave his
frozen, shattered corpse as a reminder for hisdge
and relations not to trifle with her, make enough
money to buy more coke, and move on the moment
things start to get too hot.

She likes warm weather. Despite her powéies, s
despises cold climates—not because it causes her
discomfort, but because it reminds her of her
childhood in Duluth. She hates the sight of people
staggering through snowy streets, wrapped up in
heavy coats with their noses leaking snot intarthei
mufflers.

Although the Snow Queen likes sultry
temperatures, she knows that her immunity to cold
puts her at an advantage, so her lair will usuzgly
inside a refrigerator truck, industrial meat locker
some other big refrigerated place. Her henchmen an
other criminal associates will stand there shivgend
passing out from the cold, while she calmly disesss
business, clearly unconcerned with their discomfort
This helps inspire fear.

Sometimes she uses paid henchmen and sometimes
she doesn'’t, depending on the nature of the jathdf
does hire thugs then she tries to keep them adfaid
her, but unlike some supervillains she doesn’tdxill
cripple them for making trivial mistakes. It's tomich
effort to hire new people, particularly if you give
yourself a reputation for butchering the help.

Superbly gifted at the art of intimidationesh
makes threats and talks trash with the best of them
She also knows that fear is a better intimidatowh t
than actual violence. You can't kill someone twice
dead men don't pay their debts and people with
nothing left to lose make bad enemies. She will
certainly threaten a prospective enemy’s loved ¢ifies
she knows who they are), she may kidnap one and
leave another one dead and frozen on their dooastep
a warning, but she’ll try hard not to take away
everything a mark has—unless of course that's the
assignment.

Her fighting style varies according to thedkiof
combat she finds herself involved in. If she’s up
against a powerful opponent, or if she’s here laaki
particular person and get away clean then she’ll hi
and run as fast as possible, using the element of
surprise if she can. If on the other hand shedgetho
beat somebody up and terrorize them, she’s showy,



dramatic and cruel, fond of taunting the victim afd
tricks like freezing and shattering their fingezars, or
lips.

In person she seems distant, distracted,dditg
and sadistic. She often looks as though her nsind i
somewhere else, but she still has a wicked sense of
humor. Only seldom does she bother to raise her
voice.

While she speaks standard English, and hgs onl
the very faintest trace of a Minnesota accent, her
background is a white-trash chamber of horrorst He
family lived in a run-down trailer somewhere outsid
of Duluth. She had one little brother, now deceased
Her parents screamed at each other and wasted their
money on crank, while her schoolmates taunted her
for her ragged Salvation Army clothes.

When Marla was 12 her Mom stabbed her Dad and
got taken away by the cops. Dad wound up in the
hospital, much too far away for his kids to reath h
on foot. The family had been fighting eviction #or
month, and with both parents out of action, theas w
nothing to prevent it now. Marla and her littletirer
wound up living in the woods at the end of the kloc

Their Dad went into a coma and their nearest
relatives were in Ohio—and hated their branch ef th
family in any case. It was a bleak November fer th
Frost kids.

And then a cold snap hit, sudden and savage as
lightning. One night it was forty degrees, thetne
night it was fifteen and Marla and her brother wiere
immanent danger of death. By the time they realized
that they weren't going to survive the night outsid
both kids were already suffering from hypothermia.

Little Tom was overcome first, so his sisterried
him. When she could carry him no further, she left
him in the snow and wandered on alone. She
collapsed herself a few hundred yards away.

It was Thanksgiving, she suddenly remembered.
What a strange time to die.

And as the snow covered her up, the spirithef
cold North Wind came to her. They were intrigued,
they explained, by the way she had left her little
brother to die, just to have a few more minutelifef
herself. They respected that kind of thinking, Hrel/
were prepared to offer her a deal. She could have
life and have their power, if she agreed to wallayaw
and never tell anyone that little Tommy was dying
there in the snow. This sounded reasonable to her.

A few days later, she managed to hook up avith
coke dealer that mom knew, who liked girls Marla's
age. She moved in with him for just long enough to
learn his whole client list, then froze him to deaith
her new powers and took his stash.

She liquidated as much product as she couwd an
headed south, looking for somewhere warm.

For a long time Marla tried to keep her powers
secret, only using them when her back was to the wa
This was a sound policy. She was actually thrawn i
prison and used her powers to escape twice without
anyone finding out that she was a parahuman. Ske wa
able to lie low for long enough to take a lot of
community college courses, study elocution and

nearly get a Master’s Degree in Psychology.

Once the cat was out of the bag she useddtess
as a supervillain to her advantage, playing the asl
well as she could, making people fear her and fandi
big jobs with organized crime when she wasn't in
school or prison.

She supposes her parents are probably bthth sti
alive out there, somewhere, but she's never bathere
check.

Using the Snow Queen in your

campaign: A versatile adversary, the Snow Queen
can be used as a kind of low-level master villain,
complete with henchmen, a secret base and a minor
Master Plan (usually something like: steal a big
diamond, trade it for lots of coke, sell the blavaa
massive profit, kill everyone who knows about hed a
get out of town). Or she can be a mercenary willai
temporary member of a team or even a personal arch-
nemesis. She’s done it all. And none of it really
satisfied.

Adventures With The Snow Queen:

1) Death, With Sprinkles on Top

A drug dealer named Jimmy Mack Alcazar comes
to the Player Characters for help. He swore tk loo
after his brother’s kids while he’s in prison, armaiv
one of them is dead and one of them is missing and
he’s so upset he can't think straight and he doesn’
know what to do.

It's the Snow Queen. She rolled into towr s
few days ago, somehow figured out that he knew
about a major coke deal that will be taking place
tomorrow, left his 16 year old nephew frozen and
shattered on his doorstep and took his 8 yearielten
away.

Then she called Jimmy Mack on his cell phame a
told him that she would appreciate his assistarite w
her plan to rip off the coke. She didn't let hipeak
to his niece or anything, he doesn’t know if thtdli
girl is alive or dead, but he gave it all up anywiajd
her everything he knew. She never gave his niece
back and anyway everyone is going to know that
Jimmy Mack tipped off the Snow Queen so he’s dead
anyway and they'll probably Kill his niece too. €h
PCs have just gotta help him, he says. He’'ll do
anything.

And the strange thing is, he’s telling theliruThe
Snow Queen is up to her usual tricks. She appéared
town last week, scoped out the drug scene, frazeeso
fingers and ears off people until she found someone
who could tell her something useful, and is now
getting ready to steal a big shipment of cocaine.

To help out with the heist and with distrilmgfithe
blow afterwards, she has recruited a gang of thugs,
dressed them up in ice cream man uniforms and
christened them the “Waffle Cone Gang.” With their
scars, tattoos and gold teeth they don’t realli ldcee
the kind of guys you’d want to buy ice cream from,
but they do look like the right kind of guys tolseu



coke. They drive around in ice cream trucks aeg th
turn the music on when they're about to do a dbye-
shooting.

The Snow Queen’s current lair is a meat loaker
warehouse out by the airport. She doesn’t keemyim
Mack’s niece there. In fact the little girl ridesound
in the back of one of the ice cream trucks andoeas
having a pretty good time eating ice cream all alay
playing with the thugs.

The coke deal is going to take place in th&ipg
lot of a used tire depot, under a huge grinning
fiberglass statue of a gorilla. Both parties kreowd
trust one another, and neither one is bringing aflo
bodyguards. And then the tinkling sound of iceaane
trucks is heard in the distance...

2) A Dish Served Cold

The Snow Queen always assumed that her useless
parents were still alive out there somewhere. ¢t fa
her mom died years ago in a prison brawl, and her
father, who never fully recovered from his injuries
died from a botched surgery just last spring.

Due to an administrative foul-up they actually
performed the wrong surgical procedure on her fathe
Ordinarily, the doctors performing the surgery vebul
have noticed that something was wrong, but thef chie
surgeon was blasted out of his mind on coke
(ironically enough) and none of the other staff tean
to question his judgment.

The Snow Queen was shocked by how badly the
news of her parents’ death has affected her. She
thought she was long past caring about anythirgg lik
this, and yet it has made her a weeping wreck.

At first she considered pursuing litigatiorasngt
the people responsible for her father’s deathtHmit
state where her father lived in the last yearsofife
has a law that limits medical malpractice suita to
ridiculous pittance. After talking some more with
lawyers and doing a little independent researdieof
own, she has noticed that there was a startliegmis
the number of malpractice-related deaths in tlzdé st
once the law went into effect.

She takes a certain grim satisfaction in the
knowledge that a lot of other people are suffetirg
way she is. Nevertheless, it's not enough. Everyon
must die. The assisting doctors who should have
corrected the chief surgeon, the filing clerk whade
the error, the hospital administrators who ovenedrk
the staff until they started making lethal mistgkbe
lobbyists who got the law passed, the legislatdrs w
voted for it, the governor who signed it, the hebd
the medical association that pushed for it, andomay
the board of the insurance company that backed,them
if she has time. They will all die. Horribly.

She’s saving the chief surgeon for last, fer s
wants him to know that she is coming. She hasn’t
decided whether or not to kill herself afterwarfds,
selling the coke that eventually found its way i h
nose and into his brain, shorting out his judgnaemt
killing her Dad.



Black Thunder

Real Name:Powers Cage
PL: 16

Str: 14 (+2) Dex: 16(+3) Con: 20(+5)
Int: 14 (+2) Wis: 18(+4) Cha: 14 (+2)
Initiative: +7 Attack Bonus (Melee):+17
Attack Bonus (Ranged):18Defense:
+19/+15Speed:40

Damage Save: s6Fortitude Save:+5
Reflexes Save+sWillpower Save: +4

Skills: Hide +10, Knowledge (Southeast Asian
Criminal Underworld) +5, Languages (Chinese,
Indonesian, Spanish, Thai, Viethamese), Listen +9,
Medical +5, Move Silently +10, Spot +8, Survival +9

Feats: All-Out Attack, Chokehold, Dodge,
Durability, Expertise, Improved Critical (“Strike”
attack), Improved Grapple, Improved Initiative,
Improved Trip, Infamy, Power Attack, Rapid
Takedown, Surprise Strike, Stunning Attack,
Takedown Attack, Track

Powers: Amazing Save (Damage) +6 (Cost: 1pt),
Deflection +6 (Cost: 2pts), Running +2 (Cost: 2pts)
Strike +10 (Cost: 2pts), Super-Strength +5 (Extras:
Amazing Save [Damage], Protection; Cost: 6pts)

WeakI’IESSESQuirk: Won't harm innocent
bystanders or allow them to come to harm.

“Stop trying to kill me for a minute and
I'll tell you whatreally happened at Muy
Trahn.”

One of the most wanted criminals in American
history, he’s been running from the law for thiygars
and hasn’t been caught yet. He's a traitor, &ikith
selfish monster and one of America’s most dedicated
enemies.

A front-line superhero in Vietnam, he was afsva
dangerously unstable, prone to anti-American tsade
and disobeying orders. The Army put up with hid ba
attitude and Communist leanings perhaps more than i
should have, since he was tremendously effective on
the battlefield—but then again no one could have
known what he was eventually going to do.

During the defense of Muy Tranh Village hegbu
bravely against impossible odds, almost single-
handedly fending off a massive Viet Cong assaté.
felt he deserved the Medal of Honor for that, and
when he received a Silver Star instead, he desaned
joined the other side.

At first no one wanted to admit that this ebbhve
happened, that any American serviceman could be
selfish enough to drag shame down on his country,
fighting his own comrades and staining the honor of
the Armed Forces. Yet it was so. For the nexhtye

years he turned up all across the Far East, fightin
America’s allies, getting entangled in the interorsel
drug trade. After that he seemed to slow down,
perhaps feeling his age, but all the signs indittzde
he’s still out there somewhere, plotting the dowrda
America.

Capturing Black Thunder has been a high gyiori
for the American Intelligence community for the pas
three decades, but despite a few close brushes they
haven't caught up with him yet. If the Player
Characters ever manage it, perhaps they'll finctloeit
truth. He’s eager to talk about what really hamggen
and he’ll gladly tell anyone who listens.

As you may have guessed, most of the official
story on Black Thunder is a lie, but some of juist
an oversimplification.

He made a lot of mistakes, he freely admits.
Powers Cage was a happy-go-lucky, carefree teenager
from Georgia. He's older and wiser now, but in896
he was a wild and thoughtless kid. The restrigtion
black folks had to endure in rural Georgia didit't s
well with him and his family was sure that he would
mouth off in front of the wrong people and get
lynched, sooner or later. They encouraged himito j
the Army, and he did. Somehow he didn't grasp that
this would mean getting sent to Vietnam.

The Army detected his latent superhuman powers
in Basic Training, and had him sent to a special si
week program at Fort Dix. After a course of stiamil
injections and Rage Therapy, his abilities mangiest
and he was ready to be transferred to Fort Meade in
Maryland for advanced parahuman training. It never
happened. Superhumans were desperately needed on
the front lines, so they shipped him off to Da Nang
without anything more than the most basic instaurcti
in how to use his powers. He was issued a costume
and assigned to an infantry platoon as a combat
specialist. He hadn't had time to go to Officer
Training School, so they made him a Private, First
Class.

His unit was deep in the back country of DadNa
Province, a heavily contested zone. They had
encounters with the enemy every week out there.

It didn’'t take him long to realize how useléss
superhuman powers were in jungle warfare. He was
really strong, and he could project energy outisf h
fists, drastically enhancing the power of his blowfs
he concentrated really hard he could throw a Holt o
energy out of his hands, and fry a man in his bopts
to a few yards away. None of which made any
difference at all, except in close combat, whictiene
seemed to happen.

His energy blasts didn't have the range dfi@, r
and they made a lot more noise. He could actually
form a kind of energy shield that would block
incoming bullets, but only if he knew what directio
they were coming from—something you never knew
out in the bush. What did it matter that he cdifilch
jeep over his head? When was that ever going to



come up in a war like this one?

Worse, his costume made him a walking target f
snipers. They always killed the guy with powerstfi
The other grunts in his platoon didn’t even want to
stand near him on patrol. After he figured this loeit
tried to wear his super-duds as little as posséien
though the officers got on his case about it.

Like a lot of guys, he took drugs to dull the
constant stress and tension. This got him writien
on suspicion a couple of times, which he compounded
by getting involved in the “Dap” controversy.

The “Dap” was a special, super-complicated
handshake that black servicemen gave eachother to
show their solidarity with one another. It coulnl@n
for minutes, if you let it. In 1969 the Armed Fesc
cracked down on the Dap, on the grounds that itavas
symbol of “Black Power” subversion. Nobody told
Black Thunder this until he was caught doing th@ Da
by a new lieutenant (who was himself black) and
disciplined for it.

It was tough being a black man in the Army,
fighting for a country that oppressed you at home.
Lynching was still a fact of life in the South, bka
people had only gained the universal right to Yote
years earlier. A lot of black servicemen felt dmtéd
about the war.

The enemy knew this, and would periodically
distribute leaflets aimed at undermining their wall
fight. Crudely made and badly translated into Esigli
they were a hoot to read and sometimes a group of
black soldiers would gather around to chuckle aver
particularly silly one. Black Thunder got caugbiriy
this (by the same officer who caught him doing the
Dap), and this time he was nearly sent up on ckarge
for reading commie literature.

All of these things weighed heavily on himt he
was too busy trying to stay alive to let it get him
down. And stay alive he did, one way or anotheti] u
he was finally getting close to the midway pointaf
term, and his first extended leave.

He had his heart set on going to Bangkok, eher
the other guys said that the food was cheap, the
women were extremely friendly, and nobody cared
that you were black.

Then along came the incident that would make h
into first a hero and then a fugitive.

There were two ways of handling a patrol. You
could go from point Alpha, to Point Bravo, to Point
Charlie, to Point Delta, like you were supposed@u.
if you knew the guys in your patrol, you didn’tdik
getting shot at and you all agreed not to snitoh, y
could just go off somewhere else and make sure to
turn up at point Delta on time.

As his hours in the bush grew short, Blackridar
grew jealous of his life and started ditching hagrels
more and more. He liked to spend time in the nearb
village when he could. A country boy himself, it
always interested him to see how the farmers lived,
how different their lives were from his own.

One evening, he and the guys had ditched their
patrol, and were wandering through the village afyM
Tranh, when they unexpectedly came under fire. The

Viet Cong had marked this hamlet as being loyal to
the wrong side, and they were here to teach gsole

The four American soldiers returned fire, Whic
surprised and alarmed the attacking VC, who sugdenl
weren't sure how heavily defended the village might
be. Darkness fell, the four Americans were eftexti
pinned down, and the fighting dissolved into
confusion as a heavy evening thunderstorm settled
over the village.

Some time around nine o clock the VC decided t
take the hamlet, and moved in among the huts @despit
the pouring rain and the terrible visibility. Thigs
the moment Black Thunder and his abilities had been
made for.

He crept between the houses, keeping low and
killing any VC he found, the sound of the storm
masking the sound of his powers in action. Hets no
sure now, but he must have killed between fiftagh a
twenty men that night. The rest panicked, the VC
pulled out, unsure of the enemy’s strength, andlBla
Thunder began to wonder if they would give him the
Silver Star instead of a Court Martial. It was twbe.

Wounded in the fighting, he was sent to alfiel
hospital, where he spent the rest of his time leefor
they put him on the plane to Bangkok. To his
amazement, nobody back at headquarters seemed to
know or care that his patrol hadn’t been where they
should have been on the night in question. Thegwe
eager to have superhuman heroes, and bent over
backwards to give him his Silver Star.

But they take a soldier’s entire service rddato
account when deciding what decorations to awardi, an
they denied the other three men their medals, ®n th
grounds that all three of them had at one point or
another been seen giving the “Dap” handshake and
reading commie pamphlets. This galled Black
Thunder badly.

On the transport plane, headed for Bangkok, he
could hear anti-aircraft fire and he began to woriide
he was going to be one of those unlucky souls vato g
blown up on their way to take leave. Everything he
hated about the Army seemed to come crashing in on
him at once.

When they arrived, he found Bangkok to be as
great as everybody said it was. It was a fascigati
city, the people were nice, and for the first timéis
life, no one seemed to care that he was blackn §eo
hooked up with a young lady who was far too predty
have ever gone out with him back home, and he began
to seriously consider deserting.

A lot of guys went AWOL in Bangkok. The MPs
always found them after they burned through their
money and their girlfriends kicked them out therdoo
But it seemed to him that there had to be a lot of
places like this all across Southeast Asia, antifthe
went far enough, they wouldn’t catch him. He’'srbee
running ever since.

Black Thunder had no idea that his powers @oul
make him such a target. In fact his desertion made
headlines nationwide. It was a grave embarrassmen
to the Nixon Administration, and their inability to
catch him made it worse. The armed forces and the



intelligence community have a serious grudge agains
the man, more for what he symbolized than for what
he actually did, and many within their ranks dtdte

him with an irrational fury.

Life on the run was not as easy as he haddcope
He tried hiding in Laos, then Malaysia, then
Indonesia, then the Philippines.

He was able to rent his powers out to various
armed factions in Laos and to the occasional bandit
gang. He never felt good about doing this, bubdm
to eat. He liked bodyguard work best, becausag w
easy and he usually didn’t have to hurt anybody.

More than one secret CIA strike force cameraft
him, and a couple of superhero teams got close. He
always tried to do them as little damage as hedcoul
while making his escape, but some guys got killed
anyway.

By the early 1980s he had saved enough maney t
settle down for a while in Bali, a place he has edm
dearly love. He lives quietly there and keeps & ver
low profile.

The CIA hasn’'t come close to him in yearsfalct
they may not be trying very hard any more. Howgver
Jim Flint of the mercenary super-team Executive
Solutions hates Black Thunder in a way that isn’t
entirely sane, and continues to hunt for him iova-|
key kind of way. Whenever the PCs get a lead on
Black Thunder’s whereabouts, Flint will too, andlhe
send an assassination squad.

Black Thunder has regularly tried to send cash
home to his family, but they regard him as a shamef
disgrace and will have nothing to do with the money
he sends. He can’t blame them. They enduredd lot
grief from the FBI on his behalf.

In person, he is thoughtful, calm and reaskynab
articulate. He’s grown up a lot since his daya as
young hothead and he no longer has anything to
prove. It's difficult but not impossible to getni
riled. While he has a lot of regrets, he is bagjcal
cheerful by nature and tries not to burden othepfge
with them. Aware that he hasn't had a chance to ge
much education, he is interested in the world aloun
him and always enjoys learning new things.

He has had to kill more people than he likesl
tries hard not to do it if he doesn't have to, beitis
still capable of murder if he’s pushed too far iar h
back is to the wall. The sad truth is, he enjoylinki a
lot more than he cares to admit to himself.

Using Black Thunder in your

campaign: This is the guy your Players will all
want to fight eventually—the legendary supervillain
who no one ever caught. The PCs should hear about
Black Thunder long before they ever get even the
faintest lead on where to find him.

He is a tough combatant, not so much becduse o
his raw power as because of his experience arld skil
However, if the PCs fight him he’ll probably be raor
focused on getting away than on taking them down—
although he might teach a cocky young hero a brutal
lesson to keep them off his trail.

If you'd rather bring Black Thunder to youakér
Characters, rather then send them halfway arownd th
world to chase him, there are only two things that
might tempt him back onto American soil. The
possibility of amnesty, or a threat to his surviyin
family members. Whenever he surfaces or wherever
the PCs hunt him down, rest assured that the boys
from Executive Solutions are just one jump behind
him.

Adventures With Black Thunder:

1) Echoes of Distant Thunder

The Player Characters suddenly get the fiestf
lead in years on one of America’s most wanted
criminals—Black Thunder himself. We'll tentatively
say he’s in Indonesia, but that's really just oreywo
run the scenario. In fact you could have the Rk f
Black Thunder anywhere in the Far East but Japan.

Perhaps the right thing to do would be to patie
federal authorities of his whereabouts, but few PC
groups will ever take that route. Most Player
Characters will instead want to personally confront
him.

But someone else has also found the leadsemtd
the lads from Executive Solutions after the same
target. Executive Solution M (the former superhero
once known as Major Maximum) hates Black Thunder
with a mad passion, despite having never met the ma
and will jump at the chance to kill him.

The PCs catch up with Black Thunder first, and
find that he’s willing to talk to them, either beoor
after they capture him. The old fugitive has just
finished telling his story when the goons from
Executive Solutions break down the door. Evehef t
PCs have already captured and bound the man they
will attack, clearly intent on killing him. If thBCs
look tough and already have Black Thunder prisoner,
the team from Executive Solutions will demand that
the PCs hand him over for an “on-site field
execution.”

How the PCs deal with this situation and wheth
or not they're willing to fight beside one of Ameais
most hated enemies is up to them.

2) My Brother is the Thunder

Black Thunder’'s younger brother, Quentin Cage,
has made a real success of his life. He’s a tayda
by trade, and lives in the suburbs of the PCs’ home
city. A retiring man with little interest in puloliife,
Quentin has the same superpowers as Black Thunder,
but he tries to conceal them. One night he getbemli
too far—perhaps his daughter gets murdered orafiies
a drug overdose, and he kills the person respensibl
The coroner can see that the dead criminal has been
killed by Black Thunder (nobody else’s powers leave
marks like that). Can the country’s most wanted
supervillain actually be back on American soil?

To complicate things, the real Black Thunder
catches wind of this in the press, knows instamtip
must have committed the crime and comes back to



America to take the rap for his little brother. Bust
he intends to lead the authorities on a merry chjase
for old time’s sake. And then just as the PCsrégu
out what's really going on, the team from Executive
Solutions breaks down the door...



The Death Angel

Real Name:lbrahim bin Ismail
PL: 16

Str: 14 (+2) Dex: 16 (+3) Con: 14 (+2)
Int: 13(+1) Wis: 16(+3) Cha: 16 (+3)
Initiative: +7 Attack Bonus (Melee):+17
Attack Bonus (Ranged):18Defense:
+19/+15Speed:30/ 80 (Teleport)

Damage Savezi4Fortitude Save: +4
Reflexes Savet+s Willpower Save: +5

Skills: Diplomacy +6, Hide +8, Intimidate +8,
Knowledge (Terrorist Underground) +5, Knowledge
(European Nightclub Scene) +5, Languages (English,
French, Turkish), Listen +6, Move Silently +8,
Survival +6

Feats: Ambidexterity, Attack Finesse, Connected,
Dodge, Expertise, Great Fortitude, Improved
Initiative, Improved Two-Weapon Fighting, Infamy,
Iron Will, Lightning Reflexes, Penetrating AttadBi¢
Scary Knives) x2, Surprise Attack, Toughness, Two-
Weapon Fighting

Powers: Amazing Save (Damage) +10,
Teleportation +16 (Extras: Energy Blast, Explosive
Effect, Extended Teleport; Power Stunts: Fullisade
[Note: the Death Angel cannot use his energy blast
attack in the same round as he makes a Fullisade
attack], Power Immunity, Turnabout; Flaws: Energy
Blast has no range and cannot be aimed at anyone
specific--it just radiates out of the Death Angel's
position in an explosive blast, Energy Blast only
detonates when the Death Angel teleports out of a
location; Cost: 3pts)

Equipment: Pair of Big Scary Knives (+5 Lethal
Damage; Cost: 1pt)

WeaknessesQuirk: Fanatically loyal to his
comrades (albeit not to Islam) would never rat @iny
his fellow terrorists out or give up any informatio
that would interfere with their plans, even if tpists
him at a disadvantage.

Quirk: Bigot (Cannot work effectively with Jews,
women of loose virtue or anyone he suspects ofgbein
homosexual; he will attack these targets in prefee
to anyone else, even if this puts him at a tactical
disadvantage)

“Three hundred years ago there was no
crime, no drugs, no homosexuality, no
women'’s liberation. Because people still
are fearing God. You must understand
that these things are all a Western
invention--the West fears Islam and will
sink to any depth to destroy it. Even
inventing homosexuality is not beyond

them. But now the fist of God is here to
drive it down their throats. And | am
he.”

Everyone can now see that the Angel of Death w
a bad idea. But back in the 1980s, when he was
fighting the Soviets in Afghanistan, it didn’t sedke
such a poor concept to back a superhuman Muslim
Fundamentalist with a lust to kill infidels. We nga't
the infidels he had in mind. At least not yet.a#\lin
recent years this has changed and now the Angel is
coming for us all.

Ibrahim bin Ismail was an upper-middle class
Omani, educated in America, seemingly destinectto b
a corporate lawyer like his father. He affectddral
of angry, radical Islamic posture at Yale, since it
impressed girls and gave him some bad-boy swagger.
He was one of many rich young tough guys, fond of
vintage scotch, cashmere sweaters, new model
Mercedes and vicious anti-Semitism.

Like most of his associates he felt that Reagas
the only hope for America, that poor people hatkbet
shut up and stop whining, that Salman Rushdie tnad t
die and that sorority girls were implicitly askifa it
if they willingly entered your frat house. And of
course that Allah was the One True God and
Muhammad was his prophet.

Always eager to outdo one another and proae th
they were hard, many of them went to fight the
Soviets in Afghanistan, at least for a little whilds
the muhadjjadin rebels advanced on Kabul, a
surprising number of them wore designer sunglasses
and really expensive shoes. An even more surgrisin
number of them stayed on to join the Taliban ohee t
Soviets were driven out.

We don’t know exactly when Ibrahim’s powers
first manifested themselves. We do know that st fi
went to Afghanistan in 1982, while taking a senteste
off from Yale, and that he was almost immediately
using his superhuman abilities to wreak bloody leavo
on the Russians. He made a number of trips oger th
next two years, and was growing wildly in popubarit
with the rank and file muhadjjadin when the CIA
contacted him.

The Company felt that a muhadjjadin superhero
was an irresistible asset. They gave him some
training, plus a course of operations at a senatleg
clinic in Switzerland to enhance his powers yet
further, and began to funnel a lot of money and
equipment to his ever-growing band of followers.
They named him The Angel of Death.

He did a spectacular job, and in so doingtimet
one great love of his life—war. Ever since he was
child he had a taste for hurting things, but hentbu
that in combat it blossomed into a bottomless, neve
ending hunger.

While he met some of the other rebel leaders,
Abdul Hag and Muhammed Omar and Osama bin
Laden, he always stayed somewhat aloof from them.
Nor did he ever bother to do much actual leadership
even though men gathered around him constantly. He



was always a bit of a lone wolf and it was alwdyes t
fighting itself that most interested him.

When the Soviets finally left, he could easigve
played a role in the new government but he wardged t
go where people were still killing eachother. Oter
course of the 90s, he has fought for the militant
factions of the PLO, for the Chechen rebels, fer th
Taliban and for the Muslim Sudanese in their
unending war against the non-Islamic tribes in the
south of the country. He has even worked in Lebanon
for Hezbollah, despite the fact that they are &&hi
organization (he himself is proudly Sunni in his
beliefs). He has never been an active member of Al
Quaida, allthough they have his phone number.

In person he is utterly ferocious, as welbemg
something of a pompous jerk. He loves to hold forth
about the decadent West with its crime and druds an
homosexuality etc, ad nauseum. A spoiled brathier
first half of his life, it has never left him, ersly.

While he claims to conduct himself honorably in
combat, and that he won'’t strike a man in the back,
take hostages or kill innocent people, as soohes t
fight starts to go against him he will forget &lis and
do whatever he thinks will work.

He still likes nightclubs and good whisky and
Rolex watches and is incapable of seeing his own
hypocrisy. Despite his rhetoric, his faith is weadd
chiefly serves as an excuse to hurt people. Tale re
god he worships in his heart is war.

Using The Death Angel in your

campaign: One of the big threats lurking in the
background, make sure your PCs have heard all kinds
of awful stories about the Death Angel before they
meet him in person. They can encounter him in any
part of the Islamic world, although he may also
perform the odd assassination in Europe or even the
US itself. He always works for Islamic groups dned
always seeks out combat. He’s much more
comfortable fighting in an actual bush war than in
some kind of urban insurgency, but these daysrie is
picky and can turn up anywhere that Islam's enemies
need to be killed.

Adventures With The Death Angel:

1) Look Homeward Angel

The Death Angel’s old CIA handlers want tawlr
him into a trap, but don’t want to draw attentiorttie
fact that they used to be associated with the ngam.
they leak his contact information, secret code-pésa
countersigns and so forth, to an underworld snitch
who has connections to superheroes.

This particular snitch knows the Player Chisnag
and runs straight to them with the information. The
PCs are now in a position to set a trap for onhef
most wanted men on earth.

We’re not going to be very specific here atiua
you would actually contact the Death Angel, or what
the snitch is like, so as to make this easier tckwiao
your campaign. If the PCs are at a point in their

adventures where they could just drop everythirty an
travel halfway around the world, then have thentago
a non-working payphone in the Paris Metro, press
some code word into the keypad and then go wait
behind the metal detectors at Charles de Gaul@rir
(or go through something equally elaborate).

If the PCs are working stiffs who can’t affqine
fare out of state, they should leave a messagéiand
hundred dollars in a particular locker at the bus
station, and call a certain cell phone numberhab t
the Death Angel’s cousin Ali knows to come pick the
money up and tell Ibrahim that somebody wants ¢o se
him (or something equally simple).

The snitch’s CIA handlers give him a covergto
on how he got the information, but it's rushednfly
and easy to dismantle with a little detective work.
Shortly after giving the PCs the contact informatio
the snitch turns up dead.

CIA Case Officers Hawley and Geffen introduce
themselves to the PCs soon after the snitch dies, a
explain that they would like to help them trap the
Death Angel. The Death Angel’s people must have
killed the snitch, they explain. Hawley and Geffen
were tracking him, thinking he had information on
Ibrahim, which is how they found the PCs.

Austin Hawley is a plump, distinguished loakin
older gentleman with a huge swoop of white hair and
expensive taste in suits. Glenora Geffen is adark
woman with short hair and a thick southern drawl.
Both are accomplished liars and both are willing to
kill to achieve the mission objective, but neitbee is
particularly athletic or an especially good shohey
kill people by writing memos. Let the help do the
manual labor.

They agree to assist the PCs set the traphayd
even provide the services of a sniper, on loan fom
security contractor in North Carolina, who can \katc
the target area in case things get dicey. Thdyalgib
be willing to give the PCs as many weird spy gaslget
as they might care to request. They're not alloteed
carry out operations on American soil, so this will
officially be the PCs’ operation, and they won'’t
officially be involved.

Hawley and Geffen are as good as their ward, b
something really doesn’t seem right about themeyTh
are horribly condescending and fake, treating the
Player Characters like children, explaining thites
slowly and repeating them too often. If the P@sate
their help they will have them tailed, and a snipér
be waiting at the scene regardless of what they do
where they set up the meeting.

Unfortunately for everyone involved, when the
Death Angel appears, his first words &k&hat could
the CIA possibly want from me this time? It's been
more than ten years since we’ve been in touch.cCoul
| still owe you any favors, Mister Hawley?”

Case Officer Hawley will frantically signaleh
sniper, who will attempt to kill the Death Angelcan
the PCs. A three cornered fight is likely to erwgutd
the Death Angel is likely to get away.



2) An Angel in the Outfield

The day before a major sporting event, a Playe
Character spots the Death Angel scouting out the
venue. It seems incredible, but there he is, dmieco
most hunted men in the world, standing there on a
crowded public place in broad daylight.

This scenario works best if the PC is in tiseicret
identity, with friends who don’t know their secret.
Their friends haven'’t noticed the Death Angel, &nd
they do, they're convinced that it couldn’t redblsy
him. Not here on the street in the middle of the da

Whether the PC is with their friends or nbg t
Death Angel is standing in the middle of a big adow
of people—if he teleports away he might kill dozens
of them.

How is the PC to deal with this situationPthkey
try to trail him, he may very well spot them anfight
will erupt right there on the spot. If they suatée
trailing him discreetly, he goes to a mid-pricedhot
downtown, where he is staying in the room of anothe
guest—a businessman from Saudi Arabia. It may be
safer to fight him there, but he could still daméue
hotel and cause a lot of collateral damage in the
process. And what sinister plan does he haveie st
for tomorrow?

If the GM is feeling mischievous, then the ea
Angel has no sinister plan at all—he’s just here to
watch the big game!



Doctor Moloch,
Phd.

Real Name:Dr. Moloch, Phd.
PL: 16

Str: 20(+5) Dex: 18(+4) Con: 18(+4)
Int: 18 (+4) Wis: 18 (+4) Cha: 16 (+3)
Initiative: +4 Attack Bonus (Melee):+20
Attack Bonus (Ranged):19Defense:
+29/+25Speed:30

Damage Savex4 Fortitude Save:+4
Reflexes Save+4Willpower Save: +4

Skills: Diplomacy +8, Knowledge (Blasphemous
Secrets and Forbidden Lore)+14, Listen +7, Spot +6

Feats: Darkvision, Durability, Immunity (Aging,
Cold, Heat, Pressure, Radiation, Starvation,
Sufocation)

Powers: Super-Strength +13 (Extras: Protection,
Thunderclap; Cost 6pts)

Weaknessesvulnerability: Holy objects. And
not just Christian ones. The object must be gestyin
revered by someone—you can't just hold two sticks
up like a cross to fend him off, but any such objec
will do (unless of course it's revered by satapists

“Why Captain Eldritch! How good it is
to see you again! And how is Liberty
Lass these days? Recovering well from
our last encounter, | hope? | hate to
have to say it, but I'm afraid my current
master wants me to kill you in some truly
disgusting ways—he seems to think |
should be terribly impressed by his
boring depravities, as though these
uninspired mutilations of the flesh
weren’t something | already see every
day in Hell. But | don’'t mean to waste
your time with my difficulties. Shall we
just get down to it then?”

Filth-Lord of the Third Infernal Legion, Plaggt
Wreaker of Obscenities on the Heads of the Lost and
the Damned, and Professor Emeritus of Depraved
Studies at the Burning College of the 34th Heli;tfee
living incarnation of absolute evil he’s not readlych
a bad guy. Certainly he intends to wreak wondrous
and unthinkable abominations upon Mankind, but it's
really just a job to him. The truth is that hetegdly
bored with Evil. He is unimpressed with bloody
sacrifices and demented acts of worshipful carnage.

Unspeakable perversities make him roll his eyes-s-he’
seen it all before. Any idiot can slaughter ctelar
over a bowl as far as he’s concerned.

In person he is pleasant, congenial, and d jost
(although he does often have a tired and rueful air
about him). He will greet the players cordiallhd’s
met them before, ask about the health of mutual
acquaintances and how things are going in their own
lives before he gets down to the business of gillin
them.

Despite his weary contempt for human evik tis
job and he knows a lot about it. In any convesati
with Doctor Moloch, he’s likely to utter at leaste
hideously accurate insight into the nature of the
universe, but he does it distractedly, as thougbaine
barely be bothered to pay attention. When he makes
point, he likes to use examples fr@uainfeld(you'd
think that as the embodiment of all that is foull an
wrong he’d be more intBriendsthanSeinfeld but in
fact he’s fond of George Costanza). He does has/e hi
dignity and he doesn't like to be taunted, but he’s
more likely to look hurt than enraged if someone
insults him. Sarcastic is about as aggressiveas h
gets, at least in conversation.

In combat, on the other hand, he goes righthi®
throat. A swift and efficient fighter, he want&th
brawl to be over as quickly as possible so he tdes
incapacitate or kill his opponent as fast as he can
preferably by hitting them in a weak spot with
everything he has. It is true that he may sometime
handicap himself against really puny opponents,
reading a book or doing a crossword puzzle with one
hand while he fights them with the other. But he
doesn’t do this to show off—he does it because he’s
bored.

It's really quite unusual to encounter demibnis
powerful outside of Hell itself. Someone at higdle
of the Infernal Hierarchy shouldn’t be running ardu
the Material Plane kicking in bank vaults and iagt|
superheroes hand-to-hand, he should be attending
Planning Committee sessions and teaching advanced
seminars in Evil.

Alas, three years ago the late sorcerer Hubert
Shackley found Moloch’s true name and published it
on the Internet. How someone like Shackley managed
to get his hands on such an incredibly potent secre
remains unknown, but it hardly matters. Now any
cheapjack magician with a web-browser and a set of
black candles can yank poor Dr. Moloch up out of
Hell and force him to run their shabby errands.

He is forever having to miss Planning Comreitte
sessions and interrupt seminars to come up here and
waste his time kicking in bank vaults and fighting
superheroes hand to hand. He’s not really suré wha
to do about it, although he supposes that human
civilization will fall eventually.

If the players manage to destroy his phydimah
he can still be summoned at some later date, inhwhi
case he won't hold a grudge.

If they get access to his true name (whickshe
compelled by the laws of Darkness not to tell them
himself) then he will be only too grateful to obey



commands like “return to Hell, ye devil-spawn” or
“never again shalt thou trouble Mankynde” and hié wi
thank them for it. However, only an actual sorcere
can use his name effectively, and then only if ey
willing to go through a lengthy, disgusting and
morally dubious ritual. The GM should improvise th
details, but it should be the kind of thing thatiyan't
do in the middle of combat and that you wouldn’t
want to go through again if you could avoid it.

Dr. Moloch is a loyal ally--as a summoned and
bound entity he frankly doesn't have any otherahoi
He will frequently make wry observations about what
an idiot his current boss is, but he’s not williog
betray them or to reveal anything about them that a
superhero could use to their advantage. He already
has a few choice plans for his current master tmeg
reach his domain, and he’s willing to wait.

Be warned, whenever Doctor Moloch appears in
person on the Earth, the Forces of Light send
Azeraphel the Screaming Angel to stop him, andshe’
a lot less pleasant than he is. See her indivieloizy
to learn all the frightening details.

Using Doctor Moloch, Phd. in your

campalgn: While he can turn into a one-joke
character if you're not too careful, Dr. Moloch can
actually get funnier and funnier each time the PCs
encounter him, as they come to understand histpligh
better and he gets to know them and enjoy their
company.

His plot hook, while it's really specific, &tually
flexible enough that you can use him for a bunch of
different types of crimes. Because he’s forevetirgg
sent on petty, trivial errands by idiots, he could
participate in amazingly minor or amazingly major
capers—whatever works for your campaign. Even so,
use him sparingly to keep the joke from gettindesta

Adventures With Doctor Moloch, Phd.:

Seven Crowns of Stupid and a Diamond or Two

Doctor Moloch, PhD, gets dragged up out of Hel
by a twenty year old Svengali named Melvin
Dumbrowski, who wants to impress his pack of
giggling teenage girlfriends. Melvin orders him to
retrieve the Seven Crowns of Crime—lost artifadts o
the Black Atlantean Age, now scattered and vanished
Whosoever possesses them will know the ultimate
embrace of shadows and become the Lord of Night,
master of darkness and blood.

Doctor Moloch patiently explains that he can’t
retrieve the Seven Crowns of Crime because there’s
no such thing—in fact Melvin just made them up now.
But Melvin and his pimply handmaidens won't listen.
They will have Seven Crowns of Crime, and that’s
that.

The first Crown of Crime is supposed to beted

in a secret chamber underneath the Museum of Natura

History. Inwardly rolling his eyes, Dr. Moloch
smashes his way into the Museum at midnight. He

breaks open a secret chamber under the basement and

does in fact find a lost forbidden book of blaspbam
secrets from beyond time and space (the dreaded
Gerflugelmacht Codeaf Manfred the Unbelievably

Insane), but of course no Crown of Crime.

Alas, Melvin is not satisfied with the bookdan
declares that Doctor Moloch has failed him. Thetne
crown must be in a safety deposit box kept by an
ancient European family in one of the city’'s most
exclusive private banks. Of course Dr, Moloch ddesn
find it there, although he does find some swell
diamonds—one of them as big as a sparrow’s egg.
But Melvin didn't want diamonds, he wanted a Crown
of Crime. And so it goes.

The PCs find out at some point in Dr. Moloch's
pointless crime spree that someome is breaking into
creepy, ominous locations and stealing who-knows-
what kind of arcane artifacts for some terrible
unknown purpose. All the signs point to a demon of
incredible power—the kind of entity who almost neve
gets summoned to the earth in the flesh. What
frightful scheme is afoot? How to stop it?

To complicate matters, one of Melvin’s acatyte
has started reading the Gerflugelmacht Codex for
herself. And then Azeraphel the Screaming Angel
shows up...



Azeraphel, the
Screaming Angel

Real Name:Azeraphel
PL: 16

Str: 20(+5) Dex: 18(+4) Con: 18(+4)
Int: 14 +2) Wis: 14(+2) Cha: 16 (+3)
Initiative: +4 Attack Bonus (Melee):+20
Attack Bonus (Ranged):19Defense:
+29/+25Speed:30/50 (Flight)

Damage Savex4 Fortitude Save:+4
Reflexes Saveta Willpower Save: +2

Skills: Acrobatics +8, Intimidate+10, Knowledge
(Punishments), Listen +8, Spot +12

Feats: Detect Evil, Durability, Immunity (Aging,
Cold, Heat, Exhaustion, Pressure, Radiation,
Suffocation), See Invisibility, True Seeing

Powers: Flight +10 (Cost: 2pts), Super-Senses +9
(Cost: 2pts), Super-Strength +12 (Extra: Protegtion
Cost 5pts), Telepathy +10 (Cost: 2pts)
Equipment: Flaming Sword +15 (Lethal
Damage)

WeaknessesQuirk: Crazy fanatic, will attempt
to punish bystanders for trivial crimes even if it
distracts her from her mission or puts her at idaic
disadvantage.

Quirk: Incapable of lying.

“Stop struggling! This is going to hurt a
lot worse if you keep wriggling around
that that! Disgusting little mortals, why
will none of you sit still for your rightful
punishment?!”

A tedious angel, sent here to oppose the evil Docto
Moloch. For the living embodiment of all that is
good, she’s a royal pain to deal with.

She has no idea how human society works and no
desire to learn, so she is forever making grievous
errors and wreaking havoc whenever she appears in
the mortal world. Intolerant and humorless, if skes
someone commit a sin, no matter how trivial, shie wi
attempt to punish them for it (usually by infliggin
pain on them with her mental abilities—only theyer
worst sins merit maiming or death). Time and again
she will detect someone committing some minor &ct o
wickedness like eating when they aren’t really hyng
or wishing they didn’t have to go to work, scream
“Gluttony!” or “Sloth!” and administer disciplinero
the spot.

This often brings down the wrath of superhsroe
who don’t understand that she is above mere human
law. Inevitably they commit the heinous sin of

attacking her and must be punished quite severely.
She does not bother to explain herself to the Iseroe
she finds herself fighting. If you attack her, yreu
clearly damned in any case, so what would be the
point of trying to talk with you?

As you might expect, her tendency to get
sidetracked by minor evils hampers her effectivenes
at blocking Doctor Moloch’s activities.

In person she is tiresome, dangerous company.
Incapable of relaxing or being anyone’s friend ngro
to screechy rants about the power of light, she doe
not care about anything but her mission.

It's rare to see angels of her rank down irethe
sordid, itchy realm of physical reality, and she is
keenly aware of the fact that it's beneath her {see
entry on Doctor Moloch to find out why two such
unreasonably powerful supernatural entities keep
getting summoned to the Material Plane). She hiates
here, and considers it a huge indignity to have to
descend into the grubby imperfection of mere ngalit

Heroes who try to ask her about big philoscghi
questions or cosmic truths will get some arrogant
response about people with impure hearts not being
capable of understanding the answers. She may even
consider these questions to be impertinent or fuide
and try to punish the questioner.

A supernatural hero who knows what she is can
probably talk her into an alliance, provided thretyt
are willing to help her hunt Doctor Moloch and don’
mind submitting to her leadership. She will prdgab
want to punish them for Pride, especially if thesaw
a costume, but once she has done this she wiltdega
the matter as settled and won’t pester them about i
again. It's tough to be her ally, since she woe't
questioned and demands such impossibly high
standards of behavior.

Not a subtle combatant, she considers any &rm
stealth or subterfuge to be dishonorable and won't
tolerate it in her allies. She announces her paese
loudly and demands that opponents face her head on.
Honorable to a fault, she won't hit an opponentrfro
behind or strike them while they're preoccupiedchwit
some other combatant.

If she encounters Doctor Moloch she will reftis
do anything but attack him until either he or she i
dead.

Using Azeraphel, the Screaming Angel

IN your campaign: The Screaming Angel is a
great way to lead the player characters onto some
scheme that Doctor Moloch has been dragged into.
She only appears if her nemesis has been summoned
to the earth once more, (although now that his true
name has gotten out on the Internet this happens fa
more than she would like). Unless she gets
completely sidetracked any adventure which involves
her is likely to lead to a confrontation with haeeny.
In fact, that's about the only placecinlead.

If the Screaming Angel actually gets destrowd
can come back in a later scenario anyway, just like
Doctor Moloch.



Adventures With Azeraphel, the

Screaming Angel:Typically, a Screaming
Angel scenario goes something like this. Azeraphel
appears in the middle of an urban area, beats up a
bunch of luckless civilians for crimes like covefia
flashy car or touching themselves improperly ahhig
draws down the wrath of the Player Characters and
gets incapacitated by them.

After knocking her out of action, the play&arn
that she was sent here by the Forces of Light posp
some unbelievably powerful Force of Darkness.
Something so huge and terrible that it's almost
unheard of in the secret occult history of the akerl
Doctor Moloch (Phd) himself! And now they've just
clobbered the only thing that could stop him! Ulp!

It looks like the PCs will have to face thél ev
Doctor Moloch themselves, but could any mere
mortals be up to the task? Then it turns outhieat
actually been summoned by some pointless pimple-
faced adolescent Satanist to go rob a bank, or
something equally banal.



The Hammer of
Doom

Real Name:Khalid al Warhadi
PL: 17

Str: 16 (+3) Dex: 18(+4) Con: 14 (+2)
Int: 14 +2) Wis: 16(+3) Cha: 14 (+2)
Initiative: +4 Attack Bonus (Melee):+18
Attack Bonus (Ranged):19Defense:
+19/+15Speed:30/85 (Flight)

Damage Save:7 Fortitude Save:+2
Reflexes Save+4Willpower Save: +10

Skills: Bluff +5, Diplomacy+6, Forgery +5,
Languages (Arabic, French, Parsi, Pashtun),
Profession (Businessman) +5, Spot +7

Feats: Connected, Immunity (Cold, Heat,
Suffocation, Pressure), Indomitable Will, Infanmori
Will

Powers: Amazing Save (Damage, Will) +5 (Cost:
2pts) Energy Control (Light) +17 (Extras: Explosive
Effect, Flight, Force Field; Power Stunts: Energy
Blast, Power Immunity; Cost: 5pts), Sensory
Protection +5 (Cost: 1pt)

“You continue to defy me. | think you
must have a sick and crazy appetite for
your own self destruction. | admire that,
| respect it, but don't think this will save
you. You see | am the sort of fellow who
feels only two things—contempt for the
weak and disgust for the crude. |
haven’t yet decided which to kill you for,
but | shall.”

Something of a legend in law-enforcement escl
Khalid al Warhadi is one of the most dangerous men
alive. He’s committed spectacular acts of thefirfr
India, to Pakistan, to Malaysia, to New York Ciand
has never spent a nightin jail.

People are often surprised to find out th& he
New Yorker by birth, and that English is his first
language.

He was always a criminal. His father was A=y
drug dealer on the streets of Brooklyn, and Khafid
his brothers grew up to follow in his footsteps.

When he was six, some bigger kids overpowered
Khalid at an alley game of soccer, and sent himeéhom
bruised and crying. His father beat him worse and
told him to go out there and get revenge. To
everyone’s surprise, he grabbed a kitchen knife, ra
back out into the alley and stabbed a big kid & th
throat. Alas, it wasn't one of the right kids. Pkoin

Khalid’s family were still laughing over this funny
little episode decades later.

To this day he says that was the last timeviee
killed in anger, for he had learned a crucial lesso
from it—if you kill in anger, you make mistakes and
people laugh at you. He killed a few more timesrov
the course of his childhood, and once had to egecut
one of his little brothers on his father’s instiaos,
but he never did it out of anger.

By the time he was twelve he had grown into a
seasoned hood, and helped his father out with every
aspect of the business. Then one day a supeméro f
from the sky over Brooklyn. Badly hurt and unatade
speak, the caped man lay bleeding on the curb and
gestured desperately for help. People didn’t know
what to do about it, so they called Khalid's datiow
was an important man and would surely have some
idea. And he did. Draining off some of the caped
man’s blood and spinal fluid, he injected it intoge
of his sons, to see if it would give them superpswe

Two died, but Khalid did not. Reasoning that
Khalid had survived because he was the oldesteFath
injected himself. He guessed wrong, and perished i
agony, leaving Khalid to carry on the family busise

The boy had bigger ambitions than being a mid-
level drug dealer, and there was no way for an Asab
move beyond that level in New York—the Sicilians
had things locked up tight. So he liquidated ashmu
product as he could, turned most of the business ov
to his uncles and started hiring out his newly &eglu
superhuman talents to the underworld at large.

He put himself through prep school and was
halfway through college by the time he participated
an infamous drug-house massacre (the so-called
“SoHo Bloodbath” that the New York Post gleefully
made into a household name) and had to leave the
country. He was 17.

Going to the Middle East was the best thindpée
ever done. Things were wide open over there and a
man could rise as far as his talents might take him
provided he was willing to get his hands a littieyd
By the time he was 20 Khalid was an internationally
famous supervillain and his wealth and fame hays ke
growing ever since.

A professional super-criminal with no ambiton
beyond getting rich and staying alive, Khalid has n
desire to rule the world, blow it up, or turn itoran
Islamic paradise. Instead he wants to gamble, buy
expensive cars, date pretty girls and drink regdigd
wine. Not that he appreciates really good wine hgut
feels that it's the kind of thing a successful maght
to drink.

Despite his humble origins he has trained &ifns
to speak knowledgably about things like wine and
gourmet food. He sometimes tries too hard to shéw o
his new-found sense of taste, and he still oftes ge
things wrong, to the amusement of the aristocratic
master villains he imitates. He’s trying to leaowhto
appreciate art, but his total lack of feeling harape
him here. He may want to ask a captured superhero
about art, if they look suave and “classy”, disougs
the subject stiffly and uninsightfully until he get



frustrated and has them killed.

He has no regular contact with his family aoyen
If anyone were to track them down they would find a
gang of quarrelsome, murderous drunks, stabbing the
cousins over ancient grudges and a few grubby yards
of Brooklyn street. Only one of his brothers i#f st
alive, and Khalid hasn’t seen him in years. Khalid
claims to feel vaguely sentimental about his stmngv
niece and nephew, but if someone were to hold them
hostage he would let them die and get even with the
kidnapper later.

Quiet and guarded, he seldom gets mad, ahd rea
hatred is as foreign to him as mercy or compassion.
Above all else, he is reasonable.

Khalid won’t hesitate to torture or kill if gt
expedient, but he takes little relish in it—peopte
just silly toys made of meat to him.

Calm and professional, Khalid doesn’t bothghw
grudges or losing his temper. He also doesn'tdeav
witnesses. Tidy and methodical about cleaning up
after a job, he has no qualms about killing someone
who only might have seen too much.

He'll take hostages if he has to, and hellltkiem
if it makes sense to, but on the whole he tries/twd
messy situations like that. Better not to get gelir
into the kind of jam where you'd have to take a
hostage in the first place.

While Khalid does sometimes rent himself aut a
muscle or for bodyguard duties, he’s much happier i
you hire him to plan and execute a major act dt.the
He prefers to steal from other criminals, since/the
can’t go to the police and he prefers to hit lanagi
without any bystanders (it's a lot harder to humwd
and kill potential witnesses when there are fifty o
them). He might knock over a semi-truck full of
smuggled cocaine out on the freeway, or nab a
shipment of AK-47s on the docks at midnight, but he
most certainly would not walk into a crowded babk a
noon and demand that they give him all their money.

It is not safe to be his partner for any léngjt
time. People who team up with him eventually learn
too much about him and that can't be allowed to
happen. Dead men tell no tales, he often says, and
shrugs.

It's almost a shame that he doesn’t do more
mercenary work—he’s highly sought after and
respected in that world (or at least he was until
September 11, 2001).

He's a genuine rarity in the criminal underidpa
true professional. A good hireling, he takes ader
without complaint and stays absolutely loyal (utité
moment his personal security is threatened). He
doesn’t show up late, he never drinks on the jeb, h
doesn'’t pick fights with the other guys and he ddes
try to grab more than his fair share. That’s nughi
short of a miracle.

September 11th badly disrupted Khalid’s lifel a
career. He couldn’t give a damn for Islam, but
because he’s an Arab supervillain everyone assumes
he’s a fanatical Muslim terrorist and no one waats
work with him. In fact there are American gangster
that he’s known for years who would now kill him on

sight. His jobs are drying up and his contacts’tvon
talk to him. For the first time in his life, he'®t sure
what to do.

Using The Hammer of Doom in your

campaign: The Big Bad Villain from overseas—
the Player Characters should hear about the Hammer
of Doom long before they ever meet him. Build up a
confrontation with the man before it happens. Let
them know they're in trouble.

While he makes a tough opponent for a teanr, yo
players may be relieved to find that he’s unlikiely
become the personal nemesis of any individual RC. H
would hunt someone down if he thought their surdviva
might pose a threat to him, but he wouldn't dogtj
because they beat him in a fight, or anything stupi
like that.

Adventures With The Hammer of

Doom: 1) Seventeen Ghost Swords and a
Hammer of Doom

The Hammer of Doom allies himself with the 17
Ghost Sword Triad in Hong Kong. Unsure what to do
with this powerful but dangerous new resource, the
Ghost Swords send him to the US, to destroy their
competition in a number of big cities.

He annihilates the White Lotus Society in San
Francisco, lays waste to the Long Fang Tong in
Chicago, decimates the 39 Crazy Fist Gang in
Cleveland, and he may be on his way to your town
right now.

Once it becomes clear that Khalid is back on
American soil, every superhero in the country igigo
to want to fight him, as will quite a number oflaihs
and organized crime families. The challenge is in
predicting where he’ll next appear. Give the Player
Characters a chance to figure out the patternsto hi
attacks before any of the other hunters kill orrisgn
him. Once the PCs realize that he’s eliminatirgg th
enemies of the 17 Ghost Sword Triad, it will beyeas
to figure out from the last attack where the naexget
is going to be. He’s hitting them as efficientiyltze
can, always moving to the closest possible target b
the most direct route.

The nearest enemies of the Ghost Swords are...
well in fact we're going to leave the specific naamel
location open, so as to make this easier to wdtk in
the campaign. The target could be in the PCs home
city, but it could also require them to make a tdp
some distant metropolis, depending on the resources
available to them.

Unfortunately, at least one supervillain figeithe
pattern out too, and shows up at the last second to
attack Khalid themselves, complicating the fighd an
(probably) letting the Hammer of Doom escape.

Once this happens, the 17 Ghost Swords realize
that someone in the US must be on to them, and they
drop Khalid like a hot skillet. He is now stranded
deep inside the country, with no support and noesher
to hide. He’s going to have to fight his way ontlat
isn’'t going to be pretty. Neither is what's goitog



happen when he gets back to Hong Kong. The
Hammer of Doom is going to come down on the 17
Ghost Swords Triad like a... well, like a Hammer of
Doom.

When the PCs next catch up with him, he wftro
them an interesting deal. Why not help him escape?
It would prevent a lot of additional havoc and har's
his way to punish the people responsible for &l th
chaos right now. If they stop him now, they'll be
letting the Ghost Swords slip through the net, and
they're the real criminals here—or so Khalid says.

2) The Hammer Drops

The Hammer of Doom decides that the Player
Characters have meddled in his affairs for the last
time, and conceives a fiendish plan to be rid efrth
for once and for all. It will take some effort and
expense, but his cost-benefit analysis shows tthli i
be worth it in the long term.

To make this work, he will first need a sedaét
In order to save funds and time, he appropriates th
deserted headquarters of a superhero team he wiped
out in the late ‘90s. Then he gets some disgraced
nuclear technicians from a former Soviet Repullic i
Central Asia to build a crude atomic pile to power
base. An unscrupulous security firm in Denmark
provides him with security staff—mostly former
members of elite European military units, sellihgit
expertise to whoever can pay. His headquarters is
crude, improvised and uncomfortable, using only a
fraction of the leaky old base, but it will seree the
purpose at hand.

He kidnaps a troop of girl scouts, locks thgm
near the reactor, and then alerts all the majorsnew
outlets, mailing them all videotapes that explas h
demands (none of them are willing to play any of
these tapes on the air, but they're all happy emdog
report on the contents)

He wants a hundred million dollars in ransom.
That's not as much as it sounds like—the operation
itself cost sixty million. If the city doesn’t page’ll
send the atomic pile into a meltdown, killing the
hostages and rendering a lot of the surrounding
territory uninhabitable. He says that he wantsR@s
to come handlethe negotiations. If anyone else set
foot on the premises, he’ll set off the chain riemct

This is all a trap. The moment the Player
Characters enter the complex, the guards startfiri
on them and a voice starts counting down from ten
minutes. When the PCs smash their way down to the
bottom level, or when five minutes are left, the
countdown suddenly stops, Khalid’s voice comes on
over the intercom and saysorry—I lied” The
reactor’s cooling tanks rupture, the lower levebils
with boiling radioactive water, the Hammer of Doom
starts calmly walking toward the secret escapehhatc
and everybody else dies.

Like most of Khalid's schemes, this one is
incredibly risky and unbelievably ruthless. To oher
the PCs, he is also prepared to kill everybody
connected with this enterprise. The hired merdesar
the technicians, the kidnapped scouts, thousands of

innocent bystanders—they're all going to die.

It will be very hard to beat him. The Hammér o
Doom is on the far side of the complex from the
overheating nuclear reactor. The PCs can reseue th
girl scouts, try to contain the impending atomic
disaster, or go catch the Hammer of Doom. At most,
they should be able to accomplish two of these
objectives. Even if they divide their forces enosg
that they can have some heroes working on theareact
controls while others get the scouts to safetystitid
another group goes after the Hammer of Doom,
they're unlikely to have enough manpower to acyuall
take him down without risking the other two
objectives.

As an added twist, perhaps after he getsluait,
Hammer of Doom thinks for a moment about how
pointless and unsatisfying everything turns ouieon
this dull gray world, changes his mind, and wal&skb
into the complex to die.



Captain Valiant

Real Name:Rex Skinner, Capt USAF
PL: 19

Str: 19(+4) Dex: 12(+1) Con: 18(+4)
Int: 10(+0) Wis: 13(+1) Cha: 12 (+1)
Initiative: +1Attack Bonus (Melee):+9
Attack Bonus (Ranged)#6 Defense:
+15/+14Speed:30/95 (Flight)

Damage Savezi4Fortitude Save: +14
Reflexes Savet1Willpower Save: +1

Skills: Bluff +7, Intimidate +10, Knowledge (Law)
+6, Knowledge (Super-Criminals) +6, Listen +8,
Profession (Astronaut) +5, Spot +8

Feats: Attractive, Connected, Durability, Fame,
Headquarters (the Valiant Retreat--a palatial estat
Maui where he goes for solitude. His closest
neighbors are George Hamilton and Charo, isolated o
their own fortified estates. The Valiant Retresat i
equipped with a state-of-the art Communications
Center, a Dock for private boats, an automatic Fire
Prevention System, a giant Garage that can
accomodate the vehicles of whoever might come to
visit him, an Olympic-quality Gymnasium that has
been specially equipped to meet the special ndeds o
the superhumanly strong, a Hanger and landing strip
for any private aircraft a guest might bring witiemn,

a fully stocked Infirmary, an Isolated Locationeth
Captain's famous Crime Library, Living Space for up
to 19 guests, a giant heated indoor Pool, its own
independant Power System, the best Security System
that Honeywell can design, a dedicated household
Staff [consisting of of 40 PL 1 servants and
maintenance personnel, 4 PL 2 Security Consultants,
PL3 Mechanics, a PL 4 shiatsu massage therapist and
a PL5 physician], and a seldom-used Workshop; it
also has PL4 assigned to "Gadgets" [super heroic
visitors are always leaving one or another gadgeg|
around and the Trophy Room is full of weird stuff
captured from various master villains] which Captai
Valiant may be able to use to suprise unwelcome
guests), Immunity (to Cold, Heat, Poison, Disease,
Pressure, Suffocation), Minions (the Valiant Scdats
worldwide group of 110 PL1 junior detectives
dedicated to emulating the life and legend of Gapta
Valiant, most of them juvenile delinquents who gin
the Scouts under court order as an alternativailip j
plus 11 PL 2 hangers on [various assorted memibers o
his enterogue and personal staff], 6 PL 3 lawy&Rl

4 publicists, 2 PL 5 business managers and 1 PL 6
bodyguard), Penetration Vision, Ultra-Hearing
Powers: Amazing Save (Damage) +10 (Extras:
Fortitude Save; Cost: 2pts), Flight +19 (Power 8tun
Super-Flight; Cost: 2pts), Super-Strength +19 @&xtr
Protection, Thunderclap; Cost: 7pts)

“Look at this. It's the medal President
Ford gave me. See, it says ‘a grateful
nation thanks you’. You got one of
these? Because when you do, then you'll
have earned the right to question me.”

He’s not the world’s mightiest man, or Amefica
most popular superhero. In fact there may be ayma
as two or three superheroes who are better knodn an
have more personal power than Captain Valiant.

He's fought America’s enemies around the globe
since the 1960s and has battled some of the most
terrible monsters ever to walk the earth. He'sdtoo
the surface of the moon and visited other dimerssion
Three different presidents have pinned medals ®n hi
chest. He may even have saved the world.

None of which makes him a very nice guy. As a
superhero, he has few equals. As a human being, he
has grave flaws.

Captain Valiant is as much an industry as a
individual now, and his publicists and business
managers keep his public image wholesome (although
lately he’s been toying with the idea of trying maf
a “bad boy” thing) but in person he is all but
unbearably obnoxious. Vengeful, quick to take
offense, callous to his wife and distant to hiddrien,
he is so aggressive and competitive that he
compulsively dominates any social situation that he
finds himself in. He will hit on your girlfriendght in
front of you. He will take food off your plate ste it
and insist that the waiter bring you something else
whether you were enjoying it or not. He will n& b
questioned.

Captain Valiant has never been a government-
sanctioned hero, but most law enforcement agencies
willingly cooperate with him and he has become
something of a law unto himself. He has long erjloye
limited immunity from prosecution, and after the
September 11 attacks he was granted the legal
authority to execute super-criminals on the spot if
there is no other recourse and they pose a gresatth
He’s never had to use it, yet.

Using Captain Valiant in your

campaign: A change of pace from super-thieves
and world-conquering arch-villains, Captain Valignt
meant as a personal rival/nemesis for an individual
Player Character. Not a criminal per se, he ikeastil

bad enemy to have. Powerful, popular, well-
connected and immune to most forms of prosecution,
he makes an implacable and dangerous foe. Of course
this is also a more subtle kind of emnity than hgvi
someone kick in the roof of your secret headquarter
and challenge you to fight. The theme has to be
introduced with some care. Try the adventure below
for some ideas.



Adventures With Captain Valiant:

Forever Valiant

Try introducing Captain Valiant to your plagehe
following way. In an unrelated adventure, the PCs
hear on the news that Captain Valiant has killed a
villain that they have fought themselves. Thisudtio
be a supervillain that the PCs know isn’t really
dangerous. Don’t go so far as to make it someene a
sympathetic as, say, the Unicorn or Broken Arr@w.
pitiful crazy villain like Grim Diddle would be jus
about ideal, as would an honorable villain like Hist
or some poor lost soul like Woodchuck Man.

This is the first time Captain Valiant hasueadiy
had to use his authority to kill a supervillain andas
caused some controversy. When television reporters
ask him why he did it, he tells théffihis was a
parnormal criminal, which makes that my call. Life
and death, it's my choice to make and it's not ojgen
question. Criminals should be aware of that. elds
an important message.”

When the reporters press him further, he Swts
they don’t understand the paranormal threat, atgl te
a disgusting anecdote about some foul atrocity a
super-criminal committed twenty years ago, as thoug
it were somehow relevant. To the PC’s surprise, th
assembled reporters treat this as though it wesala
answer and seem favorably impressed. This isste |
the PCs ever hear of the incident. It abruptly shes
from the news the next night.

Several adventures later, one of the malesPlay
Characters with a secret identity gets a chanbave
dinner at a really hip, expensive restaurant wish h
girlfriend. If he doesn’t have a regular girlfretthen
make it a woman he’s romantically interested in--
maybe she is a beautiful co-worker who has always
scorned him in his secret identity while yearniag f
his superhero self. In either case it should lnecsme
he doesn't live with and who doesn’t know his secre
identity.

Some sort of minor crisis comes up (make it a
mugging if there’s nothing going on his personia i
that you can use) and the PC arrives late. To his
surprise, Captain Valiant and his entourage have
picked tonight to visit this particular restauraamgd
the PC’s girlfriend is sitting with them.

The Player could attempt to deal with thigin
bunch of different ways. Whatever he does, thoms
badly wrong.

If he tries to sit down at the table with Gapt
Valiant, the headwaiter and the manager intervede a
try to prevent him. If he asks his date to comevith
him, she agrees and looks embarrassed.

The manager will present himself and tell the Ra t
the lady is Captain Valiant's guest and that hetmus
stop harassing her (in fact the Captain just waiked
saw her sitting by herself and had the managetenvi
her over to sit with him). The lady will insistath
she’s all right and the manager will reluctantlyae.

Even though there are other tables availaite,
staff will seat the PC and his date right besidptéia
Valiant’s party, who are loud and smoke cigars and

can'’t be persuaded to stop.

At a certain point, the PC will catch Captain
Valiant staring at him, puffing on a cigar. Then he
shakes his head with contempt and looks away.

Dinner conversation may become strained.
Whenever the PC and his date leave, a seedy looking
member of Captain Valiant’s entourage walks after
them, hands the young woman a card and whispers
something in her ear. He goes back to the talkde aft
giving the PC a long cold look.

When the PC asks his date what that was asloet,
says shamefacedHe said ‘once that guy drops you
off, call this number and we’ll come pick you up.”

Things remain awkward for the rest of the @vgn
When the PC drops her off, she doesn’t want him to
come up, explaining that she’s really tired andilah
wierded-out from the evening’s events.

If he stays to watch, she does indeed go upsth
he decides to stand guard in a jealous fury, some
urgent crisis suddenly comes up across town.

If by this point you have the player workedinio
a such a paranoid frenzy that he actually negtésts
duty and keeps standing there, Captain Valiantsver
the crisis and saves the day, winning himself yetemn
glory.

No matter what happens, the PC’s girlfriend (o
date) stops answering her phone for two weeksn The
Captain Valiant leaves town, and she suddenly
becomes available again.

If pressured, she says that yes she did hatngith
Captain Valiant and his entourage a little overpast
two weeks It was fun. He was a real gentlematief
PC is ignoble enough to ask her if anything hapgene
she giggles and say¥/e just talked. He’s a really
nice guy.”

If the PC pouts or complains that he was ¢xat
unfairly, she scowls and points out that nobody got
physical with him. Not everybody who has a run in
with a celebrity gets off that easy. The rap sirigg
Dawg Killah’s bodyguards beat a guy to death in the
same kind of situation just last year. They goayaw
with it too. The PC was lucky that Captain Valiant
such a nice guy. She won't discuss the matterdurth
Whether the PC wants to continue seeing her is his
affair.

The next time the PCs encounter Captain Vialian
he swoops down unexpectedly out of the sky and
defeats the villain they were fighting. What happe
next depends on how the PCs react.

Some players will no doubt want to attack him
right there, bewildering their teammates and briggi
down the ire of the authorities. Most will be angr
with the Captain and make insulting remarks ab@it h
conduct as a hero.

He will take offense, boast about his
accomplishments (see the quote at the top of this
section) and fly off in a huff. He won't try toka
credit for the villain the players just took doviout
the papers will give it to him anyway. The PC who
insulted or questioned him has just made a dedicate
lifelong enemy.

For one last twist of the knife, a little wilater



the nation is stunned as Captain Valiant stands
accused of murdering his wife. The player characte
have to track him down (or they get a good leatiien
whereabouts, perhaps through the wronged PC'’s
former girlfriend).

When they find him, he claims that an evilabb
duplicate committed the deed and that he’s tracking
the machine back to whichever of his old enemies
built it. This robot has been running around
impersonating him and fouling up his reputation for
some time, he claims. Or maybe it was mind-costrol
things like this happen to him a lot and he casthér
to keep them straight anymore. Anyway his actions
are above question, his record speaks for itselfan
doesn't know what kind of person would be
unpatriotic enough to suggest that he's actuailjygu
of the crime.

The PCs probably won't buy this and will dttac
him. After the PCs beat him, or when both sides ar
exhausted from fighting, an evil robot duplicate of
Captain Valiant bursts onto the scene and attacks
everyone. But does that mean that he was telieg t
truth? Could he have had the robot built himsetf a
told it to kill his wife? It's salvaged memory bden
will seem to show that he did, but is that a trick?

And here’s an added detail; the robot has babn
active for a few weeks. It was really Captain Vatlia
himself who killed that harmless supervillain and
ruined the PCs date. Even if he is innocent, hetsa
nice guy. Nor will he ever forgive the PCs for
attacking him.

If someone has a chance to ask him candidly wh
he killed that supervillain, he'll grin and saytthiavas
an experiment--he's been thinking about tryingafor
tougher, "bad-boy" kind of image and he wanted to
see if it would work. Did they like it?

If asked about breaking up the PC's big nigit
he doesn't remember it that well, and keeps geitting
confused with a similar incedent that happenedva fe
weeks earlier in Pittsburgh. He does however point
out that:"You know a lot of guys are proud when | do
their woman. Sometimes they even ask me to.skgue
that just shows the limits of your patriotism."



Chapter 4. Teams

The Nowhere Men

Membership: wWoodchuck Man (A scrofulous,
lice-ridden and unsavory human woodchuck, who
prowls the city’s alleys late at night, looking food),
The Ratcatcher (arch-wino and urban shaman, he
communes with the pavement and knows all the
secrets of the rat, the pigeon and the roach),Grim
Diddle (a hapless, insane old derelict who moans
instead of speaking, and who has been cursed kgth t
ability to drain the life force out of others).

They say that something haunts skid row. Eken
gang kids won't go there after dark in groups etle
than ten. Bums whisper to one another of something
that has claimed the territory for its own, anthaligh
none of them will say the name, they all know where
to find the freshly scribbled graffiti that readBhe
Nowhere Men.” Now the tabloids are starting tcetak
an interest, which might prove to be unwise...

The Nowhere Men are a collection of misfitd an
outcasts who live in the tunnels underneath thé PCs
city. They steal food to survive and occasionatigne
to blows with the youth-gangs who prey on homeless
people. Setting derelicts on fire used to be a laopu
way for the city’s youth to spend their evenings, ib
isn’'t any more.

Out of the three Nowhere Men, only the onéedal
Grim Diddle is actually dangerous, and even he isn'
precisely evil--just muddled and insane.

The one called the Ratcatcher is a sort ainurb
shaman who lives in communion with the city and can
feel disturbances in the flow of its systems. Some
time last year he detected a pair of strange pcesen
lost and hungry, wandering through the tunnels
beneath the streets. He was curious about these
strangers, and had the city lead them to his [Eirey
were a weird but friendly woodchuck-man and an
insane old derelict whose skin glowed blue in thkd
The three of them banded together for mutual suppor
and they have been looking after one another ever
since.

Once they started getting in fights with géands,
the Ratcatcher came up with the idea of paintieg th
name on their turf, to show that certain locativese
under their protection. That way they wouldn’t héwe
get in fights all the time—the kids would know to
avoid certain areas and leave the bums there alone.
This policy has worked, although it has also led to
rumors and urban legends about the “Nowhere Men”
and may lead superheroes to come investigate them.

The city's homeless population doesn't knowehmu
about them, apart from the name, although they are

certainly aware that someone has been keeping the
gangs off their case. Most of the city's homeless
would be willing to aid and shelter the Nowhere Men
in a crisis, particularly the Ratcatcher, who el
been a semi-mythical folk hero to the wretches on
Skid Row.

We don't know quite where Grim Diddle and
Woodchuck Man came from--neither one of them can
speak articulately. When the Ratcatcher found them
Woodchuck Man was already trying to care for Grim
Diddle on his own. For the GM's convenience we're
going to leave it undetermined. Perhaps they both
broke out of the same bio-warfare lab or perhaps
Woodchuck Man just found Grim Diddle lying in an
alley somewhere and decided that he needed help.

Threat Level: Scary though they can seem, the
Nowhere Men aren’t much of a threat to anything.
They want to be left alone, and to keep any morashu
from getting set on fire. This seems to be thét loh
their ambition. They aren’t even particularly irgsted
in hurting the gangs—they just don’t want themeb s
anyone else on fire. Grim Diddle can be a menace if
left to his own devices, but they try to keep tiam
happening as much as possible. Still, there are
occasions when Woodchuck Man is off scavenging for
food and the Ratcatcher is too drunk to keep Grim
Diddle from floating off on his own, moaning and
muttering and spreading fear as he goes.

Base of OperationsThe Nowhere Men live in
the service tunnels under the city where the Player
Characters operate. They change their lair on a
regular basis, sometimes taking up residence in a
storm sewer, sometimes in a service shaft off a
subway tunnel (if the PC's city has subways) or in
some other warm dry spot. They don't need much
space, just enough for the three of them to lierdow
The Ratcatcher is inhumanly gifted at finding them
one good niche or other in which to hide.

Wherever they have set up their lair, it looksch
the same--a pile of flattened out boxes with otdrets
heaped on top of them to provide a sleeping space,
with empty bottles of inexpensive wine scatteréd al
around.

Woodchuck Man will probably have set up a web
of threads nearby, which will ring a tiny bell neat
his ear and wake him up if anyone approaches them
while they sleep. The Ratcatcher can detect ietud
with his powers, but he’s often too drunk to do it.

Organization: The Nowhere Men can barely be
said to have any organization at all. They don't



exactly have a leader, since each of them hasmrso
limitations that prevent them from playing thaterol
Grim Diddle is too crazy, the Ratcatcher is toonttru
and Woodchuck Man can't speak. In any case they
don't really seem to need a leader. They juseshar
their meager resources and give one another support
The Ratcatcher watches over Grim Diddle while
Woodchuck Man is off stealing food and Woodchuck
Man watches over them both when the Ratcatcher is
too drunk to be of much use. They like one another
and they get along very well--even Grim Diddle seem
somehow comforted by the presence of the other two.

Tactics: If they are trying to fend off a group of
young toughs who are intent on setting winos a fir
the Nowhere Men will try to be as scary as possible
when they attack, while at the same time roughtieg t
kids up as little as they can. The Ratcatcherliyab

to control rats, roaches and pigeons works we# her
as does Woodchuck’s Man'’s foul smell and fearsome
appearance.

If they are about to scare off some kids, ttien
Ratcatcher will summon up a swarm of roaches, rats
or pigeons, make them spell out some kind of
threatening message, and then once everyone is
already freaked out by the sight Woodchuck Man
and/or Grim Diddle will suddenly pop up and look
scary. This is the only strategy they have. It has
always worked, every time they use it, the kidswil
away. The Nowhere Men have no idea what they
would do next if they tired it and the kids didrin—
they'd probably get scared and flee the scene
themselves.

In any actual brawl they will all fight as
individuals, with no coordination whatever, but
they're much more likely to panic and try to get ofu
there.

Using The Nowhere Men in your

campaign: The Nowhere Men are a small, low-
powered team, intended as a challenge for heroes wh
are just starting out. They are a mystery to beesbl

as much as an enemy to fight.

Even though they aren't that tough, the GM can
make them plenty scary by keeping them mysterious.
Adventures that involve the Nowhere Men should
have lots of dark, dingy alleys, hissing steamag;at
figures glimpsed for an instant on rooftops, roache
and rats scuttling around in a weird and unnatuvegi
(the Ratcatcher loves to scare people off by hakisg
little friends spell out words like “Stay Away” 6The
Nowhere Men”). Everything should happen at night.

Once the Players have solved the mystery of wh
and what the Nowhere Men are, they will then have t
resolve the more difficult question of what to dmat
them. They really don't mean anyone any harm, yet
they have to steal to stay alive.

It's not going to be possible to reintegrate
somebody like the Woodchuck Man into hormal
human society, especially if sinister forces aeglygo
drag him off to some secret lab the moment he

resurfaces. Grim Diddle's chances look almost as
bleak, and Woodchuck Man won't let anyone take him
away.

If the PCs decide to let the Nowhere Men cardi
their shadowy existence, they won’t hold a grudge
even if the PCs beat them up.

The Ratcatcher is a wonderful source of
information when he’s sober, and could make an
excellent part-time ally.

Adventures With The Nowhere Men:

Guardians of Nowhere

The PCs are drawn to Skid Row by the reports of
mysterious happenings there. Or perhaps they&ave
midnight encounter with Woodchuck Man, stealing
some edibles from a shuttered fast-food restauasi,
the strange creature flees to Skid Row, where @ P
suddenly remember that weird things have been
happening.

The homeless folks who inhabit the area aféek
aren't willing to say much about the Nowhere Men,
but they are willing to direct the PCs to the dtaff
which the Ratcatcher leaves to mark their turf. As
soon as they see the graffiti, the Nowhere Mercaoti
them and strange stuff starts to happen. Rats and
crows seem to watch them as though spying on them.
Swarms of roaches cross their path. Perhaps they
catch a brief glimpse of Woodchuck Man watching
them from a rooftop, or hear Grim Diddle moaning
and muttering in the storm sewers beneath them.

Then, while they are out patrolling for sigrishe
Nowhere Men, the PCs instead come across a bunch
of cruel rich teenagers (under a bridge or in amac
lot or possibly even in the tunnels under the stike
the PCs have gone there), who are nervously ttging
work themselves up to doing something—the PCs
can'’t quite see what it is. They are whisperinguab
the Nowhere Men, and why nobody does “this”
anymore, but it’s all too unclear to make out. B
a lot of nervous giggling.

Then a swarm of roaches erupts across a facing
wall, the rustle of pigeon wings is heard from
everywhere and rats begin to scuttle across thesedg
of the scene. Before everyone’s horrified eyes, th
swarming roaches form the words “Get Out!” and the
rats all squeak at once. Then, Woodchuck Man leaps
out into plain view, waving his arms and chittering
freakishly, while Grim Diddle appears on the other
side, glowing and moaning and floating through the
air. The teenagers scream and run.

If the PCs choose this moment to intervene the
Nowhere Men panic and run for it too, except foompo
Grim Diddle, who they are going to have to come
back and rescue.

As soon as the PCs enter the fray, they cathse
the teenagers were about to set an unconscious bag
lady on fire. How they deal with this situationuig to
them.



Woodchuck Man

Real Name:Unknown (may not even
have one)
PL: 8

Str: 16 (+3) Dex: 14 (+2) Con: 20 (+5)

Int: 14 +2) Wis: 14(+2) Cha: 8(-1)
Initiative: +2 Attack Bonus (Melee):+10
Attack Bonus (Ranged)#9 Defense:
+20/+20Speed:40

Damage Saves5/+7 (Evasionf-ortitude
Save:+7Reflexes Savet2 Willpower
Save:+2

SKills: Hide +9, Move Silently +9, Listen +9, Spot
+9, Survival +8

Feats: Dodge, Durability, Evasion, Fast Healing,
Great Fortitude, Improved Grapple, Surprise Strike,
Tracking, Ultra-Hearing

Powers: Combat Sense +3 (Cost: 1pt), Natural
Weapons +6 (Cost: 2pts), Running +2 (Cost: 2pts),
Super-Senses +4 (Cost: 2pts)

Weaknessesbisabled (can't speak to either
human beings or woodchucks)

Disturbing (Looks like a hairy great woodchuck,
suffers a -5 penalty on Bluff and Diplomacy checks,
can't function in normal human or groundhog sogiety
Vulnerable (to Dazzle attacks).

“Squeak! Chee-cheel{gestures
inquisitively at a PC’s wristwatch)
"Eep-squeak?”

A scabby, filthy, lice-ridden woodchuck-man, who
roams the city at night, looking for things to eklis
hygiene is appalling, his habits are gross and
uncivilized, he knows nothing of humanity's laws.
Yet he is also friendly and cheerful, happy anddgoo
natured. He can't speak and only understands a few
words of English, but if approached the right waish
more likely to offer the PCs some of his meagedfoo
than he is to attack them.

The Woodchuck is extremely loyal to the other
Nowhere Men, particularly Grim Diddle, who he
senses is unwell and needs care. He's better eglipp
to scavenge for food than they are and spends more
time away from their lair. He is likely to be tfiest
team member the PCs encounter, as he is the one who
commits the most crimes (theft, breaking and emteri
skulking around looking like a giant woodchuck,.ptc

If confronted while stealing food his first puise
will be to drop everything and run away. He'llhigf
cornered, or if he has some item he's unwilling to
drop.

Not a particularly sophisticated tactician wik
always be more interested in getting away than in

hurting anybody. He won't attack non-combatants
and he certainly won't take hostages.

Woodchuck Man may present something of a
moral dilemma for heroes who capture him. He's a
lawbreaker, but he’s not malign. Prison clearlytisn
the right place for him and removing him from the
urban environment isn’t really a viable way to help
him. He knows nothing but the city and the sewdéirs.
some well-meaning superhero released him into the
wild he would be terrified and all but incapable of
coping. Integrating him into human society is gpia
be a slow and difficult process. Perhaps the best
option is actually to leave him alone, but suppiy h
with enough food so that he doesn’t have to steal.

Woodchuck man bears the scars of many surgical
procedures under his fur, but although he’s clearly
escaped from some kind of illegal lab somewhere, he
can't really explain how or where.

The GM should feel free to use him to leadRs
to whichever mad scientist or secret gene-warfve |
seems appropriate to the campaign. This will belp
link adventures together, and to move the Player
Characters from the Nowhere Men to more powerful
opponents.

Adventures With Woodchuck Man:
Somebody Stop That Woodchuck!

One night at around 2:00 AM, Woodchuck Man finds
a woman lying on a street corner. She is dying from
the injuries her fiancé gave her while explainirg h
concerns about the state of their relationship.

Woodchuck Man can tell that she is unwellhso
brings her to a place where he can see lots of othe
humans (a hip outdoor café) and leaves her theee. S
has a wonderful shiny thing around her neck, whieh
keeps, unaware that it's a diamond necklace. st al
doesn'’t realize that at least twenty people saw him
stooped over her form, and that one of them tosk hi
picture.

Soon the city is in an uproar, panic is indiveand
everyone is talking about the monster. His victim
languishes in a coma, unable to tell the storyef t
attack, but her injuries speak for themselves.

Her fiancé, Chad Armitage, is distraught and
wracked with remorse at having lost the neckldte.
belonged to his grandmother and it's supposed to be
given to the woman who will become his wife—it's a
family tradition. He’s desperate to have it back.

By an odd coincidence he was one of the rich
young bravos who used to set bums on fire down on
Skid Row. He has actually seen the Nowhere Men
once before, and has some idea where to find them.
He also has some bored, violent young friends from
his old gang who would be willing to help him hunt
for the necklace, and maybe do the Nowhere Men
some harm just for old time’s sake. Meanwhile he a
his influential family pester the authorities ahd t
press about having the monster caught and the
necklace recovered.

The Player Characters should enter this gituat
unsure of what is really going on. Then, as Chaal, t
police and perhaps an angry mob are about to et in



a confrontation with poor puzzled Woodchuck Man,
the victim wakes up and tells everyone what really
happened. But is there still time to prevent adeth
conflict?



The Ratcatcher

Real Name:Jacob "Jake" Bukowski
PL: 7

Str: 8 (-1) Dex: 12 (+1) Con: 16(+3) Int:
16 (+3) Wis: 18(+4) Cha: 14 (+2)
Initiative: +5Attack Bonus (Melee):+6
Attack Bonus (Ranged)xg Defense:
+18/+17Speed:30

Damage Save#8/+10 (Evasionf-ortitude
Save:+10Reflexes Savet1 Willpower
Save:+9

Skills: craft (Chef) +2, Hide +5, Move Silently +4,
Knowledge (His City) +10

Feats: Detect (danger to his city), Dodge, Evasion,
Great Fortitude, Improved Initiative

Powers: Amazing Save (Damage) +5 (Extra:
Fortitude, Willpower; Flaw: Only works inside the
limits of his city; Cost: 2pts), ESP +6 (Flaw: Only
works inside his city; Cost 1pt), Obscure (cloud of
bugs and pidgeons) +7 (Flaw: Only works inside the
limits of his city; Cost: 1pt), Telepathy +7 (Extra
Mind Control; Flaws: Only works within the city
limits, only works on vermin [rats, pidgeons,
cockroaches, etc] or on native-born lifelong reside
of his home city; Cost: 1pt)

WeaknessesQuirk: Hopeless drunk (spends
much of the time in a useless inebriated stupor)

“Well sit yerself down young feller.

Have a taste of hobo stew. The city told
me you’d come—whispered it to me on
her reeking asphalt breath. | know
you're here to kill me, but yer still a
guest until you do, so pull up one a them
cushions an’ let's us talk a while.”

A grinning, filth-smeared wino who wears a motley
assortment of mismatched clothing. He looks a bit
like a clown with his comical assemblage of clothes
and his five-o-clock shadow and his constant smile
reinforce this effect.

The Ratcatcher communes with the city's living
heart and knows its secret ways. He can speak the
language of the pavement and learn who walks or
drives upon her. He is friend to the pigeon, thearal
the roach. He knows their secret tongues andexan s
through their eyes.

He doesn’t much care for violence, but he will
reluctantly protect his two comrades if he must,
smiling and uttering strange drunken/wise
pronouncements about the city all the while. Hejs n
a sadistic man, and would never take hostages or

endanger innocents. While he can call upon swarms
of vermin to protect himself and his comrades, the
Ratcatcher only does this as a last resort--hesdadf
getting his little friends hurt.

While the Ratcatcher is usually drunk androfte
incoherent, he knows an enormous amount about the
city and will gladly share his knowledge with angon
who cares to ask. He's almost always happy and has
kind of jovial Zen-like calm, having found
Enlightenment in the bottom of a wine bottle. Rats
and roaches crawl across him constantly and histrea
them like his children.

Is he the living incarnation of the city's riffi
That's hard to say--he didn't just appear out of
nowhere, he has a birth certificate and parentsaand
former life. If he is some kind of living urbanite
then he became one, rather than being born that way

If the Player Characters approach the Rateatrh
a friend rather than an enemy, they'll find himbeman
incredibly useful source of information, when he’s
coherent enough to talk. He can also be a diffiend
tenacious foe, if the PCs have done him some tastin
harm. He might seek revenge against an opponent
who kills one or both of his friends, but he’ll m&in
his jovial demeanor the whole time.

Befriending him is easy. Helping him get thi¢
streets is difficult. He prefers to live in thenhels and
he wants to remain a drunk. In fact his powerstasd
role as an urban shaman are both dependant on his
being a kind of arch-derelict and he doesn’t want t
neglect his duties as the city's secret confesEdre
isn't there to listen to the city's awful hiddemaigs,
who will be?

Adventures With The Ratcatcher:
Lord of Winos, Prophet of Doom

The Ratcatcher sees something coming—
something that will reduce his beloved city to riebb
Unable to cope with this terrible vision, he hgssked
into an alcoholic stupor, and then delirium tremens
As he suffers and sweats through the sickness and
hallucinations, the city begins to convulse. Power
systems flicker erratically, in disturbing patterns
Vermin come scuttling up from the sewers, spelling
out frantic, incomprehensible messages. Street
psychotics chant ominous scraps of Shakespeare and
Baudelaire.

After the Player Characters have seen a few of
these weird signs and portents, a deformed pigeon
comes to them. Fluttering crrokedly with its
malformed wings, it tries to lead the PCs to the
Ratcatcher’s sickbed. The PCs must overcome
Woodchuck Man’s suspicions, help keep Grim Diddle
from getting loose, and interpret the critical clileat
the Ratcatcher gives them in his raving delirium.

Meanwhile, on a rooftop high above the city, a
group of cultists nears the completion of their kvolt
has taken the Sisterhood of the Screaming Stays fif
years to create this moment, and now within a day
they will draw down destruction on the metropolis.
For the stars have aligned and the rituals have bee
performed and the coming of the Unthinkable One is



at hand!

The Unthinkable One kills cities, but it do&gust
munch them up like Godzilla—it rots them from
within, kills their soul, invisibly wrecks their enomy
and fragments their populace. Over the next feavse
the city will fall to wrack and ruin, with the insible
miasma of the Unthinkable One hanging over it all.

It will begin with the death of the Ratcatckieom
alcohol poisoning). No arch-derelict will rise to
replace him and the city’'s screams will go unheard,
unsoothed by drink.

The Sisterhood conducts its rites on top of a
bizarre-looking art deco skyscraper that their ttem
designed shortly before killing himself. It loolise
the work of a madman, but it's one of the most
exclusive addresses in the city.

The strange, non-Euclidian designs on the roof
serve as a focusing lens for unwholesome energies,
and the building has been the site of a surprising
number of bizarre deaths and weird disappearances.
In fact anyone who lives there for any length ofei
starts to develop odd compulsions and neuroticdsiabi
which they practice in secret. None of the PC&hav
ever been inside.

All five of the ranking members of the Sistaotl
are wealthy society doyens in their eighties oetiés.
Four of them are confined to wheelchairs. Theee ar
about twelve younger members, ranging in age from
seventy to sixteen—all of them morbid, shy women
from the city's best families.

When the ritual reaches its climax, all segent
cultists will jump off the top of the building, tsted
nurses shoving the older members’ wheelchairs over
the side. None of them will ever hit the ground, o
ever be seen again.

Breaking up the ritual or preventing the mass
suicide will permanently foil the Sisterhood’s et
and gain the players their enmity. A lot of thizses
have the money and power required to do the Player
Characters some serious damage. But a wave of
depression and suicide decimates their ranks ngt lo
after the PCs stop them, limiting their abilitystinike
back.

The Ratcatcher recovers, and the city lumbers
its unhappy way.



Grim Diddle

Real Name:Unknown (does not
remember it himself)
PL: 9

Str: 10+0) Dex: 12 (+1) Con: 20 (+5)
Int: 6(-2) Wis: 8(-1) Cha: 6(-2)
Initiative: +1Attack Bonus (Melee):+9
Attack Bonus (Ranged):10Defense:
+20/+19Speed:30/40 (Flight)

Damage SavezioFortitude Save: +7
Reflexes Savet1Willpower Save: +-1

Skills: None

Feats: Darkvision, Durability, Great Fortitude,
Immunity (Starvation, Suffocation), Trance

Powers: Amazing Save (Damage) +5, Drain
(Constitution) +9 (Power Stunt: Penetrating Atta2k
Cost: 2pts), Flight+8 (Cost: 2pts), Mental Protarti
+9 (Cost: 2pts), Paralysis +9 (Cost: 2pts), Pratact
+9 (Cost: 2pts)

WeaknesseSDiSturbing (insane old derelict
with glowing blue skin, suffers a -5 penalty on 8lu
and Diplomacy checks, can't function in normal
human society)

Quirk: Totally Nuts (behavior is almost random and
frequently harmful to both himself and others,
incapable of meaningful conversation)

Vulnerable (to Dazzle attacks.)

“Unnnh! Maaaaa! Whether up through
my skins of flaming heart burning
burning so cold over the sky--Lutes!
Lobsters! Nuuuuuuuuh!”

A lost, tormented street psychotic, incapable kifig
care of himself. Grim Diddle doesn't even havetwha
it takes to survive as a bum.

Instead of speaking, he moans. His skinlis gad
glows faintly in the dark. His eyes do not lookiran.

The Woodchuck and the Ratcatcher tend to tnm,
to calm him through his nightmares and see thét he
fed. They are amazingly patient and understanding
with him, and somehow he senses their affectiod, an
knows not to use his powers on them. Yet sometimes
he escapes their care and wanders off to commit
random acts of havoc.

Grim Diddle has been cursed with the ability t
suck the lifeforce out of anyone he comes near.
Constantly cold, he craves the warmth of others and
when he isn't curled up in a heap or rocking baxck a
forth muttering to himself, he roves aimlessly ardu
seeking warmth to drain. His companions try hard t
keep him from wandering off and drawing attention t
himself, but the Woodchuck is frequently gone drel t
Ratcatcher is frequently too drunk to know what's

going on.

Although he won't attack his caregivers, ne on
else is safe from him. When he comes floating down
the street at midnight, glowing a ghostly blue and
mumbling insane nonsense, look out! He isn't so
much merciless as he is unaware of the harm that he
does—perhaps incapable of understanding.

In combat, he really doesn’t use any tacticsla
He directly approaches his chosen target, but ean g
distracted if some other warm body gets in the wéy.
hurt, he retreats. If cornered, he lashes outweétgt
take hostages or threaten non-combatants—that'’s far
beyond his mental capabilities.

No one but the other Nowhere Men can reastm wi
him, even via telepathy, but he'd respond well to
Emotion Projection.

No one really knows where he came from or how
he got his powers. The other Nowhere Men have no
idea, and if anyone ever manages to cure his sbatte
mind, they'll find huge gaps in his memory that
effectively obscure it.

Like Woodchuck Man, Grim Diddle can be used as
a bridge to the monster-making mad scientist aresec
government and/or corporate laboratory of your
choice. Once the PCs have subdued and studied him,
they can follow the clues (his surgical scars,plaee
where Woodchuck Man and the Ratcatcher found
him) back to the master villain responsible.

Adventures With Grim Diddle:

1) A Midnight Snack

Late one night Grim Diddle gets away from his
caregivers and floats off down the subway tunnels.

First he scares off a pair of maintenance i@k
then the half-asleep passengers on a late tratrhspo
through the windows, and then he then he floats ont
an almost deserted subway platform and panics
everyone there.

Reports reach the Player Characters of a miomst
the subway, working its way down the line. Or
perhaps a PC happens to be on the train that passes
him in the tunnels, or walks on to the subway plautf
just as everyone is fleeing.

If the PCs don’t catch him in time, he wilagh a
station where two major lines come together, jast a
sporting event lets out and the tunnels flood with
spectators on their way home.

Meanwhile, Woodchuck Man and the Ratcatcher
are also tracking Grim Diddle, and will catch ugtwi
him just after the PCs do.

2) We Love You Grim Diddle, Come Home!

Fliers with Grim Diddle’s face on them start
appearing all over the city. “Have you seen this
man?” the fliers ask. There is a phone number.

If the Player Characters call the number, gy@sak
with an attractive woman in her forties who gives h
name as Lorna Canby. She doesn’t want to talktabou
this on the phone, and asks to meet them in person.

Grim Diddle is her father, she says. His reahe
is Victor Lang. He was a career government worker



from Pennsylvania, who didn't talk about the detail
of his job, even to his family. He used to go ong
trips overseas that he would never discuss. They
always assumed he was a spy.

About five years ago he took on some kind of
outside consulting work for something called the IF
Foundation and disappeared. Before left, he told
Lorna’s mother that he might be gone for two months
That was the last his family ever heard from hintjlu
Lorna saw his face in a tabloid piece on the Noeher
Men. His wife has been dead for three years and he
doesn’t even know. Can the Player Characters help
her find him?

Alas, thisis all a lie. “Lorna” (her realma is
Hilda Glick) has been hired by some Russian mobster
who want to catch Grim Diddle and have him fight
other superhumans in a pit. She has a tranqudier
gun on her person, a van with stolen license pkatels
a pair of burly Russo-American henchmen named
Greg (Gregor) and Mikey (Mikhail) who work as
bouncers at a local club.

In fact she knows nothing about Grim Diddle’s
origins. Or, if the GM wants to use Ms. Glick as a
bridge to whatever supervillain or sinister conapyr
produced Grim Diddle, she’s working for them. In
this case she still has no idea who he really dsste
doesn’t know much about her employer, either. Her
thugs know even less. None of them are agents of
anything, just part-time criminals who’ve been Hire
to do a job.



Vernichtung 5

Membership: The Moebius Man (the closest
thing the group has to a leader, an articulateslcru
young man who has the ability to warp space wigh th
power of his brain), Der Shriek (a dimwitted, viale
incoherent teenager who can knock walls down with
the force of his screams), Blitzenhammur (a ligigni
wielding supervillain from the Nazi era, who is
beginning to feel serious doubts about having signe
on with an outfit as disturbing and dangerous as
Vernichtung 5), Der Totenkopf (a horrible, psychoti
madman with vast atomic powers, who the team
unwisely broke out of a secret prison near Wurmsl) a
Zyclon B (a silent and deeply disturbed teenade gir
whose very thoughts are poison).

Vernichtung 5 (usually called "V-5" for shoig)a
loosely organized gang of superhuman teenage white
supremacists, who have spread havoc and death all
across Germany for the past year. The hame means
something like "Annihilation 5," although it dogsn’
translate very well.

V-5 is the brainchild (if the term can be apglto a
group this short on brains) of the Moebius Man, an
infamous young German neo-nazi paranormal. One of
Germany’'s most hated new supervillains, the Moebius
Man is more articulate than most skinheads, and an
inspiring leader to the collection of psychoticslan
super-thugs he has gathered around himself. The
group’s aims are unclear, apart from a vague and
hopeless desire to somehow return the Third Reich t
power.

From Berlin to Stuttgart, from Munich to Hanmgu
they have crisscrossed the country in a bloodi/afai
random carnage, killing hapless guest workers and
robbing banks with little purpose or plan.

And now they just got really dangerous. At a
facility outside of Wurms, they found the secrespn
built to hold Der Totenkopf, a world-class supdaiii
whose very existence is a closely guarded secret.
They let him out, and he joined the team in grdgtu
Or at least we think it was gratitude—the man is so
hopelessly insane that it's hard to understandhamyt
about his motives. No one seems to know what he
intends, but how could it possibly be anything gbod

Threat Level: Before they unleashed Der
Totenkopf on the world, Vernichtung 5 was a
disorganized rabble of angry superkids with re&djiv
low-level powers. They were particularly weak on
defense—almost all their powers were attacks ofesom
kind and they had no idea how to coordinate them
effectively. They had no formal rules or estatdish
tactics. Only the Moebius Man'’s strong personality
kept them together.

All these things are still true, but now theye
Der Totenkopf standing silently at their side, netal
melt their opponents into radioactive sludge. They
have already defeated a team of young Austrianrsupe

anarchists (der Nachtmuzik), killing three of them
the process, and devastated one of the European
Union’s special anti-parahuman police units.

The German media likes to comment on
Vernichtung 5 as though they were some kind of
insane, inexplicable aberration, which just camteobu
nowhere. Yet the sad truth is that there are geopl
who sympathize with their views all across Germany.
They are heroes to innumerable angry young
skinheads, who treat them like celebrities.

White supremacists in nearly every town in
Germany are willing to hide V-5 from the authostie
provide them with drugs and groupies and whatever
else they need. As a result, the team can gootongr
and vanish between jobs, moving invisibly throug t
skinhead underground until it's time to surfaceeonc
again.

This works particularly well in conjunction thi
the Moebius Man's powers. He's a teleporter, and i
powerful enough to whisk them away to one of their
safe havens in a flash if they suddenly need teakt
This is what kept them alive until they found Der
Totenkopf.

Organization: Vemichtung has no common
uniform or theme (apart from neo-nazism). The
Moebius Man has had some emblems with the team’s
“V-5” logo put together for them to wear on their
costumes in an attempt to drum up more team
solidarity, but not all of them can be persuaded to
wear them.

Nor does V-5 exactly have rules. The Moebius
Man is the team’s center and he dominates thesother
through his strong personality and the strengthif
oratory. Der Shriek is totally devoted to himhaligh
he’s too uneducated and distractible to understand
much of what his idol is saying. Zyclon B is adeo
cannon (but them again aren’t they all?), bloodtijir
and difficult to control. She’s in love with der
Totenkopf but mortally afraid of him. She never
speaks, and it's hard to predict what she’s gaingt
next. Blitzenhammur is a hired gun who the Moebius
Man brought on board to replace a dead team-mate
(Der Totenkopf killed him for some senseless, crazy
reason). While Blitzenhammur is easily the calmest,
most experienced and most disciplined member of the
team, he now has serious doubts about V-5 and the
kinds of things they might ask him to do. He might
have considered deserting, despite this being stgain
his rigid code, but frankly he’s so scared of Der
Totenkopf and the Moebius Man that he doesn’t dare
betray them—at least not yet.

For his part, der Totenkopf stays apart andfal
from the rest of the team. He could be the ledder
wanted to, but he seems to either be uninterestétei
job or too crazy to understand it. When the team
attacks a target he attacks it too, when they come
under attack he helps to defend them, but for thgtm
part he just follows them around. Sometimes hesstay
silent for days, other times he rants and ravehdars
on end. He's extremely scary, and even the Moebius



Man is beginning to regret associating with him.

Base of OperationsThe Moebius Man’s
powers allow Vernichtung 5 to turn up all over
Germany. They spend more time in the small
industrial towns of the East than anywhere els&esi
that's where their grassroots support is strongest.
They have no single fixed headquarters, but pemmgle
always willing to put them up.

If they come under too much pressure from the
authorities, or if they should suddenly decidedbas
far away from Der Totenkopf as possible, then they
could easily relocate to Norway, where many kids in
the Black Metal scene would be willing to give them
aid and shelter. They could just as well go totAas
or Russia, where they also have fans, or who knows,
maybe the United States? The Moebius Man is
powerful enough that with some effort he could
relocate them almost anywhere on Earth. The only
reason they've never ventured outside of Germany
before is that they're scared to. None of thenakpe
Norwegian, let alone Russian, and the Moebius Man i
the only one who is articulate in English.

Tactics: v-5's tactics might be charitably described
as simple and direct. They prefer to pick on t&rge
who are weaker than they are, stalking, tauntirty an
threatening them before murdering them. They
particularly like to terrorize victims into perfoing
grotesque acts to save themselves, and thenditi th
anyway.

They aren't yet used to facing opponents ofakq
strength, and haven'’t quite worked out how to do it
When faced with other superhumans, V-5 will all
attack at once, possibly getting in one anothedg w
or even getting caught in one another’s’ attacles. D
Shreik is way too enthusiastic in combat and ddesn’
always make sure his teammates are out of the range
of his attack. Zyclon B barely even cares if she
accidentally hits a teammate and Der Totenkopf
doesn'’t care at all.

If the Moebius Man ever figures out how to
coordinate his powers with the others, they could
become incredibly effective. As of yet, he hasartd
he may not live long enough to do it. He has redli
that he can use his powers to block incoming astack
against his teammates as well as against himsglf, b
that's about the limit of his tactical sense.

Using Vernichtung 5 in your

campalgn: Vernichtung 5 is either a gang of self-
destructive youths on a rapid course to their own
doom, or a powerful recurrent enemy that is justsin
earliest stage of development. Which it turns ouie
depends on the both the GM and the players.

V-5 can be encountered in a number of differen
ways. While they do have an agenda that vaguely
involves world domination, they also pull hold ups
and attack random civilians. The PCs could be dalle
in to stop them from blowing up a nuclear power
plant, to foil their efforts to rob a bank or eviese

them as an American white supremacist's hired
muscle. Perhaps they'll spend their whole career i
Germany, or perhaps they'l turn up in the PCs home
town tomorrow, on the run from the European
authorities and spoiling for trouble.

They make a good nemesis for a team thasis ju
starting out, and if they don't self-destruct indae a
lot of fun to watch them grow and evolve with the
PCs.

They're plenty scary and evil, but weak enofagh
most PC groups to beat. Even Der Totenkopf is
nowhere near as much a threat as the press maies hi
out to be—his weaknesses are just too crippling. H
may space out or get obsessed by some pointlegs thi
in the middle of a battle and he’s far too insane t
direct his attacks wisely. The others trip ovee on
another like homicidal keystone cops. In fact the
Moebius Man is really the team’s most dangerous and
durable member. He just doesn’t know it yet.

Adventures With Vernichtung 5:

1) Coming Soon to a Fistfight Near You

Vernichtung 5 appears in the Player Chardcters
home town, eager to start some trouble. The hast w
getting too intense back home, so the Moebius Man
finally decided that it was time to emigrate. Hets
quite sure how he managed to transport them that fa
and he’s not sure he could do it again.

A white supremacist youth organization cattesl
Vanguard is putting them up for the time beinge Th
Vanguard has chapters all over the US, but they can
offer the team nearly as much protection as their
European counterparts, so here they have to keep a
lower profile. Back home in Germany V5 managed to
stay above the petty squabbles that divide theawhit
supremacist community, but here in the states that
isn't possible.

One of the few things that can make a white
supremacist group a lot of money is skinhead hate
music. There is a huge underground market for this
stuff, which the Vanguard has long been cut out of.
But now with V5 at their disposal, that is quickly
going to change.

After making a couple of public appearanceas an
holding some rallies, V5 sets out to consolidage th
Vanguard's power. They will visit all five of the
current underground white power music labels, and
convince them to surrender or die. All five ofrthe
are paranoid, twitchy skinheads, of course, and mos
have heavily armed gangs of thugs backing them up.

Once the Player Characters realize that there’
war on for the control of white supremacist music,
they may be faced with a moral dilemma. They don't
want to have to defend nazi punks, yet if they tlon’
make some kind of a stand, not only are peopleggoin
to die, but the American neo-nazi movement will
change from a fractious, disorganized tangle of
different warring factions, into a unified, well
organized, well funded movement with it's own
supervillain team.



2) Coming Soon to a Fistfight Near Nobody

Vernichtung 5 appears in the Player Chardcters
home town, eager to start some trouble. The hast w
getting too intense back home, so the Moebius Man
finally decided that it was time to emigrate. Hets
quite sure how he managed to transport them that fa
and he’s not sure he could do it again.

But this is not like Germany, the team quickly
discovers. Here they have no friends, nowheréatg s
no supporters that they can reach. The big slaasar
of an American city are not a hospitable placeafor
gang of White Supremacists who barely speak
English.

There may be places in the decaying bluercolla
neighborhoods near downtown or out in the redneck
areas beyond the suburbs where they could finelsalli
but they have no idea where these places are otdow
reach them. So instead they take up residence unde
an abandoned factory in an industrial zone andvent
out only for food and other supplies. The tensson
unbearable, and Der Shreik, Zyclon B or der
Totenkopf is almost sure to go out on a rampage
sooner or later.

And this is the way the PC’s encounter V5a as
unit of soldiers lost behind enemy lines, commijtin
random acts of savagery and havoc until the Moebius
Man drags them home to their secret lair. Either t
PCs will eventually track them down and end
everything in a huge climactic battle with the &gt
collapsing all around their ears, or der Totenkeitif
start walking toward some major American landmark
with the intention of ripping it down with his bare
hands. And perhaps he’ll succeed, if the PCs don’t
stop him.

3) Coming Soon to a Fistfight Near Everybody

Vernichtung 5 appears in the Player Chardcters
home town, eager to start some trouble. The hast w
getting too intense back home, so the Moebius Man
finally decided that it was time to emigrate. Hets
quite sure how he managed to transport them that fa
and he’s not sure he could do it again.

They have no allies at hand and no way to find
them, so they steal a Winnebago and set out on the
road to see their new country and try to make @bnta
with other neo-nazis. They slice a bloody arc s&ro
the heartland of America, spreading pointless terro
and mayhem wherever they go, stealing to stay alive
and killing for the sheer twisted hell of it. Alkess
pack whose only rule is “thrill me,” on a crazedss
country mission of murder. Can anyone stop this
gruesome rampage?

The Moebius Man is capable of creating waigs b
enough to drive their whole land-yacht into, which
makes it almost impossible to catch them with
roadblocks. Yet the PCs can certainly track them
across country (just follow the screams and smoke),
and der Totenkopf's love of demolishing famous
landmarks and blowing up nuclear power plants
makes it all too easy to tell where they're heaulext.

As an added complication, after V5 has beethen

road for a few months, they actually do gain a
following among the scattered gangs of white power
lunatics that spread like lice across the nation’s
underbelly. This network isn't a strong or as all-
pervasive as the neo-nazi underground in europe, bu
so long as they stay in the right places V5 caragsw
find shelter, and soon they may have a ragtag army
riding with them.



Der Totenkopf

Real Name:Unknown
PL: 13

Str: 18(+4) Dex: 10(+0) Con: 20(+5)

Int: 8(-1) Wis: 8(-1) Cha: 14 (+2)
Initiative: +1Attack Bonus (Melee):+10
Attack Bonus (Ranged):7 Defense:
+16/+15Speed:30 (60 while flying)

Damage Save:4 Fortitude Save:+4
Reflexes SavetoWillpower Save: +8

SKkills: Intimidate +12

Feats: Chokehold, Durability, Improved Grapple,
Immunity (to Cold, Disease, Heat, Poison,
Suffocation, and Radiation) Infamy, Power Immunity

Powers: Amazing Save (Damage) +8 (Source:
Mutation; Cost 1pt), Amazing Save (Will) +9 (Source
Mutation; Cost 1pt), Energy Control (Radiation) +13
(Extras: Energy Field, Energy Absorbtion, Explosive
Blast; Power Stunt: Penetrating Attack; Source:
Mutation; Cost 5pts) Super-Strength +10 (Extras:
Protection, Shockwave: Cost: +6)

Weaknessesbisturbing (looks like a burning
nuclear skull, makes all Bluff and Diplomacy checks
at a-b)

Quirk: Totally Insane (does weird, random, irrational
stuff, frequently getting into trouble or puttinmiself

at a diadvantage)

“The world is dying of cancer. It needs
radiation therapy. It must bathe in the
warm nuclear glow of my love, to be
purged of its impurity.”

Created to be a secret living weapon thaGige
nations could call upon to discreetly solve their
problems, Der Totenkopf was a terrifying failusn
atomic superman with crazed messianic fantasies and
a crusader's zeal, he was about the worst thing tha
could have possibly come crawling out of the test
chamber.

His creators put him under continual sedativa
secret sanatorium outside of Wurms, while theyltrie
to figure out how to un-create him. Then they &brg
about him. This was a mistake, for Vernichtung 5
found him, woke him up and suddenly went from
being a pack of hateful bullyboys to a genuine
menace. With the Totenkopf on their side they can
threaten a lot more than a few guest workers.

He is headstrong, megalomaniacal and far too
crazy to control, but of course this isn't suchr@fem
in a group like V5, where control isn't really @sue.
Der Totenkopf loves to rant about Nietzsche and
fascism, the purity of Nordic blood and his crustale
cleanse the world in atomic fire. He likes to aquot

Nietzsche, passing the mad philosopher’s obsenstio
off as his own. He can sound surprisingly reaskenab
when he does this, but it's only because he doesn’t
understand what he’s saying.

He has no friends, no close associates outéidis
team-mates and almost no memory of his former life.
His current beliefs were probably always a part of
him, but they became impossible to hide once he
underwent the transformation process and had a
psychotic break.

His current mental stability is tenuous att lzesl
he is prone to irrational and pointless acts oagavy.
As an example, when the team woke him up, told him
that they were Vernichtung 5 and that they wanted
him to join them, he wanted to accept, but wasttigrr
upset by the fact that there were already fivéneft.
How could he join the team if it was already fulti&
immediately killed two of their members so thatthe
would be room for him to join, and then apologized
for having miscounted and killed one person too
many.

If you are using the second book in this serie
("More Bad Guys") then Der Totenkopf was
considered for membership in the Legion of the
Damned, but they rejected him--this is the guy whom
even the Aleph and Doctor Zed think is too crazy an
dangerous. The Moebius Man probably wouldn't mind
stepping aside and letting him lead the grouptHoeit
Totenkopf isn't really equipped for it and while he
doesn't take orders he doesn't give them either.

He visibly isn't human anymore and is extrgmel
unnerving to be around for any length of times it
just that he never takes off his skull mask, dtgal
about anything but his obsessions. He also doesn't
breathe, or sweat. He holds utterly still wherisin&
in motion, like a mannequin. He also sleeps standi
up, with his eyes open. You don't want to look at
those eyes, even when he is asleep. You don‘ttwant
see what is in them.

Adventures With Der Totenkopf:

1) Why Didn’t | Think of That?

Der Totenkopf has conceived a cunning plah tha
cannot fail! At least it sounds cunning to him.

He will leave his erstwhile allies in V5, gnd
crowded train station at rush hour, kill a bunch of
people at random and take the rest hostage in the
station’s main atrium. This should attract lotcops
and superheroes, whom he can then kill. In the
meantime, he’ll kill some hostages, one at a tisoe,
as to keep from getting bored.

And that's it. That’s the whole plan.

If someone asks what his demands are, hg'll sa
something like'send more cops.”

After a while the Moebius Man appears and asks
him what the next part of the Plan is. The atomic
monstrosity becomes confused and says that hethadn’
thought of anything.

The Moebius Man gently asks if this is anothes
of those plans where eventually they have to send



everybody, so he gets to kill everybody in the whol
world?

Yes, der Totenkopf replies. He thinks so. tBat
would take too long—could they just go home
instead? The Moebius Man agrees.

2) And Zarathustra Said “ Two Scoops of Rum
Raisin in a Waffle Cone, Please.”

An irrational craving for ice cream siezes der
Totenkopf. He starts walking towards a big indabtr
park, mutterindl shall have it” to himself, with the
rest of the team trailing nervously behind him.

They get spotted from the air and the governiime
tries to intercept them before der Totenkopf cache
his target. There are at least three potentigétarin
that park which he could cause widespread havat, an
they move to block his path to all three. But thaye
miscalculated. He isn't headed for the chemicalkao
or the foundry or the power plant, but for the &0z
desert factory, off to one side.

The Player Characters arrive at the scenérjust
time to see him change abruptly change course.
Where can he be going? The authorities are titying
intercept him at the wrong spot! They'll neverdige
to re-deploy fast enough---it's up to the PCs tmlta
up with him and stop him from committing some
horrible crime.

To their surprise, instead of going into trezén
desert factory itself, he walks into the refrigecht
warehouse next door. What sinister deed does he
intend to commit there?l shall have it,” he mutters.

When they confront him in the warehouse, he is
gorging himself on a five gallon tub of ice credut
when he sees the Player Characters, he fNars
sprinkles! For so Zarathustra spake unto Nietzsche!
No sprinkles—he really said that¥ind attacks.

As soon as the Moebius Man figures out what is
really going on here (the big radioactive weirdo
wanted some ice cream) he will teleport V5 to gafet
in disgust, taking der Totenkopf with them.



The Moebius Man

Real Name:Karl Anton Moebius
PL: 10

Str: 12 (+1) Dex: 14 (+2) Con: 14 (+2)
Int: 14 +2) Wis: 12(+1) Cha: 16 (+3)
Initiative: +2 Attack Bonus (Melee):+4
Attack Bonus (Ranged)#5Defense:
+13/+12Speed:30/50 (Teleportation)
Damage Save#2/+5 (Evasionf-ortitude
Save:+2Reflexes Savet2 Willpower
Save:+1

Skills: Diplomacy +5, Hide +5, Intimidate +5,
Move Silently +5, Speak English +3, Taunt +5

Feats: Dodge, Evasion, Leadership, Inspire

Powers: Deflection (Teleports incoming attacks
away from himself; Extras: Deflect Others x2 [can
deflect any attack within 100 feet, whether aimed a
himself or not], Reflection; Cost 5pts), Telepddat
(Extras: Extended Teleport, Portal; Cost 4pts)

Equipment: Armor +3 (thick leather coat),
Bayonet (+3 Lethal)

WeaknessesQuirk: Bigot (The Moebius Man

is not capable of cooperating with members of other
ethnic backgrounds and he will attack them in
preference to all other targets, even if doinguis

him at a tactical disadvantage)

"Kill your parents. Then eat them. This
is the only way you will ever be free."

Karl Anton Moebius isn't a typical German neo-
nazi. Articulate and educated, the product of@go
home, he doesn’t even shave his head. His paaents
successful, politically progressive, upper middéss
Yuppies from Stuttgart.

His mother, Maria Moebius, was once a member o
a tiny Maoist parahuman terror group called thed’Re
Legion” in the late 1970s. The Red Legion caroetl
a few random bombings and one failed bank robbery
before it broke up in an argument over some little
ideological point.

Many of the other members went to jail, but
Maria’s superhuman abilities kept her out of the
clutches of the law for long enough to marry a
handsome young banker and move to a house in the
suburbs. She was a cold, self-absorbed parenbadbut
an abusive one.

It's hard to freak your parents out when ymam
knew the Bader-Meinhoff gang, but Karl managed to
find something she’d disapprove of. He listened to
Norwegian black metal, read white supremacist
literature and hung around with lower class skidisea
all through his teenage years.

When he was 17, Karl accidentally discovebed t

he had inherited his mother’s parahuman abilities|,
could fold space with the power of his mind. This
made it easier to sneak out after dark, and gawe hi
the idea for what became his life’s central amhitio

He would assemble a group of skinhead supervillains
and bring the world to its knees.

In college he became a vocal student advdoate
the far right, and continued to search for supedium
white supremacists like himself. By his sophomore
year his parents had enough of him and severed all
contact and financial support. He hasn’t spoken to
them since, which is a shame, since his real regtori
was just beginning.

That summer he helped stomp an Ethiopian guest
worker to death, got caught, and came up with alleg
defense that made headlines across Germany. He
couldn’t be held for murder, he claimed, since his
victim was black, and therefore wasn’'t human. He
would be willing to plead guilty to a lesser chagfe
cruelty to animals, he said. When the authorities
responded with a shocked refusal, he announced that
they had in that case forfeited their right to hioiih,
and teleported out of custody.

This incident made him a hero to Germany’s
skinhead underground, which combined with his
superpowers and natural leadership ability, sugdenl
made him a force to be reckoned with. Certain ltieat
would be gunned down by the cops at any moment,
Karl intensified his search for others like himsalfd
within six months he found Der Shreik, Zyclon B and
two other parahuman kids (both now deceased) who
shared his vision. Calling his group Vernichtunté
set out on a campaign of random terror and havoc
across central Europe.

They probably would have slaughtered a fewemor
hapless guest workers and perhaps blown up a
landmark or two before getting captured or killledt
last month they made an amazing find which has
transformed the group into something far more
dangerous. On the outskirts of Wurms, they
discovered the secret prison of an unbelievably
powerful white supremacist supervillain called der
Totenkopf, and released him.

The Moebius Man has no intention of challeggin
der Totenkopf for the leadership of the group,ibut
fact the Totenkopf seems to have no interest ingoei
in charge, so for the moment he remains the de fact
leader of V5. He's also starting to have nightraare
and to wonder if this was ever such a good idea.

The Moebius Man is a scary presence, with his
ghostly white makeup and air of quiet, horrible
intensity. In love with the supervillain mystiques
likes to wax philosophical and poetic about hisdjsl
and frequently posts on the Internet. However, he
isn't as clever or as educated as he thinks, aed of
comes across as a pretentious, affected fool.

Now that his group actually has the firepoveer
wreak some world-class havoc, he isn’t quite sure
which target they should pick. To tell the trultle,
hadn’t really thought it through.

Unbeknownst to the Moebius Man, if he evesget
himself into a situation where he is about to die i



public, his mother will suddenly teleport onto the
scene and come to his aid, wearing her old costume
from the Red Legion, screaming Marxist slogans and
embarrassing him half to death. She tells hetkatf
she’s doing this because she loves her son inaite
everything, but in fact she also feels jealouslidhe

fun he’s been having, and hates to be upstagesl. Se
her stats later on in this section. She’s a latemo
powerful than her wayward son.

Adventures With The Moebius Man:

1) Play That Funky Music, White Boy

The Moebius Man was frustrated in his efftots
turn V5 into a band (they're all the kind of guybav
would have to play bass) but he is determined tkema
a name for them in the White Supremacist recording
world nonetheless. He wants to put together aespok
word album and he’s on his way to Kalispell, Moratan
to make contact with a maverick producer named
Lemuel Scroggins, who runs an underground label
called White Death Records.

The Moebius Man doesn't realize that the
American nazi scene is a maze of dangerous, vjolent
heavily armed factions who constantly struggle to
control the music trade, and that allying himsathw
Scroggins will upset a lot of other factions.

Not long after word reaches the PCs that the
Moebius Man has been sighted in Montana, the
national neo-nazi organization that Lemual Scraggin
belongs to (the so-called “Blood-Banner Front”)
collapses in an internal conflict and the strugglen
to gain control of White Death Records. A rivabagp
tips off the PCs as to where they can find Karl
Moebius and just as they arrive at Lemuel Scroggins
basement apartment in Kalispell, a hit team from a
rival gang arrives at the scene and riddles theepla
with bullets.

A three way battle probably ensues. If theeMaos
Man gets away, then he’s unsure whether his powers
are strong enough to return him to Germany without
killing him, and so he is stranded here for nowtlan
run and looking for a way to survive.

2) A Good Day to Die Badly

The Moebius Man suddenly turns up in West
Virginia, frightened and alone. He presents hifresel
the fortified compound of Taylor Dane, a prominent
white supremacist who publicly supports V5, and
takes refuge there.

Dane is the leader of a national organizatedted
the Invincible White Brotherhood of the Iron Fist—
one of America’s larger post-Klan hate groups.
Someone in his large, fractious organization kets i
leak that one of Europe’s most wanted supervill&ns
staying with at the Brotherhood’s compound, and
pretty soon Dane and the Moebius Man find
themselves surrounded by the federal authorides.
standoff develops, which turns into a siege.

The PCs are called in to help (or show upheir t
own once it comes to their attention that a notwio

supervillain has been cornered) and discover teat t
Moebius Man is actually desperate to talk to them.
That's why he hasn't just teleported away.

Der Totenkopf has gone crazy, he explainss He
about to lead the rest of the team in an attack on
nuclear power plant that could devastate a hugéhswa
of central Europe. The Moebius Man doesn’t want to
die, and now that he’s had a chance to think aibout
he doesn’t really know if he’s wants all those il
of people to die either. The attack is probably
underway right now, but he could take the Player
Characters there, if they let him.

If your Player Characters have no easy wayeto
to Europe and you sense that they would never trust
the Moebius Man enough to let him teleport them
there, then the plant is actually in Western
Pennsylvania rather than in Germany.

There is one additional complication. Unlike
Moebius Man, Taylor Dane is a fanatic who would
love nothing more than to die in a blaze of gloffy.
the PCs leave the scene, the siege will continde an
innocent people really could get hurt. Yet thedieé
millions could be at stake! How to resolve thisiedl
dilemma?

Meanwhile, the other four members of V5 really
are attempting to assault a nuclear power plaheirT
chances of causing a lethal meltdown are up to the
GM, depending on where the campaign is going. The
attack could be a shabby exercise in stupidityh wit
little to no chance of success, or this could tefithal
climactic conflict that brings V5 down at last. itlf
turns out to be the latter then Der Shreik willtstvi
sides when he sees what his friend the MoebiusiMan
doing, and Blitzenhammur will wish that he could
(alas, his code prevents it). The army will shqy u
the press will show up, and so could Mother Moebius



Blitzenhammer

Real Name:The Honorable Baron
Heinrich von Hammurhold
PL: 10

Str: 16 (+3) Dex: 18(+4) Con: 15(+2)
Int: 10(+0) Wis: 12 (+1) Cha: 14 (+2)
Initiative: +4 Attack Bonus (Melee):+12
Attack Bonus (Ranged)#11Defense:
+23/+19Speed:30

Damage Saves:2 Fortitude Save:+2
Reflexes Savets Willpower Save: +1

Skills: Acrobatics +5, Diplomacy +5, Knowledge
(Nazi underground) +3, Knowledge (World War 2)
+5, Spot +5, Speak Portugese +5, speak Spanish +2

Feats: Attack Finesse, Attack Focus (Armed
Melee), Immunity (Aging), Lightning Reflexes

Powers: A gentleman would not stoop to having
anything so deplorably vulgar as superpowers (ugh!)
See “Equipment” instead.

Equipment: The Strangshield: Deflection +10
(Flaw: Device; Cost: 1pt), The Blitzenhammur:
Energy Control (Electricity) +10 (Extras: Energy
Absorbtion, Energy Field; Flaw: Device; Cost: 3pts)
Weapon +10, Armor +4 (Cost: 1pt)

WeaknessesQuirk: Unwavering, irrational
devotion to the 19th Century European officer'secod
Among other things, it forbids him to harm a fellow
officer who has surrendered, drive an automobile (a
gentleman will not lower himself to the status of a
servant by driving his own car), betray his side's
secrets, disobey an order or let an insult go ungee
by violence.

"Just shut up and die, you pointless,
dirty little person.”

The world is full of haters and white suprerses;
but actual real-live nazis are a rarity these day&l
age claimed the ones who weren't killed in the arar
hunted down by the Israeli security services. Time
devours all things. Yet it hasn't devoured
Blitzenhammer, who still looks as young today as th
first moment he put on his Wehrmacht uniform in
1939.

He is the last surviving member of Einsatzgermp
X, a German parahuman team assigned to hunt down
Allied superheroes on the battlefield. A titledr&a
from Swabia, in the easternmost part of Germany, he
inherited his powers from his father, and his fathe
before him.

His ancient, powerful, moribund family goeska
to the era of the Teutonic knights and beyondleAst
since the days of Charlemagne the eldest maleheir
his family has been the secret protector of the

Lightning Hammer and the Strangshield, ancient
occult artifacts of incredible power. The
Blitzenhammer may actually have been the hammer of
Thor, or perhaps the thing that the legend of s
based upon.

The Von Hammurhold family itself has always
been apoalitical, far too rich and ancient to concer
itself with kings and Reichs and their affairs.tBu
when Swabia was threatened in the first World Warr,
the Junkers of the Blitzenhammer sent son aftetson
protect the family’s possessions in the trenchdsof
them wielded the Blitzenhammer and Strangshield
against the Prussian Empire’s enemies and alleohth
died. By the war’s end the family fortune was in
tatters and its lineage all but depleted of sortsey
barely noticed the rise of the Nazis, joining the
National Socialist Party purely because that waatwh
one did.

Heinrich, the family's last heir, answered
Germany’s call in 1939 and was shipped off to irvad
France with a parahuman unit known as
Einsatzgruppen X. Throughout the war Heinrich saw
little of the Nazis’ dark side and never really
understood what was happening to the Jews sent out
of France for “resettlement.” His smug, stolid
aristocratic outlook and lack of imagination shesld
him well—but it still doesn’t excuse him.

Once the tide of the war turned, Einsatzgrapge
found itself pushed back further and further into
central Europe, taking terrible losses as they went

During the Battle of Berlin the surviving meenb
were supposed to sacrifice themselves in the city's
defense, but Heinrich didn't see the need to sieed h
noble blood for a grubby little lower-middle-class
politician like Hitler. Instead he lay low. Therter
the war he made his way back to France and like so
many former Wehrmacht and SS soldiers, he joined
the French Foreign Legion.

This seemed the proper course—he was the only
Von Hammurhold left, his family estate was gone,
absorbed into communist Poland, and he had nothing
left to protect but the family’s occult relics. &higid
European officer’s code would have normally reqiiire
him to blow his brains out, but since his mortatiei
weren't yet completely discharged, a disgracefallde
in the ranks of Le Legion seemed an acceptable
substitute.

To his surprise, he found that the Legion fuds
of Germans, although they only spoke their native
language to one another in whispers after lights-ou
The penalties for speaking any language but French
were incredibly severe. Beatings were standard
punishment for even the most trivial offenses m th
Foreign Legion, and Heinrich heard more than one of
his new comrades grumble that discipline hadn'heve
been this harsh in the SS. He spent some unhappy
years fighting insurgents in Algeria, before they
shipped the Legion off to Vietham.

By now it was the 1950s, and Heinrich notitieat
he wasn'’t getting any older. He supposed that this
was because he hadn’t created any heirs and couldn’
pass the family relics down. The Blitzenhammer



didn’t want to be left without a wielder, althoutgh
was going to be hard-pressed to keep him alive in
Vietnam.

As the Legion marched through the streetsaoisP
prior to its departure, it struck Heinrich as furthgt
the crowds were wildly cheering so many of the same
men who had tramped through these streets as hated
occupiers, not long before.

Throughout the 1950s and early 1960s the Rrenc
steadily lost the first Viethnam War, years before
America had a chance to do the same. The Foreign
Legion was pretty well annihilated over the cowfke
the war, the bones of former SS men and Hitler Nout
littering the jungle.

Better-connected Party officials were livirades
lives in South America, and after few years of merv
in Southeast Asia Heinrich was determined to join
them. He got a transfer to French Guiana, caghiere
out of the Legion there and set off to what he ldope
would be a comfortable existence in Buenos Ailes.
didn't last.

The Nazi community had deep roots in Argentina
but once its pro-fascist leader, Juan Peron, €lbb
power they were scattered to the winds. Manytibed
places like Paraguay and lived hand-to-mouth, one
step ahead of the nazi hunters.

This seemed undignified to Heinrich, who iaste
moved to Portugal, and began hiring himself ouéon
short-term basis to whoever would pay him. He spen
part of each year fighting in squalid third-world
conflicts and the rest of the time stretching l@amies
as far as he could, to avoid having to take anathein
job for as long as possible.

By the mid 1980s the mercenary wars in Aftieal
all but completely dried up and he was forced te hi
himself out part-time to criminal organizations.

The 1990s bought him some extra work in the
former Yugoslavia, but they wanted him to do
repellent things there and he tried to stay ouheir
clutches as much as he could.

The Moebius Man had heard of Blitzenhammer,
who was something of a legend in neo-nazi cirdles,
never suspected that he was real until the Totdnkop
said something about remembering his phone number.
To the Moebius Man’s shock the number worked and
Blitzenhammer was more than willing to sing on with
Zerstoiten 5. He now regrets taking the job.

An actual Nazi, he is nonetheless shocked and
horrified at how vicious, brutal and crazy the Minsb
Man’s organization is. He always managed to
maintain his psychological equilibrium by denying
that the Nazi atrocities ever happened, but thiise k
actually seemed to revel in them—not even the Serbs
did that.

It's against his cold and rigid code to betaay
employer, but he wants to get away from Vernichtung
5 as fast as he can. The problem is, he’s scared t
death of them.

Adventures With Blitzenhammer:

1) Storm Warning

V5 attends a skinhead rally, which turns itdot.
Blitzenhammur is left wounded and unconscious on
the field. His teammates lost sight of him in thavd
and had to leave when the authorities turned up in
force.

To make this incident easier to work into your
campaign, we’re not going to specify exactly where
happens. Depending on the characters’ reachyliit co
be Europe or it could be their own hometown. lyma
actually work best if the incident happens in a
relatively small community outside the city thatlwi
take the PCs a little time to reach, but that ian't
complete hardship to get to.

The local authorities have taken Blitenhammto
custody, and they are nervously waiting for a sgeci
federal unit to show up and take him off to a
confinement facility for parahumans. Their police
station is reasonably secure, but it's not up to
withstanding a supervillain attack. They would
greatly appreciate the PCs assistance in guarding h

Blitzenhammur has regained consciousnesseby th
time the PCs arrive, but true to his code he &yl s
nothing to his captors, whom he regards as being as
far beneath him as the center of the earth. The
Strangshield and the Blitzenhammur are under lock
and key at the station and will be transported
separately.

V5 will almost certainly try to rescue him (ess
he’s wounded too badly to move, in which case they’
kill him instead), either at the police stationiror
transit to the federal facility. Once they breatnfout
of his restraints, the team’s first priority wiketio
retrieve his hammer and shield, which may result in
the comic and surreal picture of V5 breaking hirh ou
of the police station and then breaking back inratia
get his things.

To complicate matters, everyone expects V5 to
mount some kind of rescue attempt, which means that
any local superhero (or supervillain) with a grudge
against V5 will now know where to find them and
may well stakeout the police station and wait.

2) Mother, I've Brought Friends

Blitzenhammur excuses himself from the reghef
group, and goes home to the ruins of his familgtest

A group that monitors the activities of proerin
white supremacists notices what he is doing, takes
note of his probable destination, deep in the terek
Eastern Germany, and suddenly they figure out who
he really is.

And if this is who they think it is, then Hamily
history is actually quite alarming. His relationsre
said to be the hereditary keepers of the
Blitzenhammur, the Strangshield and who knows what
other ancient, terrible secrets. The hammer and the
shield turned out to be only too real. Is he abowtig
something even worse out of the ruins?

The group hastily gets in touch with the Ptaye



Characters and presents them with their findings.
Blitzenhammur is traveling by train and he’ll hawee
walk the last few miles on foot. The PCs could
probably catch up with him, and the group is widlin
to pay their airfare to Germany if they need it.

Meanwhile, the Moebius Man is also wondering
what Blitzenhammur could be up to, and is discyeetl
trailing him across the country.

In fact, while no one has noticed it before,
Blitzenhammur actually makes this trek once every
ten years, if he can. He’s going home to pay his
respects to his mother on the anniversary of hathde
and he will not be pleased to have such a private
moment intruded upon.



Zyclon B

Real Name:Gerte Dingle
PL: 8

Str: 10+0) Dex: 13(+1) Con: 16 (+3) Int:
10 (+0) Wis: 14 (+2) Cha: 16(+3)
Initiative: +1Attack Bonus (Melee):+s
Attack Bonus (Ranged)#9 Defense:
+19/+18Speed:30

Damage Savex11Fortitude Save:+5
Reflexes Save+1Willpower Save: +4

Skills: Hide +8, Move Silently +8, Spot+5,
Intimidate +8

Feats: Dodge, Evasion, Great Fortitude, Iron Will

Powers: Amazing Save (Damage) +8 (Cost: 1pt),
Energy Field +8 (Extras: Energy Blast +8, Explosive
Effect, Subtle; Power Stunt: Energy Blast is a
Penetrating Attack x2; Flaw: Only does damage to
living tissue; Cost 4pts),

Equipment: Armor +5 (Cost: 1pt), Darkvision
(Light-amplification Goggles), Immunity to
Suffocation and Poison (Gas Mask and Oxygen Tank)
Weaknessesbisabled (Mute)

Quirk: Fanatical Bigot (finds it impossible to work or
cooperate with members of other ethnic groups and
will always attack them in preference to all other
available targets, even if doing so puts her actdal
disadvantage)

Quirk: Crazy (does irrational and pointless things,
frequently getting herself in trouble or putting$edf

at a disadvantage)

"SSSSSSSsssssssss!t

Gerte Dingle was always a strange child, ntef
and withdrawn. Molested by her father, brotherd @n
host of uncles, she had nowhere to retreat but the
darkest depths of her mind. Soon her head whsfful
crazy, violent fantasies and she took no interest i
school or family life.

This would not do for a young lady who was
supposed to grow up to be a surgeon like her father
a lawyer like her stepmother. They sent her td aflo
therapists, until she bit one half to death. Véith
feeling of mingled shame and relief, her parents ha
her commited to indefinite psychiatric care (alligb
it's fair to say that her uncles were genuinelytseske
her go).

Alas, the facility they sent her to made ext@ney
by illegally testing a host of experimental drugsits
patients. After a few rounds of excruciating
treatments her mind gave way completely, she hest t
power of speech and her powers errupted.

The clinic staff studied her new abilities &yout
six months. Then she poisoned everyone on her ward
and walked out the door into the night.

She lived on the street for a while, stayihgcuats
with other kids. Then she noticed the skinheads.
Their ideas were appealing, their anger inspired he
and she determined to become one of them. Shé didn
talk and they didn't know anyone in common, so she
just shaved her head and started hanging around the

It's tough to be a skinhead and a girl, paldidy if
you won't have sex with anyone. She had to kithyna
times to get her new friends' respect. This drew a
certain amount of unwelcome attention from the
authorities, although she managed to avoid getting
caught.

In 1999 the Moebius Man learned that there avas
skinhead in Dusseldorf with superhuman powers and
sought him out as part of the original line-up of
Zerstoiten 5. He found a madwoman with an insane
lust for death.

He didn't need to convert her to the causepax
her into killing a homeless person to prove that sh
could take a life. She was already far more radica
than he was himself and she was ready to killat th
drop of a hat. His real task was to restrain ramnf
getting too excited, going on a rampage and getting
gunned down too soon.

These days Zyclon B has found a kind of feagil
equlibrium. Perhaps the most dedicated nazi of the
group, she believes in the ideology with mad lunati
zeal. It's the only stable mental framework she has

No horror or outrage is beyond her, she's ntoch
nuts to grasp that other people's suffering is r&ale
still won't speak and hates anything sexual with a
crazy passion, but she gets enough violence and has
enough friends to feel content. Unable to realgte
to others, she looks totally withdrawn from theugyp
but she does take comfort from their presence hed s
was horrified to see Der Totenkopf kill two of them

She is still terrified of Der Totenkopf, bhietfact
that she's also in love with him helps take theceafy
it.

Adventures With Zyclon B:

1) Papa, Look How Big and Weird I've Grown!

Zyclon B impulsively decides to visit her fathat
the hospital where he works. It does not occureto
that he won't recognize her in her costume or tiet
moment she walks through the front door everyone is
going to panic. Soon this turns into a police sjeg
with SWAT teams and sharpshooters surrounding the
building.

Zyclon B does not care if any of her “hostdges
walk away and pretty soon everyone who is capdble o
leaving the hospital under their own power will Bav
drifted out the door, leaving her to sit on heritied
father’'s desk and stare at him in silence.

After a while, the Moebius Man arrives to i@sc
her. As he takes her away, he gently tells herttzd
isn't her father anymore, that her father is Gerynan
now. And suddenly her dad knows exactly who she is

Zyclon B's secret identity is about to become
public knowledge, perhaps with drastic consequences
for her family.



If you have no good way to arrange for the RCs
be in Germany when this happens, then her father is
attending a medical conference in the US when she
decides to drop in on him. Instead of a hospite,
setting is a big expensive hotel, but the reshefglot
remains the same.

2) Just a Little to the Left...

While skulking down the street one night, ZycB
spies an interracial lesbian couple, and whilesight
of them fills her with rage and horror, it fasciesher,
too. She stalks them to an art opening, and iayeP
Character doesn't find her and stop her, she falow
them inside.

The patrons at the show are alarmed when Ayclo
B walks in the door, but they're also curious te se
how this infamous neo-nazi supervillain will retat
the art on display. She doesn’t seem violentrst, fi
and is clearly engrossed by the work, drifting tjiou
the gallery, staring in silence through her mask.

Then the screaming starts. Zyclon B grabgleeo
at random, shoves them in front of one or another
work of art, poses them and then kills them. She’s
interested in seeing what they look like dyingriont
of those particular pieces—what their death agonies
contribute to the work.

This is a lot of fun. She never really took a
interest in art before, and there is clearly sohrtac
learn. Most of all she would like to see what the
couple she follwed in here would look like, dyimg i
front of one particular mural. But they're hiding
behind an installation.

If the Player Characters don'’t stop her, she
eventually finds and kills the two girls, gets
disappointed by what it looks like, decides thaisar
boring and walks out the door.



Der Shreik

Real Name:Klaus Schlager
PL: 9

Str: 10+0) Dex: 15(+2) Con: 14 (+2)
Int: 8(-1) Wis: 8(-1) Cha: 9 (-1)
Initiative: +2 Attack Bonus (Melee):+6
Attack Bonus (Ranged)xg Defense:
+17/+15Speed:30

Damage Savex1oFortitude Save: +8
Reflexes Savet7Willpower Save: +1

Skills: Bluff+4, Hide +9, Intimidate +10,
Knowledge (German Skinhead Underground) +7,
Move Silently+9, Taunt+10

Feats: Iron Will, Point-Blank Shot, Rapid Healing,
Surprise Attack, Toughness,

Powers: Amazing Save (Fortitude) +6 (Extras:
Reflex, Damage; Cost: 3pts), Energy Control (Sonic)
PL 9 (Extras: Deflection, Energy Field, Explosive
Blast; Power Stunts: Energy Blast; Cost: 5pts)

WeaknessesQuirk: Silly, stupid and has no
self-control.

“l shout! | shout! Yer brains fall out!!”

A damaged kid who likes to hurt people--stupid
addled, loud and cruel. He talks a lot, but ndnié o
makes much sense. He seldom thinks beyond the
present moment and is always misbehaving and trying
to get attention.

Born in public housing in East Berlin, he vths
youngest child of a dangerous mother. She punished
her offspring for whimsical reasons and reguladgts
them to the hospital with broken limbs or burngrfro
her electric iron. When he was five she killed oo
his siblings in front of him. He would have beexxiy
but his powers manifested for the first time anel sh
died instead.

He spent the next ten years in foster homddten
East German state orphanage system, where he
learned lessons in pain, humiliation and fear figt
mother had never even begun to teach him.

And then things got worse. After the BerlimNV
came down, the state orphanage system slowly rian ou
of money and collapsed. By 1995 he was fifteen and
on the street.

He was a rent-boy for a while, and a doper.
Sometimes he would make trouble with his power, but
he always ran away before the authorities arriveeti a
S0 was never arrested for anything worse than
posession of drugs. It never occurred to him &his
power to steal things.

In 1999 the Moebius Man heard rumors thatther
was a street kid in East Berlin who had the thegyow
to shatter windows with his voice. It took him tgua
while to find Der Shriek but it was easy to win his

trust. He taught the poor lout about Nazism ariil bu
up his pride. Although Der Shreik had never been a
white supremacist and didn't really understand the
ideology, beating up foreign guest workers was
already a way of life in the East, and he toolhtt t
part with relish.

He is probably the Moebius Man's closest atly
the team and the only one with no ambitions of ¢pein
leader. No strategist, he doesn't know when teagt
and easily gets distracted from the mission objedfi
he isn't given careful guidance. Yet he's actually
good team member, because he's just smart enough to
know that he doesn't know anything about anything,
and that his safest option is to do what the Magbiu
Man says.

Adventures With Der Shreik: Night of
Screams and Giggles

Der Shreik goes out for a night on the town,
spreading random mayhem as he goes. The Player
Characters may catch up with him at any point & hi
rampage.

He hasn'’t told any of his teammates whereshe i
going, and they will get increasingly restless and
worried as time goes on. Eventually the MoebiusiMa
and Blitzenhammur set out looking for him, and may
stumble over the PCs on his trail. If der Shredtsg
arrested or is in immediate danger of losing Ifés i
the Moebius Man catches up with him and rescues
him.

First der Shreik will go to an undergroundnsidad
concert and pick fights with people outside. He
doesn’t have a ticket.

Then once he get bored with this he will ga.to
house where he thinks an old friend of his lives] a
when he finds out that they don't really live there
will scream the place down.

Then he'll decide to go to the beach, whethere
is one in this town or not. On the way to the belae
stumbles across an exhausted Chinese waiter named
Marvin Wu, staggering home after a long and hellish
shift, and taunts, chases, terrorizes and eveptkid#
him.

Then he gets on a bus that he thinks is hefaded
the beach. But he gets distracted when the bsse&so
a freeway overpass, and jumps off there. Then he
stands on the overpass and tries to see if hehzan s
every fifth car off the road.

This gives him an idea, so after a little whik
will go down to the train station, stand on thelks
and try to shout an oncoming passenger train eff th
rails (we didn’t say it was a good idea). If the dbaus
Man hasn't already caught up with him and brought
him home, it happens here.



Mother Moebius

Real Name:Maria Moebius
PL: 15

Str: 10(+0) Dex: 16(+3) Con: 16 (+3)
Int: 14 (+2) Wis: 10+0) Cha: 16 (+3)
Initiative: +3Attack Bonus (Melee):+7
Attack Bonus (Ranged):10Defense:
+24/+20Speed:30/70 (Teleport)

Damage Savex3Fortitude Save:+3
Reflexes Save+sWillpower Save: +0

Skills: Profession (homemaker) +3, Performance +6
Feats: Dodge

Powers: Teleport +14 (Extras: Deflection [Deflect
Others, Reflection], Disintegration [Restoration],
Energy Blast [Explosive Effect], Extended Teleport,
Portal; Cost:11pts)

WeaknessesQuirk: Willing to die to protect her
witless son.

Quirk: Distrusts anyone in authority, won't listen to
any advice, no matter how useful or important, if i
comes from an authority figure, defies anything any
authority figure tells her to do, even if this eserely
to her disadvantage.

“I am the screaming fist of the people,
Mr. Uncool Businessman! This boy is
mine—you won't feed your evil machine
with his blood! By the holy names of
Marx and Mao, | sentence you all to
execution!”

Far more powerful than her son, the so-called
Moebius Man, she hasn't been an active supervillain
since the 1970s and finds it much more satisfying t
sell real estate in the Stuttgart suburbs than to
overthrow the forces of world capitalism.

She will only reappear if her son is in degutyil.

If Karl is about to die, and she knows about itrkp@s
by watching the incident on television) she will
teleport back into her old costume and instantyeajp
at the scene.

Her leather pants are old and cracked, butetste
of her is in exceedingly good shape for a woman who
is nearly fifty. She clearly works out and haad)
plastic surgeon.

Her brief stint as a terrorist in the 1970swa
enough for anyone to form a clear impression df jus
how powerful she is. The Maoist group she belonged
to, the so-called Red Legion, didn't manage to
accomplish very much before it fell apart in an
argument over whether or not some piece of dogma
had already been invalidated by Chairman Mao’s
more recent teachings. They were able to pulivedf t
bombings, abandon a third, and make an unsuccessful

attempt at a bank robbery in Munich.

During the course of these adventures, Maria
barely had a chance to use her powers at alhelf s
did, the police would have searched for her a lotem
vigorously. The lady is a one-woman apocalypse.

She can teleport bullets and energy blastefdiie
air, hold them outside of time for as long as #es|
and then make them reappear, pointing in the ofgosi
direction. She can teleport the heart out of an
opponent’s chest or the top half off of a skyscrape
She has been shot at and has had grenades thrown at
her on a number of occasions, and has stored the
projectiles in timeless extradimensional spacejyea
to be let out whenever the moment is right.

The GM should save this effect for dramatic
purposes until after the PCs have seen her telapdrt
reverse the course of a few bullets. Once the PCs
understand that she can do this, have her mareriali
grenade that a policeman threw at her in 1978yois
describe the attack, mention how and when it
originated, even though the PCs would really have n
way of knowing this. It will help to underscorevino
powerful she is.

Her motives for coming out of retirement areren
complex than they seem. Maria and her husband,
Klaus, have long since turned their backs on their
wayward son. But they have kept track of him arsd hi
exploits. Every time he kills someone, they sémad t
family some money and make a donation to an
Anarchist group that kills skinheads.

Yet more and more, as she watches the Moebius
Man on TV or reads about him in the newspapers,
Maria has begun to remember her own glory days as a
young hell-raiser, and how brief they really wesae
remembers what it felt like to live on the runystg
up late and plotting mayhem with friends so close y
thought you'd die for them. It didn’t seem faiattit
all ended for her so quickly. Karl has had moemnth
two years—Maria only had a few months. More and
more she wants some of that lost glory for herseid
her son’s imminent demise gives her an excuse to go
grab a piece of it.

In combat she will be as ruthless as she shimk
required to save her son and herself, and may very
well use lethal force if it seems appropriate. dou
think that she’d just teleport them both far awag a
end the fight, but in fact she’s also here to sbéw
and snatch some of her son’s fame for herselfhso s
will proibably stick around for more rounds of coatb
than are strictly necessary.

To complicate matters, the Moebius Man may
refuse to leave the scene (he’ll be mortified thist
mom is showing up and getting in the way of his big
moment with her dopey, embarrassing Marxist talk)
and may keep teleporting back into the battle sher
has already sent him home. How the whole thing ends
is strictly up to the GM.

Using Mother Moebius in your

campaign: Maria is a wild card who may never
turn up at all, particularly if her son gets killed



secret. She’s there to add an extra wrinkle tgtbe
especially if the Totenkopf is about to do someghin
crazy that will devastate a big chunk of centraidpe
and has already beaten the PCs. She hates the
Totenkopf for bullying her son and for being a Nazi
and will most certainly try to kill him if she gets
chance.

The whole thing may well end with Maria slurdpe
dying over her dying boy, trying to shield him with
her arms, murmuringAh, bubby, if your real father
were here, we'd have shown them the wrath of the
people.”

Or with Maria and the Totenkopf killing eader
in a small but spectacular thermonuclear explosion.
Or even with Maria and her son vanishing from sight
entirely, never to be seen again (perhaps to some
alternate dimension where no one has ever heard of
Mao or Hitler?)



The Corpus
Christi Good-Time
Boys

Membership: Cimarron Starr (a living atomic
weapon with a self-absorbed and grandiose
personality), Johnny Black (a paranoid, bullyingesg
freak who wields a legendary enchanted pistol), The
Texas Twister (an impulsive killer, prone to lethal
temper tantrums, who can create whirlwinds with the
power of his mind), the Lone Star Lady (a shy,eull
energy-drainer, who constantly complains about
everything), Mr. Fist (an aging unarmed combat
expert who the team hires from time to time, famous
and well-regarded in criminal circles), the Grease
Monkey (another hireling—she’s a quiet, polite
gadgeteer who dresses in spotless mechanics
coveralls), Doctor Destructor (a giant killer rolvath
an upper-crust accent and a gentle demeanor).

The Corpus Christi Good Time Boys are a gdng o
professional supervillains with a story as tanglad
outrageous as any rock band. The team’s leader,
Cimarron Starr, has stolen the Lone Star Lady's
boyfriend, Johnny Black. The Lone Star Lady has by
way of revenge taken up with Cimarron Starr’s
boyfriend, the Texas Twister. This arrangement has
left no one happy, and the dangerous, self-impyrtan
grandiose and unstable personalities of everyone
involved haven’t made things any easier. Nor has
Johnny Black’s problem with methamphetamines
(although to be fair, he’s manic and irrationalreve
when he isn’t high).

The team hasn't always been this dysfunctional
The Corpus Christi Good-Time Boys were founded by
the deathless cowboy supervillain called Jim Dandy
and his sidekick, Boy Howdy. The two of them had
haunted the Texas gulf coast for nearly a century,
committing minor acts of highway robbery and
knocking over the occasional store for extra funds.

In the 1990s Jim Dandy was seized with an
uncharacteristic attack of ambition, and decideukis
time to finally make a go of his criminal careéte
and Boy Howdy hired a legendary pugilist called Mr.
Fist and a gadgeteer who called herself the Grease
Monkey, and the four of them started robbing banks
and armored cars.

Things went well, but the team lacked the raw
power to stand up to superheroes, so after some
looking around they brought the beautiful Miss
Cimarron Starr (then calling herself Winter Steele)
board. The lady was a walking talking H-Bomb, and
despite her obnoxious, vain personality she rounded
the team out well.

Soon her ne’er do well boyfriend, the Texas
Twister joined the core of the group (Mr. Fist d@he
Grease Monkey were just muscle they hired for big

jobs, and didn’'t spend much time with the reshef t
team) and they had all the raw power they coulehav
asked for.

Then Jim Dandy and Boy Howdy both got killed
sticking up a liquor store. They had done it out of
habit, without the rest of the team and withoutdneg
the money, and finally found the bullets with their
names on them.

This left Cimarron Starr in charge, looking
desperately for new recruits before the money from
the last job ran out. She still had Mr. Fist amgl t
Grease Monkey's phone numbers, but she didn't have
anything to pay them with.

Then she found a wandering superhuman duo, the
twitchy, paranoid Johnny Black and his whining,
murderous girlfriend the Lone Star Lady, fresh from
an unsuccessful stint in the adult film industajsing
havoc up and down the gulf coast. They were both
only too glad to pool their meager resources with a
team, and Johnny Black found himself drawn to the
proud, imperious Cimarron Starr.

For her part, she liked his forceful, angmgdaling
personality better than her own boyfriend (who gkva
tried much too hard to please her) so she threw ove
the Texas Twister and stole Johnny Black away from
his girl.

The Texas Twister is more powerful than Johnny
Black, and has a long and troubled history of
murderous tantrums. Yet he’s so devoted to Cimarro
Starr that he accepted her decision and deterniined
worship her from afar. Then the Lone Star Ladyegav
herself to him, and the object of his obsession
switched completely. He now loves the Lone Star
Lady with his usual hopeless doglike devotion. sAla
she’s still totally in love with Johnny Black and
painfully eager to get his attention. This hasdwie
the Texas Twister’s perilous mental stability much
good.

Johnny Black, in the meantime, is enraged that
someone else would dare touch the Lone Star Lady,
and if it weren't for the fact that his new girrid is
strong enough to cause him serious harm, he would
have killed the Texas Twister (he sees no
contradiction in any of this). Nor is Johnny's
relationship with Cimarron Starr exactly blissful.
They yell and scream and throw things at each other
and make terrible accusations. This is just fafce
habit—neither one has ever been in a relationstaip t
wasn't this bad.

Cimarron Starr briefly ran back to the Texas
Twister's arms a few weeks ago (mostly to show the
Lone Star Lady that she could, if she wanted) aitd t
has made things even worse.

Threat Level: The Corpus Christi Good Time
Boys are a low to mid-level team. They could lbeta
more effective if they spent less time quarreling
among themselves and more time planning robberies.
Their teamwork is weak and their dysfunctional $ive
hamper them on the job. They aren't really capable
thinking in terms larger than bank holdups and



revenge killings and have no dreams of ruling the
world. Their ambitions run more along the lines of
being famous and having lots of money.

Base of Operations:The team has no single
base or headquarters. They stay on the move rhost o
the time, stealing cars and vans as need be.
Sometimes, when they're plush on funds, they'llaget
suite in a big hotel for a few weeks, spendingsavi
amounts of money on room service and partying
wildly. They have public storage units scattered
around east Texas, with spare equipment and sspplie
if they need it in an emergency.

In the event of a really dire emergency, taan
owns a house in a brand-new suburban subdivision
way outside of Houston, where they can lay lowafor
while. Last year they bought a pretty good-sized
chunk of the housing development as an investment,
and they kept this one unit vacant, just in casg th
ever needed it. The house is completely empty and
unfurnished, but there’s a hidden room in the
basement that's big enough for four people to sieep

The Corpus Christi Good Time Boys see
themselves as a wide-ranging, well-traveled team,
because in spite of their name they don’t spend all
their time on the gulf coast and have gone aswaya
as Lubbock and even Amarillo on occasion. West
Texas makes them uneasy—it's too alien, almost like
a foreign country. Yet they're comfortable enough
across the border in Matamoros and Veracruz.

There is a country-western nightclub in Corpus
Christi called the Pines, where they can oftencoed
partying on the weekends (even though the Lone Star
Lady can’t stand the place—she doesn't like music,
hates the way it stops her from thinking about &lérs
insists on its own importance). A lot of their $tsiget
planned in one of the booths or in the back room.

The club’s owner, Big Mack Briscoe, isn't a
criminal himself, but he knows enough to be afiid
the Good Time Boys and lets them pretty much have
the run of the place. He’s thinking about retirgapn.

Organization: Cimarron Starr is the team’s
leader, partly because she’s the longest standing
member, partly because of her forceful personality,
and mostly because she’s stronger than any of the
others. She’s a bad leader, selfish and givearttirig
her position over the team’s weaker members. Johnn
Black feels that his status as her present boyfrien
gives him authority, and picks on the Texas Twister
and the Lone Star Lady whenever he can.

Yet the team pulls itself together whenever Mst
and the Grease Monkey show up. They all want to
look like professionals around a famous supervillai
like Mr. Fist and they like the Grease Monkey fer h
calm, self-effacing personality. Even though the t
of them are really just hired help, they bring the
best in the group’s troubled core members.

Cimarron Starr and Johnny Black have contacts
the Mexican Mafia who can help the team liquidate
stolen assets, launder money and so forth, butoeta

with them are tricky and difficult. Cimarron Stésra
lousy negotiator, Johnny Black constantly antagesiz
people, and these things have not endeared théra to
mob. The fact that neither Johnny nor CimarrarrSt
trusts non-whites makes things doubly awkward. The
team might or might not be able to get rid of stole
goods in a reasonable amount of time and every time
they visit their contacts there is a risk thatiit end in
violence.

While the team seems to be constantly bradiey; t
do have ambitions of saving their money up and they
have tried to make a few investments. Some of them
(most notably in real estate) have paid off wetlfou
the most part they've just been flinging cash at
harebrained schemes.

Their accountant is the nervous, semi-competen
V.J. Gupta, who operates out of a run-down stripp ma
in Brownsville. They rarely see him face to fazed
mostly deal with his personal assistant via phone.

Tactics: The Corpus Christi Good Time Boys
specialize in robbing banks, jewelry stores, armiore
cars and so forth.

Their tactics (such as they are) work better f
stealing stuff than they do in big super-brawlfie T
Grease Monkey provides them with the technical
assistance they will need to bypass alarms, opeltsva
and so forth. Doctor Destructor subdues resistance
creates a distraction, the Lone Star Lady and Johnn
Black pick off any particularly powerful targetsaat
distance and Mr. Fist does his best to fend offearm
guards while Cimarron Starr and the Texas Twister
concentrate on making off with the loot.

In a flat out combat situation with another
supergroup they will send Doctor Destructor intfirs
using his giant body for cover as they advance and
come to grips with the enemy. Then each of thelin wi
pick an opponent their powers seem to be suited to
fighting and try to face them one on one, with no
coordination or broader strategy.

They don’t even trust one another enoughyto la
down covering fire—it's pretty much every man and
woman for themselves.

Using The Corpus Christi Good-Time

Boys in your campaign:The Corpus Christi
Good Time Boys are a good recurrent nemesis for low
to mid level teams of player characters. Theik kafc
coordination and woeful group dynamics make them
less effective than an equally powerful but better
organized PC group.

They can be hired to perform almost any kihd o
crime, and for enough money or a personal grudge
they would be more than willing to leave Texas and
come face the PCs on their home ground. They hate
to leave their home state, but they’'re not comptete
helpless in a setting like New York City—they just
complain about it a lot.

The GM can make good use of the team’s tangled
internal politics, having team members show update
shout at one another as they fight. After the P& h



encountered the Corpus Christi Good Time Boys more
than once, the GM can draw the PCs into their crazy
soap opera of a back story--perhaps Cimarron 8tarr
the Lone Star Lady comes rushing into an attractive
male PCs arms, just to make their current boyfriend
even more jealous.

Perhaps Johnny Black gets an irrational coiovic
that one of the PCs is seeing Cimarron Starr, des! t
to goad her into attacking the Player Characters to
prove itisn’t so.

Perhaps the Lone Star Lady lets the PCs aaptur
her, to prove that Johnny Black still loves her and
make him come running to her rescue. Perhaps he
does, but not because he loves her—he wants to make
sure that she doesn’t give up any of his secrets.
Perhaps Cimarron Starr finds out where Johnny Black
has gone and goes off in a jealous rage to stop him
Perhaps the Texas Twister follows her, eager teepro
that he still loves Cimarron Starr, etc., etc.

Adventures With The Corpus Christi

Good-Time Boys:1) Corpus Christi 78411

Johnny Black and Cimarron Starr are both
convinced that the PCs intend to steal the name "Th
Corpus Christi Good Time Boys" for their own.
Nothing will convince them that this isn’t true igh
works particularly well if one of the PCs has
previously made some ironic, sneering comment about
their name—something likK&ee, great name, wish
I'd thought of that.)

The Corpus Christi Good Time Boys issue a
challenge to the Player Characters. The PCs should
come face them in abandoned industrial park on the
Texas gulf coast, to battle for who gets to use the
name.

Even though the Player Characters know thsigh
a misunderstanding, it does also represent a chiance
capture one of Texas’ most wanted supervillain
groups. Anyway what superhero team could resist a
challenge like that?

The other Good Time Boys are skeptical of dghn
Black and Cimarron Starr’s claims. If the PCs show
up for the confrontation and vociferously protémsitt
they have no designs on the team’s name, the others
will remonstrate with Cimarron Statrr.

When she can see that even Mr. Fist has tileen
other side, she’ll concede that maybe the PCs don'’t
want to steal their name after all, maybe Johnny wa
wrong about that, but they're here for a fight reonvd
the honor of Texas must be answered once she has
been called forth. This makes sense to the ottdis,
will reluctantly agree that they have to fight now.

Industrial park fights can be a lot of funthwi
broken down forklifts and rusty old barrels full of
toxic waste to throw at one another, I-beams and
sections of chainlink fence to beat on one anaoiliter
and no innocent bystanders who might hurt. Maybe
there’s even a catwalk or two to for the combatsmts
chase one another across, or dangle from.

If the PCs win, Cimarron Starr will insist thiae
PCs didn't fight fair, and her team will keep thenre.

2) Nice Day for a White Wedding

Johnny Black calls the PCs from a pay phone in
Las Vegas. If he has no way of getting their phone
number then he sends them a letter, or has a tontac
meet them in person and hand them a cell phone. He
wants a three day truce.

Johnny sounds excited and happy, burstinglito t
them something, and even if the PCs don't ask him
why he wants a truce, he blurts it out. He is gam
marry Cimarron Starr. They decided to get marded
impulse, just yesterday. They're not in Vegasiee
hell or steal anything, they just want to speneéehr
days at a “classy” hotel, get married and go home.

PCs who are familiar with Johnny Black mayenot
that it's just like him to be so paranoid and self-
absorbed that he thinks they have nothing bettdoto
than to track his movements and speculate about why
he's in Las Vegas.

Johnny adds that he fears some of his teamsmate
may have caught wind of his upcoming nuptials, and
that he wants no violence to mar his wedding day.
Can the PCs come to Vegas and run interference for
him? He wants them to stop the Texas Twisterer th
Lone Star Lady if they show up in town and do
something crazy. He'd even be willing to testify
against them if the PCs catch them getting up to
anything, despite the fact that it would violate hi
moral code to rat out a fellow crook.

If the PCs take Johnny up on his offer, neithe
Texas Twister nor the Lone Star Lady shows up. In
fact neither one has even guessed what might logé afo

However, as the hour of her wedding approaches
the bride develops cold feet, gets drunk and romska
on the Strip in her wedding dress, smashing angthin
she can lay her hands on. If the PCs try to stop he
they will be breaking the truce, and Johnny wilkesw
revenge.



Johnny Black

Real Name:Thomas Tanner
PL: 9

Str: 12 (+1) Dex: 18(+4) Con: 14 (+2)
Int: 10(+0) Wis: 10(+0) Cha: 14 (+2)
Initiative: +Attack Bonus (Melee):+10
Attack Bonus (Ranged)#13Defense:
+19/+14Speed:30

Damage Savez1i1Fortitude Save: +2
Reflexes Save+13Willpower Save: +9

Skills: Drive +5, Intimidate +8, Knowledge (Texas
Criminal Underworld) +2, Listen +5, Spot +5

Feats: All-Out Attack, Dodge, Evasion,

Equipment: Enchanted Pistol (Energy Blast +9:
Extras: Amazing Save [Damage, Reflexes and
Willpower], Deflection; Power Stunts: All-Around
Sight, Blind-Fight, Darkvision, Far Shot, Multigho
Penetrating Attack x2, Penetration Vision, Point-
Blank Shot, Precise Shot, Rapid Shot, Ricochet
Attack, Quick-Draw, See Invisibility; Cost: 5pts)
WeaknessesQuirk: Paranoid speedfreak, does
stupid irrational things that screw up both himseldl
his comrades.

“I'm gone show you who you're trifling
with, son. You like pain much? ‘Cause

this here would be a great time to start.”

A career criminal long before he gained his
superpowers, Thomas Tanner has always been
obsessed with the legendary gunfighters of the old
west, and particularly with the infamous Johnny
Ringo.

A cruel, erudite man with a taste for Plato,
Thucydides and meaningless slaughter, John Ringo
remains one of the most enigmatic and frightening
figures of the 1870s. Always ready to confound
listeners with his carefully reasoned argumentsaiaibo
the hopelessness and futility of the Universe, and
twice as ready to kill them dead, he was as adipt w
a pistol as he was with a classical allusion.

His contemporaries knew that there was somgthi
very wrong with the gun he carried, though theykspo
of it only in whispers. We don’t know how many
human lives this weapon took. He used to refér to
as a living thing, which hungered for the blood of
men. She would come for him someday, he said,
when she had drunk her fill. And so she did. Whil
some amateur historians contend that anyone from
Wyatt Earp to Buckskin Frank Leslie murdered
Johnny Ringo, the fact remains that he shot himself

Not a lot of people saw the gun outside itsteo
and lived to talk about it. Those who did said iha
superficially appeared to be a .45 caliber revolizet
was in fact is something much stranger. Neither th

caliber nor the make were at all standard—Johnny
Ringo must have had his bullets custom-made. The
Cylinder was said to hold five oddly-shaped chammber
while the firing mechanism operated according to
what one Arizona gunsmith calléd simple,

ingenious but wholly unfamiliar principle. The
gunmetal was rumored to be some unfamiliar alloy,
with a peculiar greenish tint, covered with a cosmpl
design that smacked distinctly of the occult.

After a decade of searching, Tom Tanner stae
weapon from a private collection in Laredo. This
weird enchanted gun has made him the fastest
gunfighter alive, given him the ability to shootabgh
walls and around corners, (and incidentally let him
give up his unsuccessful career as an adult eimerfa
but it hasn't improved his disposition.

He's a paranoid, manic, overbearing bully,
convinced that the people around him are planring t
cheat him and that he can intimidate them into
admitting it. A trial to be around, he constantly
questions, threatens and browbeats anyone in reach.
He has been known to kill people preemptively, teefo
they can do him wrong, or to betray them beforg the
can betray him. If he suspects anyone of havinggmo
education than he does (or worse yet, catches them
actually reading a book) then he singles themaut f
special punishment. For some reason he doestyt app
this rule to women, the Grease Monkey is reliewed t
note.

Johnny Black never seems to sleep, both beaafus
his paranoid, hypomanic personality and because he
takes far too much speed. He has also been krmwn t
crash and collapse for days on end, going to graund
some crummy motel room until he can get himself
together.

Despite his bad behavior, he can't be kickedb
the Good-Time Boys. He's Cimarron Starr's current
boyfriend and what she says goes. Although shiel cou
easily fry him in his snakeskin boots, he ofterisyat
her for no reason and accuses her of unfaithfulness
Amazingly, he gets away with this.

His background is depressingly familiar. FHither
was a small time hood, who taught young Tom how to
steal and fight and kill without remorse. Tom grepv
in the back of a Winnebago with a bunch of half-
brothers and whichever unfortunate woman Pa was
dating at the time.

Pa got into a drunken knife fight with Tom lus
sixteenth birthday, cut him bad and drove him off.

After Johnny Black gained his powers, but befo
he hooked up with the Corpus Christi Good-Time
Boys, he roved the Texas gulf coast with his wignin
codependent girlfriend, the Lone Star Lady. O lo
at Cimarron Starr and he knew it was time to tnaole
He pushed out her crazy loser boyfriend, the Texas
Twister, and was shocked and enraged when the
Twister then took up with the Lone Star Lady. He
seriously thought about murdering the Twister,lunti
he realized that Cimarron Starr would probably kill
him for it. Nonetheless, things have been rather
strained of late.



Adventures With Johnny Black:

1) I Know What You Done

Johnny Black gets it into his speed-crazed hieat
one of the PCs has been having an affair with
Cimarron Starr, and the thought torments him well
nigh unto madness. He will seek the PC out and
challenge him to a duel.

When he can't find the PC, he decides thab#dst
way to get in touch with him would be to commit a
crime. Over the next 24 hours he commits eight
totally pointless robberies, sticking up stores and
stealing whatever random objects happen to cath th
fancy of his drug addled brain. At each crime s¢cen
he leaves the PC’s name spray-painted on the wall,
along with the words “I Know What You Done.”

When the PC finally manages to track him down
and confront him, Johnny is holding the Korean
couple who run a minimart hostage, pointing his gun
at them and talking irrational nonsense. The speed
starting to wear off, and he’s crashing really lpadl
(he’s been up for five days straight). Johnny wae’
able to put up a fight and if the PC makes anyretto
negotiate with or talk to him he will actually li®wn
on the floor and lapse into a deep dark sleep.

However, Cimarron Starr has been tracking dghn
Black, convinced that he’s sneaking off to see lagrot
woman. When she sees that he has been captueed, sh
will attempt to rescue him from the PCs. If shétis
tough enough to do it by herself, then the Lone Sta
Lady has also been chasing Johnny, convinced that
Cimarron Starr intends him harm. Perhaps the Texas
Twister is pursuing the Lone Star Lady, convinced
that she’s running off to a secret tryst with Johnn
Black...

2) The Unwelcome Apotheosis of Johnny Black
Johnny Black’s gun is shifting and unfoldinggif
into something else—something bigger and stranger.
He can’t seem to put it down anymore and he’smgtti

really scared.

His teammates have deserted him, except éor th
Lone Star Lady, who he drove away. He’s in afot o
physical pain, and tormented by visions in which
everyone the gun has ever killed comes up andsstare
at him.

In agony and terror, Johnny Black runs out thie
depths of the East Texas swamps, looking for a
legendary Native American shaman called Burning
Wind. Everyone says Burning Wind, if he exists, is
powerful enough to shake the mountains, so perhaps
he’s strong enough to help Johnny Black.

And Johnny finds him, and he does in fact Haee
power to help Johnny, so the gun kills him.

The old man’s body has come to light and Jghnn
is now hunted through the swamps by both the law
and Burning Wind's vengeful relations. And as his
gun changes, it begins to erode reality, and rabid
extradimensional abominations start to appeasin it
wake.

The PCs can get involved in this mess whersnew
reaches them of Burning Wind's death, or when

slobbering obscenities from outside time and space
start turning up in East Texas. Or perhaps thesLon
Star Lady runs weeping to a Player Character for
assistance, and offers to be their girlfriend favtale

if he helps Johnny.

Once the PCs catch up with Johnny, it is [bs$0
trick his gun into thinking that the time is not yght
for it to assume its true form. Any PC with thumlisy
to cast spells can do this with a roll vs. DC 20.

If the team has no spellcaster, then BurnirigdWV
left some notes on a yellow legal pad that explain
which symbols to draw on the ground and what words
to intone. It requires a Will roll vs. DC 25 foman-
spellcaster to successfully perform the ritual.

However, the gun will try to shoot anyone who
attempts to fix the problem, and the ritual takdleast
3 rounds of total concentration on the part of wieoe
is performing it.

If the PCs manage to save him, Johnny Bladk wi
show no gratitude. It seems to him that the PGls to
an awfully long time to fix things, like maybe they
enjoyed watching him suffer. And they seem to know
an awful lot about what went wrong with his guf. |
they was able to fix it so damn easy, how is he to
know they didn’t cause it in the first place?



Cimarron Starr

Real Name:Tammy-Rae Mulford
PL: 12

Str: 18 (+4) Dex: 12 (+1) Con: 20(+5) Int:
10 (+0) Wis: 9 (-1) Cha: 15(+2)

Initiative: +1Attack Bonus (Melee):+10
(Attack Bonus (Ranged):*7 Defense:
+16/+15Speed:30 feet, (fly 60)

Damage Savess Fortitude Save:+4
Reflexes Savet1Willpower Save: +7

SKkills: innuendo +4, Taunt +4
Feats: Aerial Combat

Powers: Amazing Save (Will) +8 (Source:
Mutation, cost 1pt), Energy Control (Radiation) +12
(Extras: Flight, Force Field; Power Stunts: Drain
Energy; Source: Mutation; Cost: 4pts), Super-Stiteng
+10 (Extras: Immunity, Protection; Source: Mutation
Cost 6pts)

"Yes, I've robbed, I've killed and
maimed. I've taken drugs, betrayed
friends and had improper thoughts just
like everybody does. But | don't let it
define who | am. My tender womanly
heart, my unwavering faith in Jesus,
these things are more important than
who | slay or cripple or what | steal
from them.”

A walking H-Bomb with a temperament to match.
She's the team's de facto leader, largely becduase s
could kill any of the others without much difficult

She once used the alias "Winter Steel" but too
many people started calling her "Nuclear Winteo', s
she changed it. She'll probably change it agag® on
enough people point out how much her current name
sounds like a racehorse (or a stripper). Perhagh s
be "Angel Blayze" next.

Self-absorbed and melodramatic, her hairgela
her makeup is overdone, she wears boots with stx-in
heels in the middle of combat. She likes to téléa
herself in the third person, as ffWvho is Cimarron
Starr? Woman of mystery, with a heart as wide as th
Texas sky and as warm as the prairie winetc:

Cimarron Starr is a Christian, as she will glyu
tell anyone who cares to listen, although this dibes
stop her from getting drunk, stealing someone's
boyfriend or robbing banks. She can be manipulated
through her beliefs, although you won't ever be &bl
convince her that she is wrong or that anythiriteis
fault. It would, for example, be easy to convihes
that she shouldn't steal from a bank owned by a
televangelist, or that she shouldn't trust someone

because they haven't been "saved."

Saved or not, her life is dysfunctional mess.
Whenever the Player Characters encounter hersshe i
screaming at some former friend on her cell phone,
even if she is walking into combat. Unfortunately,
she's radioactive and her powers interfere with cel
phones when she gets mad. This does not imprave he
mood.

Although she is easily the most powerful membe
of the group, Cimarron Starr is so used to being
mistreated by the men in her life that she'll guiaith
an amazing amount of emotional abuse from her
boyfriend, Johnny Black, without doing anything
worse than screaming back at him.

She claims to always fight fair, and that stoaild
never harm a child or an animal, but she mostlg say
this to annoy the Lone Star Lady. While taking
hostages and hitting people who are trying to
surrender isn’t normally her style, once the tifle o
battle turns against her she will promptly forget h
principles and become capable of anything.

She claims that her powers are a gift from God
(although it's not clear why He would want her ¢ r
banks with them) which most people assume means
that she’s a mutant. She writes startlingly baetnyo
and sometimes she recites it, too.

Adventures With Cimarron Starr:
1) This is Not a Stick-Up

Cimarron Starr walks into a bank. She’s her¢
to rob the place, she’s there to complain abouesom
extra fees that she feels shouldn’t have showmup o
her statement. She claims that there’s a special
exception to the rules that should keep her from
having to pay the extra fees—the whole thing is
complicated and she’s not very good at explaining i

Amazingly enough, she’s right. Her bank has
actually cheated her out of about $12 in total.
However, the branch manager doesn't like her tone
and recognizes her as Cimarron Starr. So hettrgps
silent alarm and claims that she’s robbing theeglac

Exasperated and indignant, she insists thatsh
not a stick-up, she’s just here for her money—hat t
cops won't listen. A standoff develops, and theyet
Characters get called in to resolve the crisis.

She will attempt to explain things to them khi
she’s fighting them, but even if they do take her
complaint seriously, how can they help her now?
She’s already taken hostages and injured police
officers. And now she’s attacking them.

After the PC’s defeat Cimarron Starr (or get
defeated by her and watch her fly angrily away) the
smirking bank manager points out that she really wa
right, but it was cheaper to call the cops thapap
her the twelve bucks.

2) This is Not a Stick-Up Either Oh, Wait...
Cimarron Starr walks back into the same bank.
She’s fuming mad, but she's not here to rob ittthie
either, she just wants to close her account arel giv
them a piece of her mind. Unfortunately, whether o
not she’s out on bail, the government has frozen he



account, and the terrified tellers can't give hey a
money.

Then the bank manager walks in and seesHher.
panics and calls the cops again.

When she hears the sirens coming for the slecon
time Cimarron Starr has had it, and decides tahlieb
place after all. She only wants the money from her
account. Plus twelve dollars.

The PCs get called in again, and find thatsshe
desperate to explain things to them. Whether she w
or loses this fight isn’t that important to her.hs
she’s really afraid of is turning up on that reasihow
about America’s stupidest criminals, for tryingrtd
the same bank twice in one week. Can they explain
things to the TV people? She doesn’t mind jail so
much, but she couldn’t bear it if she turned upghat
show.



Grease Monkey

Real Name:Miss Phoebe Klokholm
PL: 8

Str: 8 (-1) Dex: 14 (+2) Con: 10(+0) Int:
18 (+4) Wis: 15+2) Cha: 13 (+1)
Initiative: +6 Attack Bonus (Melee):+4
(+6S, Gadgetsittack Bonus (Ranged):7
(+7S, GadgetdDefense:+10/8Speed:30
Damage Save:0/+8 (Armor)Fortitude
Save:+oReflexes Savet2 Willpower
Save:+2

Skills: computers +10, Craft (Mechanical Devices)
+10, Craft (Electronics) +9, Disable Device +9, @pe
Lock +9, Repair +10, Science (Robotics) +10

Feats: Evasion, Expertise, Hero's Luck, Improved
Initiative, Photographic Memory, Talented (Cratft,
Robotics), Talented (Computers, Repair), Talented
(Disable Device, Open Lock)

Equipment: Toolkit (Effect: Gadgets +8; Flaw:
Device; Source: Super-Science; Cost 1pt; Total)8pts
Armored Coveralls (Effect: 8 points of armor; Cast
pt; Total 8pts), Small Can of Anti-Antagonist Spray
(Effect: Weapon, does PL 7 Stun)

“Yes, I'm sorry to hear that, Ms. Starr.
It is difficult when people don't
understand you. Would you like to look
at these schematics for the new death
ray? Would that cheer you up a little?”

An occasional member of the Good-Time Boys,
she's a gadgeteer for hire and works with them
whenever Cimarron Starr decides that they need a
technical expert. She looks a little like a ferridie
Goodwrench and wears mechanics' coveralls, which
are always spotless and neatly pressed.

Nobody really knows much about the Grease
Monkey's background. She works out of Dallas, New
York and Berlin and has no detectable accent of any
kind. Professional, polite, a little reserved; trease
Monkey stays carefully aloof from the crazy soap
opera which is the Corpus Christi Good-Time Boys,
and as a result is everyone's favorite team-male.
of the others bring their problems to her evenyyall
pouring out all the latest developments, while she
makes neutral remarks and pretends to listen.

She’s not unattractive physically, but withr Qaiet
personality, short, sensible ponytail and compkstk
of makeup, she’s the very opposite of Johnny Btack
the Texas Twister’s “type”, so neither one has yet
made a pass at her. If either one of them did, she
would simply ignore it, and avoid ever being alone
with them again.

No killer herself, she probably wouldn't raeey

objections if her teammates killed someone in faint
her. She tries to avoid the messy side of being a
supervillain, but she’s aware that unfortunategsin
sometimes happen.

Her detachment does have limits, however. She
would not participate in any plan that involvedikg
a lot of innocent people, taking hostages or angthi
as stupid as world domination. While she is agmd
wouldn’t betray her employer for money, if you agke
her to help unleash a killer virus on Houston shoalldi
the cops.

Superhumanly adept at finding new uses for
existing technology, her genius is practical rathan
theoretical. She doesn't invent new technology
outright, or create blatantly impossible machines.

She’s more the kind of person you'd have Ihsta
rocket engines and flamethrowers on your wonder-car
than the kind who would build you a weather-control
device or an earthquake machine. However, if you
were to give her a weather control device, shejdré
it out in a flash and could probably improve on its
design. She could rebuild or reprogram a giant
combat robot (in fact she has—see Doctor Destructor
later in this section) but she lacks the financial
resources to build one from scratch. Nor does she
have access to the kind of money and manpower
required to build giant death rays or the kindasier
you'd use to write your name on the moon. Offar he
that kind of money and the plans for a giant deayh
and she’d certainly be intrigued.

Adventures With Grease Monkey:

1) Monkey Business

The Grease Monkey takes on an emergency job in
the Player Characters’ home city. A gang of cheap
hoodlums has found a warbot lying unused in a
government warehouse. They have instructed it to
steal a huge gun safe from a store that sellsfirea
and model trains.

The warbot does as they ask, walks into the st
with them and rips the safe out of the wall.
Unfortunately, when it's carrying the safe it's too
heavy for the floor to hold. The robot takes thstsps
and falls halfway through the floor.

This makes it think it's under attack, andiates a
combat sequence that the gang doesn’t have the
passwords to countermand. In this mode it willasho
anything that moves, so its erstwhile masters find
themselves pinned down, frozen in place.

Fortunately, one of them is facing a wall witgis
happens, and he knows the Grease Monkey's phone
number. He carefully dials her up on his cell pon
trying to move as little as possible, explainsrnibture
of the problem and offers to hire her on a shartite
basis to get them out of it.

She agrees, but she isn’t anywhere nearbyt and
takes her nearly six hours to get there. In the
meantime, the police have surrounded the buildity a
the PCs have arrived at the scene.

The warbot attacks anybody who gets too dose



the building and there is a strong risk of collater
damage—there are apartments directly above the shop
and no one can get out of them until the warbat get
deactivated.

As the PCs are trying to figure out what to tthe
Grease Monkey appears out of nowhere and politely
explains to the PCs that she’s here to fix the lprab
but she will need their help getting inside. She ca
indeed deactivate the robot, once she gets a katk a
serial number, and she can even help make it light
enough to get out of the floor (by cracking theesaf
and taking the guns out). She will however needeso
assistance getting into the building without beshgt,
and getting out again without being arrested.

2) The Death Ray, the Monkey and the Six Dollar
Man

The Grease Monkey receives a set of plana for
giant death ray from a mysterious patron who wishes
to remain anonymous. She is intrigued, and althoug
she doesn’t have anything like the resources reduir
to construct a full-sized working prototype, shddsu
a small model and finds that it does indeed workd-an
violates a number of established principles of fusys
in doing so.

Then the anonymous patron gets back in tondh a
suggests that she talk her friends the Corpus tChris
Good Time Boys into stealing enough money to pay
for building a full-sized ray. The patron can poi
some manpower and some design contacts if she can
put up the funds, and he knows the location ofld go
shipment that would pay for about half of the entir
project. He promises a very high return on the
investment.

The Grease Monkey is no fool and immediately
suspects that the patron intends use the ray tafpul
some major act of extortion or something even worse
She tries to notify the authorities, but they wdisten
to her, so she contacts the Player Characters.

The patron is going to rendezvous with hentrig
after the gold shipment heist to discuss furthangl
They can probably intercept him and take him down
there.

Things are worse than she realizes. Her pégro
the loathsome cyborg assassin who calls himself the
Six Dollar Man (or someone equally treacherous and
despicable). He stole the plans from someone much
bigger and scarier than himself. Use the biggest
meanest evil gadgeeter or world-conquering arch-
villain in your campaign. Or, make it the Hammer of
Doom (see page 48) or perhaps a cabal of doddering
old Nazis in South America.

The Six Dollar Man has no interest in using th
plans himself, which he’s sure would get him killed
once their owner finds out who took them. His real
target is the gold shipment.

He learned about the shipment from an unr¢tlate
source (his most recent girlfriend worked for thésS
bank that is transporting the gold) and while it
sounded like a great idea to rob it, this also dedn
like a lot of hard work. Much easier to get soneon
else to steal it for him.

But killing off the Corpus Christi Good-Timeois
also seemed like it would take too much effort, so
instead he has tipped off the owner of the plamg w
is sending a hit squad to intercept them after they
knock over the gold shipment at the rendezvoustpoin
he picked out for them.

They'll probably do each other a lot of damage
and he can then finish off whoever is left and walk
away with the gold. But he hasn't counted on tls P
getting involved.



Doctor Destructor,

aka Murder Machine
Real Name:Unknown
PL: 10

Str: 20(+5) Dex: 14 (+2) Con: 20 (+5)
Int: 14 +2) Wis: 10(+0) Cha: 14 (+2)
Initiative: +2 Attack Bonus (Melee):+11
(+15 S PpunchAttack Bonus (Ranged)#s
Defense:+16/+14Speed:30

Damage Savex4 Fortitude Save:+4
Reflexes Savet2Willpower Save: +1

Skills: Diplomacy +5, Knowledge (Fine Wines) +3

Feats: Durability, Immunity (Aging, Critical Hits,
Disease, Poison, Pressure, Starvation, Suffocgtion,
Sidekick ("The Grease Monkey" PL 8, see individual
description below).

Powers: Gadgets +5 (1pt), Super-Strength +10
(Extras: Protection; Cost 5 pts)

Equipment: Vehicle (Doctor Desructor rides
concealed in the back of a specially modified
motorhome, piloted by the Grease Monkey; it has 7
Movement Ranks [top speed of 128 mph], a Hardness
of 11, and 7 points of Armor)
Weaknessesbisturbing (looks like a hulking
great killer robot)

“Good afternoon! I'm afraid we are
going to have to have to smash open
your vault and take all the money. |
hope you'll accept my apologies in
advance, as well as my condolences for
any loss of life you may suffer during the
course of the robbery. If it's any
consolation to you, my meteorological
indicators show that it will be a lovely
day tomorrow.”

Doctor Destructor is the Grease Monkey's fior
gadget. A huge killer robot with a Harvard accamd
no memory of his past, he doesn't know if "Doctor
Destructor"” is really his name, or if it's just witae
Grease Monkey calls him. We don't know who built
him or where she found him, but he's definitelysher
and is somehow compelled to follow her orders
whether he wants to or not. She is clearly prduteo
favorite toy and is forever fussing over him, tirikg
with him and adjusting his systems.

Doctor Destructor is as friendly and persoead a
big killer robot can be, allthough his ridiculouslkea
Grammer voice does tend to set his teammates' teeth
on edge. He doesn't have a lot of built-in weapon

systems, but he's ideal for things like tippingrove
armored cars and throwing police cruisers at pogsui
superheroes.

He always greets his enemies politely, alveays
"please" and "thank you". If he hurls a tank at ye
will probably say "excuse me" as he does it.

Doctor Destructor regrets commiting acts ofdta
and savagery, but there doesn't seem to be much he
can do about it, so he attempts to maintain a @heer
outlook. He reads the New York Times and the Utne
Reader, and wishes he had time to learn golf.

Adventures With Doctor Destructor:

Rampaging Robot Reunion

The Grease Monkey gives Dr. Destructor a hmok
crime, in hopes that he will learn more about being
criminal. He halfheartedly peruses it, and finds a
picture of the robot gangster known as Johnny
Machine, AKA the Steel Deuce. See page 105 for a
lengthy description of this unpleasant individual.

He looks weirdly familiar to Doctor Destrugtor
who grows very interested in whether or not thelSte
Deuce might know something about his own origins.
So Doctor Destructor has himself shipped to a rando
address in Brooklyn, the town where Johnny Machine
operates.

When the truck drops him off and he burstsabut
his shipping container, the addressee protesthiéhat
didn’t order no giant killer robot and he ain't pay
for no giant killer robot. Doctor Destructor apgizes
for the inconvenience, thanks him for his time and
lumbers off to find Johnny Machine. The addressee
places a complaint with his city councilman, which
makes its way to the PCs and draws them into tbe ca
if nothing else has.

When the Steel Deuce hears that a big whussy
robot is walking around the neighborhood showing
people his picture, he figures his weird brother
Guiseppe must somehow be back from the dead and
goes off to find him and put him put of his misery.

The Steel Deuce has correctly guessed Dr.
Destructor’s real identity. Guiseppe’s centralifra
unit survived his brother Johnny’s assault and the
Grease Monkey somehow acquired it, years latee Sh
already had a chassis for a giant battle robotnbut
brain. She put the two of them together and they
worked just dandy, apart from a little amnesia.

The Steel Deuce walks down the street withdeur
in his eye. He smashed Guiseppe into little pieces
once and he’ll do it again. But when he sees higw b
his kid brother has grown, he takes to his heels
instead.

Once Doctor Destructor chases down the Steel
Deuce and gets the whole story out of him, he thank
him for his time and goes away. He’s not interéte
revenge. He just wanted to know.



The Texas Twister

Real Name:Donnie Craven
PL: 10

Str: 14 (+2) Dex: 13(+1) Con: 14 (+2)
Int: 10(+0) Wis: 10(+0) Cha: 12 (+1)
Initiative: +1Attack Bonus (Melee):+6
Attack Bonus (Ranged)#5Defense:
+15/14Speed:30

Damage Save:4 Fortitude Save:+4
Reflexes Save+sWillpower Save: +0

Skills: Acrobatics +8, Balance +8, Bluff +4, Climb
+6, Forgery +4, Hide +4, Intimidate +4, Jump +6,
Knowledge (Texas criminal underground) +4, Listen
+4, Repair +8, Spot +8, Swim +5

Feats: Great Fortitude, Identity Change, Instant
Stand, Lightning Reflexes, Power Immunity,
Toughness

Powers: Energy Field +10 (Extras: Explosive
Effect [Energy Field Covers a circular area up@o 5
feet in diameter], Variable Effect [the Twister can
increase the field up to a 50 foot diameter or remht

it to no range at all as a free action], Variabiie&

[the Twister can also decide whether to do Stun or
Lethal damage with this attack, depending on how
much hard and/or sharp debris his vortex has picked
up] Obscure [Flaw: Only Partial Obscurement],
Protection [Flaw: does not protect against light or
radiation-based attacks], Shockwave [Anyone caught
in the Energy Field must make a Strength or Detyteri
check, whichever is higher, against the power ef th
field, or be rendered Prone], Telekinesis [Anyone
rendered Prone by the Shockwave is swept 10 feet in
counterclockwise direction from where they were
standing; Flaw: only works on targets that havenbee
knocked down by the Energy Field]; Cost: 6pts),
Sensory Protection +10 (Cost: 1pt)

Equipment: Armor +4

WeaknessesBerzerker
Quirk: Flies into a rage if anyone mocks or insults his
hairstyle.

“I'm a whirlwind a’ beefcake with a side
order a’ mean an’ hash browns a’
grievous bodily harm! Yee-ha!”

Yet another bad result of the IF Foundation's

research into psychic enhancement drugs. The Texas

Twister looked at first like one of their few real
successes. A powerful telekinetic, but unablexete
any fine control over his power, he couldn' lift
anything or manipulate objects with his mind, beit h
was able to generate a kind of swirling destructive
maelstrom which surrounded the spot where he was
standing.

This was good enough for IF, which tried th se
him to the Department of Defense as a superhero.
They didn't pick up the program, but the State of
Texas was just then trying to assemble a supepgrou
of its own (the "Lone Star Rangers") and bought him
at a discount.

Alas, he was much too angry and violent to be
useable and was kicked out almost at once. Hedrift
into crime and got locked up for trying to rob gdty
Wiggly in Brownsville.

During the two years he spent in prison, hetad
corresponding with Supervillainess known as
Cimarron Starr, who was also incarcerated at the.ti
When they both got out, they struck up a relatignsh
and then a partnership in crime. They made a good
couple. He's almost as childish, self-absorbed and
melodramatic as she is.

Anyone who spends much time with the Texas
Twister won't be surprised to hear how he got kitke
out of the Rangers—the man is a blatant menace to
himself and everyone around him. Prone to
frightening temper tantrums, he's a furious whinlgvi
of rage and always seems to be holding back a
murderous outburst. Whenever he throws a fit,
someone is almost sure to die. He is not however
devoid of conscience and feels really bad abolihgil
people, until loses his temper and does it again.

He seems to be making a valiant if doomedrgite
to control his anger. The crazy, dysfunctional
atmosphere in the Good-Time Boys does not help.

Cimarron Starr's former boyfriend, he's how
involved with the Lone Star Lady. He’s passionate
about his new girlfriend, but she’s still complgtel
hung up on her ex-boyfriend, Johnny Black. This has
caused more than a little friction. Putting up with
Johnny Black's craziness hasn't been easy for him,
either. Only the calming influence of Mr. Fist athe
fact that Cimarron Starr could easily kill the Tteis
has kept him from doing something fatal to one or
another of his teammates.

You would think that the IF Foundation would
know better than to give a violent sociopath
superhuman powers, but the fact is that they weste j
recruiting their test subjects from the general pbo
guys who turn themselves in for paid medical
experiments. They barely even bothered with a
background check.

If they had paid more attention, they wouldéna
hastily sought another candidate. The Twister leanb
in and out of jail on assault charges since he was
fifteen.

One word of warning about his hair. The Terist
is extremely touchy and proud about his haircue. H
thinks his hairstyle is called "bad-ass hair" bseau
he's never heard the term "mullet” and that it rmake
him a rebel (instead of a guy whose life peakeugh
school). He threw the tantrum which got him kicked
out of the Lone Star Rangers when they asked him to
update his haircut and he's grown more sensitivatab
it since then. The Twister is quite capable dfrigl
people for disrespecting his hair, although tochéslit
he'll feel pretty sorry about it afterwards.



Adventures With Texas Twister:

1) Twisted!

The Texas Twister has had another one of his
temper tantrums, and killed a Houston TV reporter
who made a crack about his haircut. This time the
Twister has finally had enough—he intends to turn
himself in to the Player Characters and take his
punishment.

If he doesn’t know how to get in touch witle th
Player Characters, then he will go out into thedisid
of a field somewhere and create the biggest twister
can make, holding it in place until the authoritizise
notice. He tells the cops and the media, if theyns
up before the PCs, that he will only surrendeh® t
PCs themselves. He’s frankly a little scared ef th
treatment the Texas state authorities might giue hi
He intends to die for his crime, but he wants tat do
a dignified, official setting, not in the back opalice
cruiser.

If the Texas Twister has never actually metRICs
before then he’s heard about them, possibly sesm th
on the news, and he thinks of them as good, fair,
trustworthy guys. There should be some anxiety on
your players’ minds about whether or not this might
be some kind of a trap, but it's not.

However, while the PCs are transporting him to
jail, it comes out that his victim didn’t actuatiye—
she’s in stable condition at a Houston hospitaliand
expected to recover. The Twister suddenly chaniges h
mind about going back to jail and will do his best
break loose and lead the PCs on a cross-countsgcha

Worse, the rest of the Corpus Christi Goodé'im
Boys may show up and accuse the PCs of having used
some kind of mind control on the Texas Twiuster to
make him turn himself in. They will want to rescue
their comrade, but also to make the PCs suffethior
insult.

2) | Shouldn’t be Wearing White and You Can’t
Afford no Ring

The Texas Twister asks the Lone Star Lady to
marry him. She agrees, hoping it will get Johnny
Black’s attention.

But for his part, the Texas Twister is eageavoid
letting Johnny know anything about the wedding, for
fear that it might provoke the kind of lethal
confrontation he’s been trying to avoid. He is
determined to kill no more of the people he knows
(not even Johnny Black) and this time he’s going to
stick toit.

In an effort to do this discreetly, he hasida tiny
wedding chapel down near Brownsville where nobody
knows them. He wants to have a best man. It won’t
feel real enough if nobody else even knows about it
will be like his wedding never even happened. But
where to find a best man who would never blab to
anyone on the team?

On impulse, the Twister asks one of the PCs—
preferably one who hates Johnny Black. Can they
have a truce, he asks? Just long enough for hgatto
married, just so somebody else was there and

witnessed the thing.

Alas, complications ensue. On the morninthef
big day, the bride is banging on the door of Johnny
Black’s mobile home, crying and screaming and
begging him to come out and see her. When she
doesn’t appear at the wedding chapel, the Texas
Twister will blame the PCs, accusing them of
kidnapping his bride for some nefarious purposés Th
happens whether or not a PC agreed to stand iis as h
best man.

If the GM is feeling particularly mischievouben
just as a fight is about to break out, Johnny Black
bursts into the room, spoiling for a piece of tlexds
Twister. And then perhaps Cimarron Starr barges in
furious with all parties and everyone starts hiftin
everyone.



Mr. Fist

Real Name:Winton Casey Bunyard
PL: 11

Str: 18 (+4) Dex: 20(+5) Con: 16 (+3)

Int: 12(+1) Wis: 12(+1) Cha: 14 (+2)
Initiative: +9 Attack Bonus (Melee):+11
Attack Bonus (Ranged)#12Defense:
+21/+21Speed:30

Damage Save:3/+5 (Evasionf-ortitude
Save:+3Reflexes Savet7 Willpower
Save:+3

Skills: Acrobatics +10, Balance +10, Bluff +4,
Drive +9, Escape Artist +5, Hide +10, Jump +6,
Knowledge (Criminal Lore) +4, Listen +5, Move
Silently +10, Sense Motive +7, Spot +5, Taunt +8

Feats: Assessment, Blind-Fight, Dodge, Evasion,
Expertise, Improved Disarm, Improved Initiative,
Improved Trip, Infamy, Instant Stand, Iron Will,
Leadership, Lightning Reflexes, Power Attack, Rapid
Strike, Surprise Strike, Takedown Attack

Powers: Combat Sense +5 (Source: Training, Cost:
1pt)

“Just what | wanted for my birthday, a
fight! And it ain’t even my birthday!”

An older, wiser criminal than most of the Good
Time Boys, Mr. Fist is a kind of surrogate father t
them all.

A legendary pugilist, he has ranged all actss
West for a quarter of a century, competing in élleg
bare-knuckle brawls. He's the undisputed champion
of that world. The Michael Jordan or Muhammed Ali
of dirty fighting, one of America's great unsung
athletes. In between bouts, he steals, when liérisn
jail. There are less fights than there used to be,
"Ultimate Fighting" videos are killing the markdt,o
so he supports himself more and more through rgbber
these days.

Cimmarron Starr hires him for big jobs, wresth

she strictly speaking needs an unarmed combattexper

or not. The Good-Time Boys think it's cool to get t
hang out with Mr. Fist, and he exerts a calming
influence on the group. Everyone wants to look Bk
pro around him, so they misbehave less.

Mr. Fist is surprisingly short, scarred up aal
His hair is starting to get thin and gray, soméief
teeth are missing and some are made of gold.desb
years since he’s gotten any new tattoos and the old
ones are starting to blur and fade. His voice deun
like he smokes cigarettes with broken glass in them
He affects a grizzled handlebar moustache.

Despite his stern voice and grim appearanse he
actually quite friendly with younger criminals,
concerned and sympathetic about people's problems,

eager to hold forth and explain how to be a good
crook.

A seasoned professional, he has a personalafod
ethics and would never abandon or betray a team-
mate, never show up late for a job or show up drunk
Mr. Fist has had to kill people on a number of
occasions, but he doesn't enjoy it and won't dfdi
can avoid it. He might take a hostage if he absbtjut
has to, but he would never actually kill them. s
criminal to the core, has spent half of his lifgaih
and knows that he'll never lead a normal existence
now. Yet he's determined to be as good a guy as he
can. Beware of taking too much of his advice--hg ma
have grown up a little by now, but he didn't geeveh
he is today by being mature and responsible.

Mr. Fist has no fixed abode. He was a bikeiaf
while but the codes and rituals of that world dignit
him, so these days he rides the rails like aniote-t
hobo. He usually shows up by hopping off a freight
train, down at the Corpus Christi railyards.

Adventures With Mr. Fist:

1) What, Me Worry?

Mr. Fist is visiting the supermarket, browsing
through biker magazines and the latest issue of Mad
when three thugs decide to hold the place up. That
doesn’t bother Mr. Fist—maybe he’ll get to keep the
magazines for free.

But these three robbers are incompetent and
bloodthirsty, the heist rapidly turns into a hostag
situation and then starts sliding toward a bloodbat
The cops besiege the store, the robbers startgilli
hostages and Mr. Fist starts getting disgusted.

When the PCs arrive outside, he text-messages
them on a cell-phone he finds lying around, legsth
know he’s hiding in the magazine section and aisks i
he can help.

The three thieves are Lonnie Biggs, Pennsidvan
Pete and his girlfriend Mountain Mama Annie. All
three are killers, but the shy, quiet one called
Mountain Momma Annie is particularly casual about
taking human life and her boyfriend does whatether s
says.

Lonnie Biggs is a violent loudmouth, but he’s
beginning to wonder if it was really a good ideayéd
involved with these two. He’s not dumb enough to
question their actions, though. If Lonnie sees@\n
supervillain like Mr. Fist decimating his friendben
despite his bluster he’s likely to make a run for i

Once the situation is resolved, Mr. Fist watiempt
to slip past the Player Characters before they can
apprehend him.

2) Little Marvin and Her Uncle Fist
Mr. Fist pays a visit to some old biker frisnd/Ve
purposefully won't specify which state they live go
as to make it easier to work into your campaign.
Unfortunately, Mr. Fist's old buddy Big Marvin
Goines has ripped off a crank lab owned by a pawerf
gang of outlaw bikers known as Satan’s Little Hedpe



These guys are bad, bad news, and they areni just
local organization, they're a national club—a real
organized crime family. Mr. Fist cautions Big Miarv
to make himself as scarce as possible, but he won'’t
listen and anyway it's too late.

That very night, Satan’s Little Helpers shgwand
riddle Big Marvin's shack with bullets. Mr. Fishly
survives because of his habit of sleeping outsite.
he picks through the wreckage the cops arrive hand
has to run for his life with the massacre’s onlysst
survivor—an eleven month old girl.

Mr. Fist flees cross country, by freight train
hitchhiking and by stolen motorcycle, with the baby
slung across his back, trying to cope with the detsa
of unexpected fatherhood as he struggles to kesap th
both alive and one step ahead of the law. Will the
Player Characters catch him before he gets to M@xic
Will Satan’s Little Helpers?



Lone Star Lady

Real Name:Patience Coyle
PL: 10

Str: 12 (+1) Dex: 14 (+2) Con: 20 (+5)
Int: 10(+0) Wis: 12 (+1) Cha: 12 (+1)
Initiative: +2 Attack Bonus (Melee):+6
Attack Bonus (Ranged):7 Defense:
+20/+18Speed:30/35 (Flight)

Damage Savess Fortitude Save:+5
Reflexes Savet2Willpower Save: +1

Skills: Hide +8, Knowledge (Soap Operas) +5,
Move Silently +8

Feats: Darkvision, Durability, Immunity (Cold,
Heat, Starvation, Suffocation)

Powers: Flight +7 (Cost: 2pts), Drain +10 (Extra:
Ranged; Power Stunt: Penetrating Attack x2; Cost
3pts), Protection +10 (Cost 2pts)

“Oh yeah, like you never killed no kids
before!”

A whiner, a complainer and a heartless kitber
boot, the Lone Star Lady is probably the worst
member of the Corpus Christi Good-Time Boys, and
certainly the most annoying. Sulky, sullen and
underhanded, she constantly gripes about everything
so lost in her own self-pity that she’s capable of
almost any thoughtless crime. She holds grudges ov
tiny things and will bring up some minor unfairness
that she once suffered years after the fact.

The Lone Star Lady dresses like a trashy Vegas
lounge act, but that’s just because Johnny Black
designed her costume—she’s actually rather shy.
Cimarron Star picks on her and stole her boyfriend,
but the Lone Star Lady is at least as angry wittfdre
taking a code-name that sounds too much like her
own. She’s convinced that Cimarron Starr did it on
purpose, and she may even be right. Johnny Black
and the Texas Twister look down on her too, and she
almost seems to invite their abuse.

Wanted for the cold-blooded execution of six
elementary school kids during a hostage situation i
Beaumont, the Lone Star Lady resents the way her
teammates constantly throw that dishonorable ciime
her face. Like it makes them better than her.’sShe
too codependent to even think of harming or leaving
the teammates who emotionally abuse her, although
she’s capable of killing just about anyone elsdouit
thinking twice.

Her origins are murky. Although she appearsa
in her early twenties, she’s actually closer tdgig
five. She was buried alive by her kin back in tB80s
for some awful, sneaky act of treachery and in 1988
she rose from her grave, suddenly able to fly and t
draw the life force out of anyone within reachs |

uncertain whether she’s a creature of supernatuil
or just a really odd mutation. We do know that she
drifted into stripping, and then making "amateualia
movies in Galveston, where she met and fell in love
with Johnny Black.

He was already obsessed with Johnny Ringo, and
with finding that legendary killer's gun. And itgt so
happened that she knew where it could be found.

Lovers and partners in crime, the two of them
rampaged across southeastern Texas in fine fashion
until they met up with the Twister and CimarronrBta
Johnny Black promptly threw his murderous, whiny
doormat girlfriend over for the wild and tempestsiou
Ms. Starr. The Lone Star Lady took up with theedl
Texas Twister by way of revenge, but she’s still
completely obsessed with Johnny Black and desperate
to get his attention.

Barely literate, tasteless and crass, shée tiad’
Texas on a map, doesn’t know cheese doodles from
filet mignon and doesn’t want to know.

The Lone Star Lady’s willful ignorance and
whining self-absorption have actually helped hexpad
to the present day. She’s not really interestetién
world around her, so she can't really be shocket. by
She takes no pleasure from listening to musichso s
can't feel alienated by how much it has changedesin
the 1930s. She likes soap operas, but has noshiere
knowing how the TV is able to dispense them. She
has no idea how a cell phone works, but she doesn’t
want to know any more than how to use one to pester
Johnny Black.

By now she has more or less completely
assimilated into the 21st century. She barely
remembers her former life, and doesn'’t really wish

Adventures With the Lone Star Lady:

Jilted by the Devil

The Lone Star Lady has a dream, in which the
Devil tells her he will come for her in three dayShe
wakes up terrified, and determined to reform hdr ev
ways.

She has thee days in which to put things gttt
everyone she has wronged. She decides to start wit
the Player Characters, and either tracks them aown
creates some kind of public incident to draw their
attention. If they don't attack her on sight, sik
explain why she has come to see them. However, she
doesn’t have any idea how to set things right whith
PCs—in fact she didn't think that far ahead. CGeeyt
think of anything?

Whatever they suggest, she whines that it @voul
take far too long, she has so many people to mpke u
with, and only three days to doit. She beginssto
all the terrible things she has done (the GM can
generate some black humor by making her list of
atrocities ridiculously long and foul) and befole's
even halfway through, she realizes her mistake.
There’s no way she can ever make up with all those
people in three days.

Another plan occurs to her, and she abrufidy f



away. Since she’s going to Hell anyway, she may as
well take as many people with her as she can. sénd
she goes off to poison the nearest city reservoir.

Whether or not the PCs can stop her in titne, t
devil never shows up. Perhaps he didn’t want ber s
once he got a better look at it.



Jim Dandy

Real Name:Does not remember, may
not have one.
PL: 10

Str: 14 (+2) Dex: 18(+4) Con: 14 (+2)
Int: 14 (+2) Wis: 13(+1) Cha: 18 (+4)
Initiative: +4 Attack Bonus (Melee):+12
Attack Bonus (Ranged)#14Defense:
+24/+20Speed:30

Damage Saves:2 Fortitude Save:+2
Reflexes Saveta Willpower Save: +1

Skills: Diplomacy +4, Handle Animal +9, Hide +5,
Survival +9

Feats: Far Shot, Immunity (Aging), Point-Blank
shot, Quick-Draw, Sidekick (Boy Howdy; PL 9),
Tracking

Powers: Incorporeal (Affected by Mentally-Based
attacks) +10 (Extra: Immune to Disease, Poison,
Pressure, Starvation, and Suffocation while
Incorporeal: Cost: 3pts)

Equipment: Lariat (Snare +10; Flaw: Device;
Cost 1pt), Pistol (Weapon +5; Extra: Variable daenag
[fires spectral bullets that can pass through ahgett
and Stun them, or materialize and punch holes gfrou
them]; Cost: 2pts)

WeaknessesNaive
Quirk: Foolishly loyal to associates, even when it is
severely contrary to his advantage.

Jim Dandy and Boy Howdy got themselves kikked
couple of years back, but if for some reason yadne
their stats, here they are.

Jim Dandy was as laid back, fun-loving anddyoo
natured as any professional criminal you'd be kel
meet. It was almost impossible to get him riled-ghe
laugh off insults and shrug at threats. Boy Howdg
much the same, but even more lazy and even less
inclined to plan ahead.

They used to stick up travelers on the road, a
occasionally knock over isolated businesses. &iyen
and congenial robbers, they were always at pains to
put their victims at ease and to keep from upggttin
them too badly.

We don't really know much about their origibsit
we do know that they lived the life of Texas outtaw
for a hundred and fifty years. They ranged alaog
down the gulf coast, camping out in the wilderrfess
the most part, coming into town only to buy supplie
or steal things as needed. Sometimes their victims
would be the only people they had spoken with in
weeks, so they were always eager to make
conversation and share news.

Only very slowly did they realize how much the
world was changing. Some time in the 1950s they
began robbing isolated gas stations and liquoestas

well as travelers, and later the spread of allhigh
convenience stores became a positive bonanzador th
two of them. As the open country vanished, they
spent more time living in cheap motels, which they
had to admit was a lot more comfortable than campin
out on the range, even though it cost more.

In the 1990s Jim Dandy found out about
supervillains, realized that he was one, and sedfer
completely uncharacteristic attack of hubris. dsw
time to do the responsible thing, he decided—tavgro
up, be a man and get serious about his criminakcar
For his part, Boy Howdy went along with whatever
Jim Dandy said.

They set about trying to put together a supaiv
team, which they understood was what one did. Jim
Dandy hired an unarmed combat expert he knew
slightly, called Mr. Fist (they had seen Mr. Fightt a
few times down at the railyards and had talkedno h
a little). He in turn put them in touch with theease
Monkey, who brought her giant killer robot into the
team with her. The five of them became the origina
Corpus Christi Good Time Boys, robbed a bank or two
and then discovered the hard way that they didneh
the raw power required to stand up to a superhero
team.

After some searching they located CimarromrSta
(who still called herself “Winter Steele” in thodays)
and she shortly brought her boyfriend, the Texas
Twister, into the group. This gave them all thevep
they needed, and then some.

The team got along fairly well in the earlysla
Jim Dandy and Boy Howdy didn’t let Cimarron
Starr's obnoxious temperament bother them, and they
were a calming influence on the tormented Texas
Twister.

The future looked bright, until the eveningnJi
Dandy decided to knock over one last liquor store f
old times sake. People say he did it out of fafce
habit, and it is certainly true that he didn’t nekd
money. It may however also be the case that hétdid
feel comfortable with his new life, that his new
ambitions didn’t wholly satisfy him and that hetfel
nostalgic for the old days. We'll probably never
know. We do know that Jim Dandy and Boy Howdy
walked into the store just after midnight, robbleel t
place, and spent a few minutes making conversation
with the clerk, who then shot them both in the bask
they walked out the door, and killed them.



Boy Howdy

Real Name:Does not remember, may
not have one.
PL: 9

Str: 14 (+1) Dex: 18(+4) Con: 14 (+2) Int:
14 (+2) Wis: 12 (+1) Cha: 16(+3)
Initiative: +6 Attack Bonus (Melee):+11
Attack Bonus (Ranged)#13Defense:
+23/+19Speed:30

Damage Saves:2 Fortitude Save:+2
Reflexes Saveta Willpower Save: +1

Skills: Handle Animal +9, Hide +5, Performance
(Harmonica) +7, Survival +8

Feats: Far Shot, Immunity (Aging), Improved
Initiative, Point-Blank Shot, Quick-Draw, Tracking
Powers: Incorporeal (Affected by Mentally-Based
attacks) +9 (Extra: Ghost Touch: Cost: 3pts)
Equipment: Lariat (Snare +9; Flaw: Device; Cost
1pt), Pistol (Weapon +4; Extra: Variable damage
[fires spectral bullets that can pass through ahgett
and Stun them, or materialize and punch holes gfrou
them]; Cost: 2pts)

WeaknessesNaive

Quirk: Can' do lethal damage to anyone unless they
have attacked him first.



The Four Deuces

Membership: Double Deuce (a hot tempered

little psychopath with the abilty to see the wealnfs

in everything), the Steel Deuce (aka Johnny Machine
a robot who pursues a life of crime around thekcloc
with inhuman mechanical determination), Lady Deuce
(a kid-killing murderess with the ability to dampen
superhuman powers), Diamond Deuce (a witless,
wife-beating, super-strong flying thug), the Ace of
Wounds (one of America's greatest commandoes, how
fallen on hard times and forced to fall in with thes

of the Four Deuces) and sometimes Bones (zoot-suit
wearing master criminal from the 1930s, who hanbee
blessed by the forces of death and paints hislifeza
skull). That's more than four, of course, but who'
counting?

The Four Deuces are a tight-knit professicnav
of super-criminals, based in Brooklyn. None of them
are “Made Men”, but the team is deeply intertwined
with the New York Mafia and they know that world
very well.

Founded by the infamous gangster supervillain
who calls himself “Bones”, they've terrorized thew
York City metropolitan area, in a low-key kind of
way, for nearly twenty years—Ilonger than almost any
other supervillain team. They owe their longeeind
success to careful planning, solid organizatiokitlss
and to the fact that the team’s two core members
always kill off the new guys before they've haddim
to betray them.

They are careful about who they recruit, eorey
on the team is a seasoned pro, used to working
smoothly as a unit. They never take on jobs tret a
too flashy, they keep the cops paid off, they alway
give the Mafia its cut and they never defy the loca
mob Capo.

Bones is still nominally the team’s leader &mel
boys do still give him money and visit him in pmso
from time to time, but these days he doesn't really
have much influence over what they do. His boy
sidekick, Double Deuce (now in his forties) is timdy
original team member left.

The Four Deuces mostly specialize in robbed/ a
hijacking. They like to pull a few really big jolesery
year, all up and down the East Coast. In between t
plan, rest up, tend their individual criminal sctemm
and sometimes run errands for the Mafia. They do
assassinations for hire and they may be willing to
perform bodyguard work as well, especially if the
Mob asks them to. If superheroes cause the Madia t
much grief, this is the team they'll send in topsto
them.

Threat Level: The current incarnation of the
Four Deuces is about the best and most effectiee i
up they've had. It's also lasted the longest,aalth
Double Deuce now plans to kill off its two newest
members.

Not a threat to world peace and security, thayt

have any broader goals than getting rich and ayin
that way. No individual member has the ability to
knock down skyscrapers or blow up Manhattan. Yet
they are arguably far more dangerous than a lot of
teams with much greater raw power, because they
work together so effectively and plan so well.
Everybody knows their own role, everybody does it
without question and as a result, this versiorhef t
Four Deuces works like a well-oiled machine.

Exceedingly ruthless, they won't hesitateith to
take hostages or to threaten a hero’s friends and
family. Their connections with organized crime mak
them doubly dangerous.

Organlzatlon: Bones set the rules up carefully.
There are supposed to be only four of them, and
they're supposed to name themselves after the four
deuces in a pack of cards. They aren’t supposed to
know anything at all about one another apart from
their code names.

In the eighteen years since Bones was sent eawa
prison, all of these rules have gotten weaker.rd he
are now five of them, plus Bones, they know way too
much about one another and even their names don’t
really follow the convention anymore. But thesgsl
the Deuces barely even need a set of formal rules.
Everyone already knows that they shouldn’t blab any
of the team’s secrets to outsiders, show up fapeic
late or inebriated, do things that will draw tooahu
attention to the crew, or attack a teammate while
they're on the job. The penalty for most of these
mistakes is death, although none of them would ever
be unprofessional enough to commit them (with the
possible exception of Diamond Deuce, but he’s much
too scared of the Steel Deuce to screw up in fbnt
him).

Double Deuce is the ideas man—a genius at
conceiving a heist, paranormally gifted at seeigy t
flaws in security systems, he plans nearly allrthei
crimes. Whenever the team finds itself in a combat
situation, the Ace of Wounds temporarily takes over
the leadership role. He's a superb small-uniideat,
trained by some of the best minds in the US armed
forces and he knows exactly how to use everyone’s
abilities to the greatest advantage. In all othetters,
the Steel Deuce has the final say. He’s the sstarte
and arguably the most ruthless of them, and he’s th
one all the others are scared of. He owns the bar
where they meet, he invests their money for theth an
he deals with the mob on their behalf. They knaiv n
to defy him and he in turn knows not to interfetighw
them in their areas of expertise.

Double-Deuce frequently takes on jobs outside
the crew, and the Steel Deuce constantly does—etn fa
the team is just one of his ongoing criminal
enterprises. Lady Deuce may take on the occasional
outside job, and certainly has some other identity
ready and waiting to step into the moment she kave
her comrades behind. Diamond Deuce and the Ace of
Wounds, on the other hand, have no professiomal lif
outside the team, because the former is too staupid



the latter is a pariah in the underworld.

Double Deuce and the Steel Deuce don't kéirth
own team members after every heist—that would
cause too much disruption and would force them to
constantly readjust their tactics. An average Beuc
lasts about a year until they figure he knows too
much. This version of the team has lasted alajer

than most. Their newest member, the Ace of Wounds,

has now been with them for two years. Double
Deuce’s trigger finger grows itchy...

Base of Operations:People sometimes ask
Bones how he came up with the team's name. He
always tells themi:The thing with the four deuces is,
that's a low and dirty hand that almost always wins

This may be a cool answer, but it's a lie. THzan
is actually named after the crummy waterfront bar
they hang around. A friend of Bones named Red
Morgan owned it, but more recently the Steel Deuce
bought the place.

It used the be that the “Four Deuces Lounga$ w
down by the water, far away from everything elag, b
during the boom of the 1990s the area around it got
built up. Now you reach the bar by turning down a
narrow alley into a dank and sunless courtyaridad
an unsavory reputation and the locals never ge ther
certain hours of the night.

The bar itself is surprisingly big, althoudfete
never seems to be much business. It's boothsose d
up in tacky red vinyl and there is nasty scuffedl re
carpet on the floor. The pinball machines work
indifferently. A shady looking fat Irish guy catle
“Red Junior” tends bar during the day. His eyestdon
point in the same direction and he talks too mukh.
night the bar is tended by a huge black dude with a
eyepatch and a crooked scar across one side of his
face. He never gives his name, and says nothing.

The Steel Deuce and his crew meet in the back
room, surrounded by boxes of liquor and cartons of
cigarettes. A small apartment above the bar
(reachable from the street or the back room) pesvid
living space for the Ace of Wounds and for any
hostages they may have kidnapped. There is also a
large and cluttered basement, with a concealedtunn
leading out to the water.

A trip to the basement tends to be a one-veay.d
That's usually where they kill guys, so as nota&oé
to drag them as far to the water. There are aflot
empty barrels, and a surprising number of bags of
cement down there, as well as a nasty-smellirig litt
room with a steel door, which contains nothingdut
bathtub and a shelf with a chainsaw and some bolt
cutters sitting on it. The tools are stained andted
with things you don’t want to know about.

Should superheroes chase the Four Deuces out o
their lair, they will meet in the back room of aofy
another half dozen bars, restaurants or adult
bookstores that the Steel Deuce owns, either in
Brooklyn or in Queens. The Deuces aren’'t as
comfortable in Queens as they are in Brooklyn and
won’t go there unless the heat is really on somethi
fierce. Should the Steel Deuce’s financial empire

come crashing down around his ears, leaving them
with no base of operations, they'll meet at Diamond
Deuce’s big, tacky house up in the Long Island
suburbs. Really all they need is a secluded ftace
meet, plan and possibly to kill people.

Tactics: The Ace of Wounds’ keen tactical sense
is one of the team’s greatest assets. In a combat
situation they smoothly coordinate their attacks,
backing one another up as needed.

In a typical attack pattern the Diamond Dewik
fling himself at the biggest, toughest opponent,
distracting the opposing team while everybody else
gets into position.

The Ace of Wounds will hang back and coordinat
the attack, hitting targets at a distance withshiper
rifle.

The Steel Deuce will provide cover for the enor
lightly armored team members, moving into an
offensive position when he can see that they're.saf

Double-Deuce will try to come to grips with an
opponent who would be particularly vulnerable t® hi
attack—quys in powered armor are his favorites.

Lady Deuce will coordinate her power with afe
the other low-powered members of her team, shutting
down the parahuman defenses of a target just before
the Ace of Wounds puts a bullet in them or the IStee
Deuce gouges them up. She tends not to coordinate
with Double-Deuce, since their powers have a simila
effect.

Although that's a typical pattern, they camyva
their tactics completely if it's what's called forThey
love to set ambushes, they love to hit the target b
surprise, they love to pull fake retreats that dilaev
enemy into a vulnerable position.

They will hit opponents when they're down,\thie
shoot people who are trying to surrender, theghkt
hostages if need be, they'll endanger innocenthato
the Player Characters have to go rescue them rather
than continue the fight—they play to win. Yetyhe
won’t hold their ground if it looks hopeless. Nuitl
they hang onto the loot if dropping it ensuresemawcl
getaway. There’'s always more stuff out there ¢alst

Using The Four Deuces in your

campailgn: The Four Deuces are a good recurring
nemesis for east coast campaigns. They're toudh an
durable, ready to come back for more punishment
again and again. As both thieves and mercenary
supervillains they can be involved in almost amydki

of criminal activity. Player Characters can wyfail

one of their crimes, run afoul of them while brewki

up a mob operation or face them as the minions of a
master villain or a crime boss.

Primarily an East Coast outfit, they feel most
comfortable operating in the New York metropolitan
area, and especially in what's left of the oldHrand
ltalian neighborhoods in Brooklyn. Yet if Double
Deuce sees the opportunity for a good heist, theif
Mafia sends them out to kill somebody, the crew may
find itself anywhere on earth. Diamond Deuce whine



a lot whenever they go overseas—he finds other
countries incomprehensible and terrifying, but then
again he feels the same way about Los Angeles.

Once the PCs get to know the oppositionle litt
better, you can start introducing plot complicasion
based on their back-stories. The individual chtarac
have a lot of potential plot hooks. What happensrwh
Fat Tony D’Ambrosio comes back to finish off the
Ace of Wounds? Or when Double Deuce decides it's
time to eliminate the two new team-members? Or
when Lady Deuce finally finds her long lost cousin
Miranda?

One of the best (but most complicated) wrigkle
you can add is the whole question of what's going t
happen once Bones gets out of prison. We have some
notes on that below, under Bones' individual eriity,
feel free to do whatever seems best for your cagnpai

Adventures With the Four Deuces:

1) A Contract With God

They say the Steel Deuce could corrupt God
himself, and he’s about to prove it. He finds aibut
a shipment of stuffed toys that will be passingtigh
a particular warehouse just before Christmas. These
particular toys, the “Power Ponies and Magical
Friends” are going to be this year’s top seller—by
Christmas eve every parent will be desperate te hav
one and there won'’t be any for sale. The Four Bguc
intend to help themselves to a pocket full of Power
Ponies in advance, and make a killing at Christmas
time.

But what would the Christmas season be without
God? They need a big distraction to make his plan
work, and who better than God to cause a really big
one? The Steel Deuce finds the telepathic culidea
who goes by that name (see his individual desoripti
elsewhere in this book) and smooth-talks poor weak-
willed God into going along with his plan. God lwil
appear at the Christmas Carnival across the noen f
the warehouse, cause pandemonium, draw down
enough police attention that their response tinikebsi
compromised enough for the Steel Deuce to get out
before the alarms draw them down on top of him.

Then God will hypnotize people into thinkirgey
saw all five Deuces at the carnival, right when the
robbery was taking place across the river. Igsan
bad plan, but it's God’s first major crime and he
makes hideous mistakes. He shows up too late, he
panics at the sight of the cops and orders the
mesmerized crowd to attack them. The whole affair
turns into a bloodbath, with innocent civilians and
police getting killed left and right. He also fotg¢o
implant the fake memories in anyone’s mind.

Meanwhile, because the heist started late, the
warehouse robbery gets under way before the
distraction starts, the police show up and the Four
Deuces have to kill six of them. Everyone getsyawa
but the whole debacle turns into front page ne@sd
will pay for this.

Meanwhile, God has fled back to his fortified

compound upstate, announced to his cultists tleat th
end of the world is nigh and prepared for the cgmin
siege.

The Player Characters may have gotten invoiwed
any stage in the unfolding drama, but they should
certainly arrive for the grand finale—the siege of
Heaven. Both the state and federal authorities have
surrounded the compound, they don’t work well
together and they're making a mess of it. The Four
Deuces have put a contract out on God, and who
knows what kind of supervillain scum may turn up to
collect. God has more than one hundred brainwashed
faithful who will gladly act as human shields orrga
out suicide attacks on their besiegers. And thehgs
things look like they couldn’t get any worse, theuF
Deuces enter the fray.

2) Four Deuces Beats a Full House

One of America’s mightiest heroes, Captain
Valiant himself, has been laid low by an unknown
assailant. He’s in a hospital in New York City,
unconscious, barely able to breathe.

Despite the best efforts of the NYC authosititae
news has slipped out, and the consequences could be
disastrous—who knows who or what might show up at
the hospital looking for revenge? The authoritieg
the Player Characters for help. They have a sqfiad
officers ready to protect Captain Valiant’s roorat b
they're afraid that this might just tip off his enes as
to which room he is in. Anything might be coming to
finish the job, and they might not stand a chance
against it. Whatever it is, if it felled CaptaimNant,
it's big.

For most PC groups this scenario should happen
before the players realize just what a jerk Captain
Valiant really is. However, if you think your plens
would feel conflicted about guarding somebody they
dislike, but would do their best to protect himaay,
then by all means play that card—it will make the
scenario seem much richer.

In fact the Four Deuces have knocked Captain
Valiant out of action—he surprised them robbing a
truck full of cigarettes and Double Deuce got close
enough to him to blow some powdered glass up his
nose (“Gee, | guess his lungs wasn't all that
bulletproof.”) The Deuces left him for dead, anerev
shocked to see him turn up on the news.

They hate the idea of doing such a high pedfit,
but what choice do they have? He saw them.

Before they show up themselves, they'll trgé&b a
patsy to do it. God owes them a favor and although
God would normally be no match for Captain Valiant,
He might be able to get the man’s doctors to poison
him or something of the sort. God will make a siec
effort to kill the comatose captain, but will flaethe
first sign of serious trouble from the PCs.

Once he has failed, the Four Deuces will come
themselves, hitting the PCs in the dead of nigkt wi
as much strategic sense as possible. A hospitl is
of good hostages and hideous distractions. Perhaps
they call the PCs in Captain Valiant’s room and
threaten to unleash Diamond Deuce on an operating



theatre with a live patient in it—or to send Lady
Deuce up to the children’s ward.

Meanwhile, other villains may be heading taMNe
York from all across the country, eager for a stite
Captain Valiant. Use as many of them as you think
appropriate. Some of them may actually be wiltimg
fight the Four Deuces, to make sure they get tise fi
swipe at Captain Valiant.

At a certain point in the proceedings theegdti
may wake up, and suddenly spring to the PCs’ rescue
at the last second. Or he may mistake them for
attackers and wreck everything at the last second.

Whatever happens, Captain Valiant takes téaitcr
for the whole adventure. On the news, they say he
fended off a wave of superhuman assailants from his
hospital bed. Even incapacitated, he was moredhan
match for anything the forces of villainy might diar
at him.

If the PCs ask the new York authorities wiatth
was their official story, they hastily explain thttvas
to protect the PCs. It looks as though the attadkad
strong ties to organized crime. Captain Valiargdi
with that kind of danger every day, but they cask
the PCs to take a risk like that. They've alreddye
enough. Captain Valiant is unavailable for comment



Double Deuce

Real Name:Peter "Little Pete" Scarpia
PL: 11

Str: 16 (+3) Dex: 20(+5) Con: 16 (+3)

Int: 12(+1) Wis: 14(+2) Cha: 14 (+2)
Initiative: +9 Attack Bonus (Melee):+10
Attack Bonus (Ranged)#11Defense:
+21/+16Speed:30

Damage Save:3/+5 (Evasionf-ortitude
Save:+3Reflexes Savet7 Willpower
Save:+4

Skills: Balance +8, Bluff+6, Escape Artist +8,
Intimidate +8, Hide+8, Listen +5, Move Silently,+8
Sense Motive +5, Taunt +8

Feats: Assessment, Connected, Dodge, Evasion,
Expertise, Improved Initiative, Iron Will, Lightnin
Reflexes, Penetrating Attack x5 (Light-Caliber pist
Penetrating Attack x6 (Knife), Power Attack, Susgri
Attack, Throwing Mastery

Powers: Disintegration +10 (Extra: Subtle [the
affected object will break down and cease to fumcti
irreperably ruined, but it won't actually disappiao
thin air]; Flaws: Will not work on any object withe
"Impervious" Extra, Must actually touch the objtect
make it disintegrate; Cost: 1pt), Drain +5 (FlamlyD
works against the power "Protection”; Cost: 1pt),

Strike +5 (Cost: 2pts)

Equipment: Knife (+5 Lethal; Cost: 1pt), Light
Caliber Pistol (+5 Lethal; Cost: 1pt)

WeaknessesQuirk: Adheres absolutely to the
Mafia code. Will not under any circumstances &t o
a fellow criminal, call the police for assistano® (
matter how dire the situation) or defy the wordhof
"Made Man."

“Say, | wonder how bulletproof your
eyelids are?”

A nasty, vicious little man, and one of theaest
thieves alive. He’'s committed some of the biggest
heists on the East Coast, and he’s always on the
lookout for something even more spectacular. Ve lo
with his own sinister reputation, he courts thespras
much as he can.

Just to taunt the authorities, he always lsave of
Spades at the scene of his thefts. He can’t always
leave one at the scene of every murder he commits,
since there are too many of them and he tends ito do
without any advance planning. But he tries.

He would love to be seen as a dashing gentlema
thief, romantic, suave and debonair. He gives mone
to the bank tellers he robs (if they're pretty &ed
hasn't killed them). He sends roses to the cops wh

chase him. He sometimes throws money into the
crowd at Times Square on New Year's Eve. Toa
certain extent the press buys this act, since kesa
good copy. Yetin fact he’s anything but a gendem

Not actually from Brooklyn, he grew up in Quege
in the Mob haven of Bensonhurst. His father was a
bus driver who wanted to be respectable, and bat h
four sons savagely if he thought they were hanging
around with the neighborhood’s bad element. They
weren't at first, but he beat them anyway, con$gant
accusing them of being thieves and hoodlums im thei
hearts. It wasn't long before little Pete stattedatch
and torture animals, and to start dreaming of baing
gangster just to spite his pop.

His older brother Vinnie started cutting sdhoo
hang around the Mob guys at the corner drugstore.
Pete joined him from time to time, and the two of
them began running messages and minor errands for
the drugstore guys. Pop caught on eventually aatl b
both boys until they could barely walk. But as sasn
he could, Vinnie was back at the drugstore.

He asked his new friends if they would helm hi
get even with his Pop, and they found the idea lguge
amusing. So, on Christmas Eve some goons picked
Pete and Vinnie’s dad up after work, terrorized,him
broke his nose and told him not to mess with Vinnie
again.

For the next three days Pop lay on the coach a
wouldn’t speak. Then he marched all four of hissso
down under the El tracks and shot them each in the
head. Ma wept and wrung her hands, but she knew
her man and she knew better than to interfere.

Little Pete lay on the ground with a bulletis
brain, seeing weird new colors as he bled into the
snow, but he did not die. In fact the bullet hadel
something strange to him—hurt his brain in some
ways but changed it in others. Stepping over é&id
brothers, the little boy stumbled through the ftigi
streets, no longer able to smell or to see cecalors
(or to feel certain things like remorse) but sudgden
able to perceive the weak spots, the fracture pant
everything.

This was a wonderful Christmas gift his fathad
given him, and he couldn’t wait to repay the man.
Later he would go down to the drugstore and show
Vinnie’s friends what he could do. But first it sva
time to make an orphan of himself.

Pete spent the rest of his childhood as adafi
mascot when he wasn’t in Juvenile Hall. They called
him “Double Deuce” (slang for a .22 caliber pistol)
because of his small size and explosive temper.

At first he just fetched and carried for thig guys,
but it wasn’t long before the Mob supervillain krmow
as “Bones” noticed the kid’s superhuman aptitude fo
breaking stuff, and took him under his wing. Daubl
Deuce’s ability also let him see the weak points in
things like security systems, so he became Bodes! i
man as well as his hot tempered little sidekick.

Bones gradually put together a powerful créw o
superhuman toughs, who became the Four Deuces.
The only original member of the team left, Double
Deuce stuck with it longer than any of the others.



Unlike most members of the team, Double Deuce
was in fact a pure-bred Sicilian, and although his
family wasn't “connected” he probably could have
risen as high in the Mafia hierarchy as his intlknd
ruthlessness would allow. Everyone thinks he stuck
with the team and gave up the opportunity to bdla f
fledged Mafioso out of loyalty to Bones, but thatlr
is that Double Deuce doesn’t have those kinds of
feelings about anyone. He just likes stealing sttt
has no inclination toward running things.

Double Deuce does indeed look on Bones as a
father, but that doesn’t mean the same thing todgm
it does to you and me (I hope). For a while heds
Bones every week in prison, but that was becauese th
had business to discuss.

Quick to take offense, vengeful and cruelyders
between wild affability and terrifying sudden vioke.
He’s a lot of fun to be around—a regular party aalim
He tells good stories, he pays for all the driries,
leaves huge tips. Outrageous and irresponsible, he
the kind of guy you could call up at two in the
morning to go play some insane prank on somebody.

Always laughing and telling jokes, Double Deuc
is prone to sudden, random acts of generosityt Bu
he’s just as prone to impulsive acts of unspeakable
cruelty. He kills people for saying he’s short, fo
showing him disrespect, for wearing flashier clsthe
than he has on, and often for no discernable regison
all. Anything can set him off, especially whende’
been doing coke, and no one is safe from his anger.

On a job, he’s crazy mean. He'd sooner kihak
teller than leave them alive. He'd rather tortare
captive than not do it. He comes up with excuses t
do the most blood-curdling things, and his teammate
sigh and shrug their shoulders. What can they do?
He’s their little Double-Deuce, and everyone knows
that Double Deuce just does stuff like that.

Because of his peculiar ability to see thelwea
spots in security systems and in other peoplesispla
Double Deuce is the team’s idea man as well as thei
resident loose cannon.

A hair-trigger killer who has no honor, priplgs,
or moral scruples of any kind—he’d sooner murdsr hi
teammates than pay them, because it's cheapes He
the chief reason for the team’s high turnover raitel
always seems to have a ready excuse to kill some ne
ally or hireling when the job is done.

By now the other two long-term team members,
Diamond Deuce and the Steel Deuce, know that he’d
rather take a life than not, and they listen to tiith a
little more skepticism. Only the fact that theymere
physically powerful than he is has kept them safe.
That, and the fact that he’s fallen into the habiot
trying to kill them.

Even though he’s just a little guy, he looks la
menace. His head is shaved, the lower-right gart o
his face is covered with disfiguring scars (a rival
slashed him up really bad, years ago). He has four
gold teeth in front, which you can see every tirae h
flashes his nasty grin. His body is covered with
jailhouse tattoos, some of which bleed up onto his
neck. He looks like he’s had a lot of time to work

out—probably in a cell-block exercise yard. A bull
hole marks one side of his skull. He dresses with
expensive bad taste, favoring five hundred dollae b
or black silk shirts with solid red ties. He wearkot
of jewelry and has a huge gold hoop earring.

Adventures With Double Deuce:

1) That Certain Special Spot You Know so Well

Double Deuce has found something amazing.
There’s a weak spot in the Verrazano Narrows Bridge
a single point no bigger than a dime that couldenak
the whole thing collapse within two hours if you
poked it hard enough.

He can't resist the temptation and he givessgiot
a poke. Then he panics, grabs some poor random guy
off the street, and forces him to call a Player
Character, tell them what's about to happen and beg
them to stop it. When he’s finished, Double Deuce
sticks a paper clip in the guy’s brain and leaves h
dead in the phone booth.

Always quick to seize an opportunity, he caller
a couple of thugs he knows, and the three of tiem |
in wait, ready to bushwhack the superhero once they
finish repairing the bridge. He plans to get thesp to
blame the whole incident on the dead hero.

If you think Double Deuce wouldn’t pose enough
of a threat with his pair of machine-gun-toting 0
he calls in Lady Deuce, as well.

By the time the PC arrives at the bridge, it's
already starting to vibrate pretty badly, but thg c
authorities haven'’t yet taken any action. It's qoite
rush hour yet, but it will be by the time the brdg
starts to shake itself apart.

The PC has 80 minutes in which to act. Attex,
the bridge will collapse. Anyone with spellcasting
city-manipulating, cosmic, or earth-animating posver
can fix the bridge with two successful consecutive
rolls vs. DC 20. They can try for two consecutive
rolls as many times as they like, but each trysdke
minutes and every time they fail two rolls in a rawv
actually makes things worse, and speeds up the
bridge’s collapse by 20 minutes. If two characters
with any of the appropriate powers collaborate, the
DC goes down to 18, but both of them have to make
both their rolls for the bridge to be fixed. IFée
characters collaborate, the DC drops to a punyntl5 a
if four or more of them work together then sucdsss
automatic within 5 minutes.

Anyone who used their powers to fix the bridge
feel that the trouble originated at one spot uneletm
the Brooklyn terminus. This of course is where
Double Deuce is waiting for them.

2) Of Sweaters and Splavine

A journalist named Marika Splavine has writken
book on the New York Mafia, in which she talks a
little too much about Double Deuce. She lives and
works in the Player Characters’ home town, which by
a coincidence is about to play host to an oil némis
from Bahrain and his entourage.



Always one to seize on an opportunity, Double
Deuce slips into Miss Splavine’s apartment anddeav
her an envelope with the ace of spades in it. As an
expert on major criminals, she immediately knows
what this means. The police pooh-pooh her concerns,
so (just as Double Deuce hopes) she will turn ¢o th
PCs for help.

If the PCs don’t yet know Double Deuce, she
explains to them who he is and what that card means
Meanwhile, Double Deuce recruits a gang df ric

teenage preppies who desperately want to be
criminals. He dresses them in matching sweateats an
ties and calls them his “Sweater Gang.”

He has a few members of the Sweater Gang hang
out around her building and look ominous. A floris
delivers a bunch of grave-lilies with an ace ofdgs
tucked into the card and a vaguely threatening poem
Someone leaves a Polaroid photo of Marika sleeping
in her bed. The photo appears right in the midtlle o
her coffee table, while no one is looking.

Then just as the tension starts to get unbarthe
manager of a swank hotel down the street plumroets t
his death from one of the upper balconies. Bgakr
coincidence, Marika happens to see it. This iditee
real mistake Double Deuce has made. For in the
meantime, he and the Sweater Gang are planning to
rob the suite that Bahrain’s oil minister is stayin,
and make off with a fortune in jewels and cocaine.

Once the PCs were too preoccupied with prioigct
Marika Splavine to notice, the Sweater Gang cased t
joint, juiced all the information they could outthie
hotel manager and threw him off the balcony (making
it look as though he slipped on a banana peel—the
kind of flourish Double Deuce approves of).

They are going to rob the place the very migttt,
after which Double Deuce will stick around justdon
enough to kill off all six members of his gang. edv
the next few days two of them will be found burted
death in their dad’s expensive car, one will fodedd
in a dumpster with a plastic bag over his head,afne
them turn up asphyxiated on his parents' huge lawn,
with a game of croquet scattered around him arella b
hammered neatly into his mouth by a single
inhumanly precise blow.

If the PCs don’t manage to foil the robbery in
progress, one of the two surviving members of the
gang comes to see them a few days later, in felais of
life and eager to tell them where they can find eu
Deuce (he’s supposed to meet the kid on the roaf of
crummy bar at 11:45). This should lead to a scary
midnight chase across some rooftops, and finally to
direct confrontation with their shadowy foe. Bluét
PCs must be quick and careful, for if they catch
Double Deuce he will claim that he has already sent
the gang’s last member over to murder Marika
Splavine. He'll tell them how to stop the kidiine if
they let him go.

Is he telling the truth? And has the oil reiar
from Bahrain become annoyed enough to bring in the
Hammer of Doom?



Ace of Wounds

Real Name:Silvio Strozzi
PL: 12

Str: 17 (+3) Dex: 20(+5) Con: 18 (+4)
Int: 13(+1) Wis: 18(+4) Cha: 12 (+1)
Initiative: +10Attack Bonus (Melee):
+12 Attack Bonus (Ranged):12
Defense:+26/+15Speed:30

Damage Savex6 Fortitude Save:+6
Reflexes Save+ioWillpower Save: +9

Skills: Bluff +4, Balance +10, Climb +10,
Demolitions +10, Diplomacy +4, Escape Artist +10,
Hide +10, Intimidate +5, Knowledge (Military
Proceedure) +5, Listen +15, Move Silently +19,
Search +11, Sense Motive +6, Spot +18, Survival +5

Feats: Accurate Attack, Assessment, Attack
Finesse, Dodge, Evasion, Far Shot, Great Fortitude,
Iron Will, Point Blank Shot, Power Attack, Precise
Shot, Quick Draw, Skill Focus (Move Silently),
Takedown Attack, Talented (Listen and Move
Silently), Talented (Demolitions and Spot),
Toughness, Track

Powers: Super-Dexterity+5 (Extras: Super-Senses,
Super-Strength, Super-Wisdom; Flaw: Only applies to
skill checks; Cost: 9pts)

Equipment: Body Armor +8 (Cost: 1pt), Pistol
(+3 Lethal Damage), Specially Modified Sniper Rifle
(+10 Lethal Damage)

“You're dying. Now be quiet and do it
like a man.”

Silvio Strozzi was marked by his last name.
Growing up in his old neighborhood in Brooklyn,
everyone who heard that name could tell at onde tha
his father’s family came from Toscano in northern
Italy. Forever denied a place in the Mafia by his
tainted ancestry, he avoided crime altogetherereth
was no percentage in it. The problem was, in his
neighborhood there wasn't much percentage in
anything else, either.

He avoided the youth gangs, since time wasted
with them was time he couldn’t spend delivering
newspapers or sweeping out shops or making money
any other way he could. His schoolmates reseriged h
high-and-mighty attitude and soon he came to téke h
lumps from them on a regular basis. He had to
become a brawler, though he resented the amount of
time he had to waste on learning to box and lifting
weights.

Since he had no gang affiliation to proteat e
wound up spending increasing amounts of time
incapacitated with injuries. By his seventeenth
birthday he was sure that this was a losing battiere
joined the Army and expected to leave the

neighborhood behind forever. It was not to be.

Silvio excelled as a soldier. Tough, discipd,
smart and ready to follow orders, his ambition hisd
quiet self-control took him far. He was an obvious
choice for commando school and quickly became first
a Ranger, and then a member of a secret, super-elit
shadow unit called “Team Seven”. Even on Team
Seven he was exceptional. By the time he wagthirt
five he was about as tough a guy as the Armeddorce
had at its disposal.

Somewhere along the way he learned to love his
country and gained a sense of honor. It embaitasse
him to think about his origins, not because theyewe
humble, but because it pained him to remember the
grasping little hustler he had been.

Then on a disastrous covert mission to Siea,
lost an eye. He was lucky—most of the other gays i
the unit got killed or crippled, but not quite lyck
enough. For the Army’s rules were clear. The tiss
an eye constituted a disabling injury, so they toad
retire him.

A lifer with nowhere else to go, Silvio found
himself back in his room in his Mom’s apartment in
Brooklyn. He didn’t have any friends outside Team
Seven (and since their real names were all cladsifi
there was no way to get in touch with them) ortafo
skills apart from shooting people. Worse, becaase
much of the work he had done was classified, there
was a huge hole in his employment record, which
anyone who saw his muscles and eye-patch was going
to assume he had spent in prison. But he wasga’t on
for self-pity, so he picked himself up and got nmayi

He worked fast food, he worked as a security
guard, he pumped gas—for the next two years he
never seemed to have less than three crummy jobs at
one time. He figured he’d live with Ma and help he
out until he got enough saved from his jobs and his
pension to make a go of things.

It was easier to fall back into hustling fopwack
than he had thought, and the ghost of his formér se
haunted him more than a little.

Guys his age who have lousy jobs and live with
their mothers don'’t get a lot of dates, but afterhéle
he hooked up with a neighborhood beauty named
Theresa (who was way too young for him, but what
the Hell) and things started to look a lot bett€he
two of them were about halfway to being able to auy
pizza place, when fate smacked them in the head.

The kids who used to hassle Silvio were grown
men now, but some of them still gave him griefof |
of the ones who had been deep in the gangs wede dea
Some of the others were now made guys.

One of them in particular had it in for him-guay
they called Fat Tony D’Ambrosio. Fat Tony was an
obnoxious slob who women didn’t like, and it galled
him that a nothing like Silvio could have a gildi
Theresa. So he raped her, and messed up her face.

A few days later, it occurred to Fat Tony tBdvio
was a big tough looking guy, and that he might want
revenge, so he went by the Strozzi's apartment with
some of the boys. They set the building on firé an
shot anyone who tried to get out. The cops and



firemen knew to stay away, so the incident clairfed
lives of six people, including Silvio’'s mother, lac
and little brother.

Silvio wasn't home—he was spending another
fruitless night trying to get Theresa to talk tshi The
next day he came back, stood in the ashes of his Ma
building and wondered what to do next. It was then
that a guy called Double Deuce approached him,
expressed his sympathies and put a gun in his hand.

Silvio didn't really care about revenge. He&kn
too many guys do too many stupid things over
Vendetta to believe in it. But it was clear to htmt
he was now a marked man, and that with the Mafia ou
to kill him, there was nowhere on earth to hideh8o
pretended to be grateful and he asked Double Deuce
what he wanted in return.

In fact the Four Deuces had been casuallyikgep
an eye on Silvio for some time. They had fought
Team Seven once and guessed the rough details of hi
background, knew he could be an asset and were eage
to find a way to recruit him. Now they had a ready
made opportunity.

Double Deuce told Silvio that the Four Deuces
could protect him from the wrath of the D’Ambrosios
and that they’d help him get revenge just as sgon a
they could. In the meantime, he’d help them out in
return. To take revenge against an oultfit like the
D’Ambrosios, they were going to need money and a
lot of it.

Silvio was about ninety-five percent certdiatt
this was some kind of con, but the part about lgavin
protection sounded good, so he negotiated protectio
for Theresa and the surviving Strozzis into thd.dea
He also wanted Double Deuce’s assurances that they
wouldn’t kill any innocent people. Double Deuce
enthusiastically agreed, thinking to himself thatome
was exactly innocent.

On their first heist Double Deuce saved thei&s
life, gunning down an off-duty police officer whotg
the drop on Silvio while they were robbing an aretbr
car. On their next outing, The Ace of Wounds saw a
bank guard catch Double Deuce flatfooted, and he
owed Double Deuce his life, so despite his
reservations he killed the man. And now he'd dore
he'd killed an innocent person--a working stifelik
himself who'd just been doing his job. Killing
“innocent” people got easier and easier with each
passing crime.

For the past two years Double Deuce has been
telling Silvio that they'll take on the D’Ambrosigast
as soon as they're strong enough, and while hentoes
believe the Deuce (or want to kill any D'Ambrosjos)
Silvio tries to look interested. He doesn’t kndwatt
Double Deuce thinks he may get wise soon, and is
planning to kill him before it happens. He shoutdvé
noticed that his name “The Ace of Wounds” sets &im
little apart from the permanent members of the crew
reminding them not to get too attached to him.

Life is surprisingly good for Silvio right now
Theresa still won'’t talk to him, but there are otbels
who hang around the team and Lady Deuce is willing
to let him sleep with her from time to time. Hesha

money in his pocket and for the moment he’s safe.
The Ace of Wounds would in fact be willing to stay
loyal to the team forever, despite having no ithasi
about who they are, if Double Deuce weren't about t
have him killed.

In person, Silvio Strozzi is quiet, confidemid
somewhat guarded. He won't kill anybody without a
good reason, but he’s not dumb enough to question
Double Deuce’s behavior, either. A charming guy
when he wants to be, he can tell a good joke or a
funny anecdote, but for the most part he hangs back
and watches the room, ready for signs of dangef or
something he might turn to his advantage.

He's a brutally effective combatant, a superb
tactician who doesn't care a thing for fighting ahd
always gives himself every advantage in a batti. N
as powerful as some of the actual superhumans he
fights, he wears a lot of body armor and triesito h
super-opponents from a distance, taking them by
surprise if he can.

He occasionally tortured people during histsti
with Team Seven, but he doesn't like doing it, il
always let someone else do it if it has to be ddged
knows there are enough guys in the Four Deuces who
enjoy it more than he does. If faced with a choice
between taking a hostage and losing his freedom, he
would pick going to jail, to his own enormous sispr
and relief.

Adventures With the Ace of Wounds:

1) Ace of Fools

Theresa vanishes. The Ace of Wounds is
convinced that Fat Tony must have taken her, but he
doesn’t dare try to go get her back—if he pickeghtf
with the D’Ambrosios on his own, Double Deuce is
sure to have him killed. In desperation, knowinatt
he doesn’t have much time, he gets in touch wigh th
Player Characters (possibly by setting a fire or
committing some other big crime that he knows will
get their attention).

When they show up, he apologizes for the
commotion (if he had to cause one) and offersno tu
himself in if the PCs will listen to him. He tetisem
his whole story, even though it will blow his sdcre
identity, leaving out only the parts that might ese
the other Deuces. He needs the PCs to get Theresa
back and he’ll do anything at all if they do it fum.
He'll turn states evidence, he’ll wear a wire tBaur
Deuces meet, he’ll do whatever they say.

Unfortunately, when the PCs arrive at Fat Tony
restaurant (called “Fat Tony's) they find that the
D’Ambrosios are presently engaged in a nervous sit-
down meeting with a Russian gang.

It's important to remember here that Fat Tony,
while he is a “made guy” is not a capo. In facshe
kind of a lowly, unpopular guy in the mob hierarchy
largely because of the way he treats women. Alitei
of his brothers and cousins are present at theimyeet
heavily armed and ready to kill, but he doesn’thav
hordes of loyal gunsels ready to die for him. dal



guy like Silvio Strozzi wipe them out all by himgz|
Probably, but then the mob would come kill what's
left of his family and anyway he’s never seen the
point.

The Russian gang under Crazy Joe Snagarov is a
little bigger, and has about twelve active members
present. That's still more than enough thugs tal to
give the PCs a lively time when they come bursting
into the room.

Meanwhile, Theresa prepares to get on a bileat
Port Authority Terminal with her new boyfriend. dHi
name is Markie Savanelli, and he’s an auto mechanic
with a huge disfiguring birthmark covering one sade
his face. He’s a pretty nice guy, strong, shy quiet.

One of Fat Tony's cousins knows all about, this
and when the PCs demand to know where Theresa is,
he laughingly tells them. Silvio has found out,tand
he’s headed down to the Port Authority right now.
The PCs may well want to try and stop him, befa@e h
does something crazy. But the truth is that hityrea
just wants to see her one more time, and mayle, if
has a chance and she doesn’t look too scaredy to sa
goodbye.

The future looks uncertain for the Ace of Wdsin
He’s changed his mind about turning himself in, but
even though the PCs didn’t actually rescue Thenesa
will keep his word about everything else, and wille
the PCs any information they may want about the Fou
Deuces. Unfortunately, if Fat Tony has died in the
fight then Double Deuce will assume that his hold
over Silvio is dead as well, and the Ace of Wounds
will soon find himself making one last trip to the
basement.



Lady Deuce

Real Name:Eliza Agani (but she
seldom uses it, and instead goes by a
huge number of aliases)

PL: 12

Str: 12 (+1) Dex: 18(+4) Con: 18(+4)
Int: 16 (+3) Wis: 16(+3) Cha: 16 (+3)
Initiative: +4 Attack Bonus (Melee):+11
Attack Bonus (Ranged)#14Defense:
+26/+22Speed:30

Damage Save:s Fortitude Save:+4
Reflexes Save+4Willpower Save: +5

Skills: Bluff +6, Diplomacy +5, Forgery +5, Hide
+8, Intimidate +8, Pick Lock +4

Feats: Assessment, Attack Focus (Armed),
Connected, Detect Parahumans, Dodge, Expertise,
Iron Will, Indomitable Will, Penetrating Attack x2
(Knife)

Powers: Neutralize Power +12 (Extras:
Neutralizing Field, Nulification [does not require
concentration to maintain]; Cost: 5pts), AmazingeSa
(Damage) +4

Equipment: Big Scary Knife (+5 Lethal), Big
Scary Gun (+5 Lethal), +2 Armor

WeaknessesQuirk: Sadist (Commits shocking
acts of cruelty, would sooner take a life than not)

“Close your eyes, honey. I've got a
surprise for you.”

Sometimes, for one reason or another, the Four
Deuces will need to kill a child. In a case likést
they always give them to Lady Deuce. Not that the
Steel Deuce would object to killing kids himseldit it
doesn't fit his image and she enjoys it so muchemor

And this fact sums her up pretty well. A
vindictive, clear-eyed sadist, there is nothingyad
Deuce isn't capable of. Nothing at all. She kidlse
maims, she mutilates, she glories in it. But even
though she’s actually more vicious than Double
Deuce, she’s also in much better command of herself
and never lets her love of carnage and pain géein
way of her objectives. She does prefer to killdrein,
(because they're small and helpless and sometimes
trust her), but she would never stalk and murdemth
in her spare time—that would be stupid.

Her age is difficult to judge, as is her naéility.
She could be anywhere from her mid twenties to a
well-preserved thirty-five (in fact she’s fortyphe
can pass for Turkish, Italian, Arabic, Greek or
Hispanic (in fact she’s of Albanian ancestry).

Her mother was a career criminal, who taugint h
how to lie and steal and do people wrong, in betwee
stints in jail. When Mom got sent away to prison

forever, little Eliza became a ward of the state,
spending the rest of her childhood in a varietjoster
homes, orphanages and reform schools.

A “problem client” she became increasinglyrpro
to acts of wild, destructive cruelty. Other kidstj
weren't safe around her, and her magnetic perggnali
and talent for leadership made her even more
dangerous.

When she was nine the state authorities manage
locate her father’s family in the run-down Flatbush
neighborhood in Brooklyn, so she went to live wath
distant aunt, uncle and their four children. Withi
week she had killed their puppy. Within a montha sh
killed the baby. She managed to get both episodes
blamed on the family's eldest daughter Mirandazgli
told Jane, the younger daughter, that she woulld kil
their little brother Sammy if she didn’t back up he
story). Then after Miranda got sent to reform stho
Eliza killed little Sammy anyway, and it became
impossible to conceal what kind of creature she was
So she killed everyone else and burned the house
down.

After this, it was clear that Eliza was goiog
spend the rest of her life on the street or in an
institutional setting, and even though she likédrra
school she chose the street. There were a &itewbt
kids in New York in the mid 1970s, living by beggin
and petty crime and the occasional act of progiitut
It was easy to vanish into their midst. Arrestad a
thrown in lockup many times for truancy, no one in
the judicial system seemed to figure out that sag w
the same Eliza Agani who had vanished from the
burning house in Flatbush, years before.

By the time she was 11 she had killed six more
times, for both profit and fun, and had startechimg
with the teenage gangs. Popular, pretty, charismat
and well-liked, she had her own girl gang by tiheeti
she was fifteen and had killed another eight people
Her crew, the Screwhead Chicks, were unusual in tha
they weren't just a female adjunct to a male gang.
They were a criminal enterprise in their own rigirid
swiftly became known for their willingness to kit
the drop of a hat. They dealt speed, they shoakdo
businesses for protection, they even robbed banks

In fact they caused such a ruckus in Brookihat
they attracted the attention of a superhero ciled
Groovy, who determined to put a stop to their dgadl
hijinks. He confronted the Screwhead Chicks in the
act of setting a Salvation Army warehouse on fire.
Protected by his force field and his bulletprodhsk
Mr. Groovy felt pretty confident as he presented
himself and demanded that they stop. He was giving
them a lecture on not wasting their lives in a gang
when Eliza stabbed him in the face out of sheer
defiance. To her amazement, he fell down, choked o
his own blood and died. It seemed that she had the
power to shut down other parahuman abilities dt wil
but had never had the chance to find this out kefor

They burned Mr. Groovy's body in the warehouse
and decided to lie low for a while. Eliza was attg
thinking of how she could turn her newfound
superhuman ability to her advantage. Pretty shen s



turned the Screwhead Chicks over to her second in
command and started hanging out with the Mafia
instead of the gangs. Her ability to detect sugrerds
was even more useful than her ability to shut their
powers down and the Mob always had a use for her.

Over the past twenty-five years her life hasrb
one constant adventure. She has hung out with one
crew or another, taken on freelance criminal wark i
Russia, Israel, Italy and Hong Kong. She has done
everything from organized credit card fraud to
elaborate con jobs to kidnapping to dealing dopd, a
she loved it all. She’s also spent a lot of time i
prison, but she loves that too. These days women’s
prisons are full of soft young drug offenders whe a
like meat on a plate to Lady Deuce. Brooklyn is th
closest thing she has to a home, and she alwaysscom
back to it.

Three years ago she hooked up with Four Deuces
and life has been even better. They're a tighticre
where everybody knows his job and nobody tries to
grab more than their share.

In person she is wild, carefree, and hideooslgl.
Forthright, confident, charismatic and articulastee
smiles a lot and always looks whoever she is spgaki
to straight in the eye. Much more careful than Ileu
Deuce, she never kills or brutalizes anyone
impulsively, but she can think of a lot of goodgeas
to do either one. She’s a good team player dekpite
personal limitations, takes orders well and isfraid
to put herself at risk.

Even though she’s incredibly brave and totally
defiant if captured, she isn't actually willing de for
anyone or anything and knows when to run. She
always has a scam or two running on the side, alway
has a backup plan and an escape route. [f it thera
or her, she would betray her team mates without
hesitation. Otherwise, she's loyal.

Largely self-educated, apart from some City
College courses in business and computers, shesvish
she had more time to study and find things out ebou
the world. Her Brooklyn accent can be anywhere
from really thick to totally undetectable, depermpon
who she is talking to. She loves dancing, singés we
and is always up for a good time.

It seems to her that Double Deuce is stattrget
uneasy about how long she’s been with the team and
how much she knows about their past crimes. He'll
probably have her killed soon, she figures, bull he’
probably ask her to kill the Ace of Wounds first, s
that will be her cue to get out of Dodge.

So far no one has been able to link her to the
Flatbush murders, but she is acutely aware thahase
one surviving family member out there somewhere,
who may have guessed the truth. She has seamhed f
her surviving cousin many times, but after Miranda
was released from reform school on her 18th bisthda
she changed her name and vanished. She is ia fact
waitress at a truck stop in the Yukon, and hastspen
good part of her life looking over shoulder, gegtin
ready for the day Eliza finds her at last.

Adventures With Lady Deuce:

1) Ain't Love Grand?

Lady Deuce has been hired to hit a superhém w
has incredible strength and the ability to fly.ydiu
don’t have an NPC superhero like that in your
campaign, then use the stats for the “Original”
archetype from the M&M Core Book, and call him
Captain Justice.

The PCs know him a little, but not too weHe’s
kind of a square, unimaginative and workaholic. A
celebrity, Captain Justice takes his fame judtle li
too seriously. He cares a lot about his reputaditsh
keeping up appearances—maybe more than he does
about actually fighting crime. At least, this igth
impression the PCs have of him. Great hero, ndt su
a great guy. Does not deserve to be cruelly macder
by the likes of Lady Deuce.

And the Lady has thought of a truly horriblaywo
do him in. She waits on a rooftop near one eral of
bridge with a light sniper rifle. Then she caflsi
major supervillain alert—either someone she knows
Captain Justice (or whoever the target is) hates
personally, or a heavy hitter like the Death Angel.

When Captain Justice arrives, she shootsrthe t
out of a passing vehicle, and sends it careeniipef
bridge. Any vehicle will do, but in fact when the
crucial moment occurs she spots a schoolbus full of
kids—fate is kind! When Captain Justice picks lup t
bus, she will turn off his powers and he will die,
crushed under the bus’ weight or drowned in therriv
Either way, the kids probably die too, and Captain
Justice looks like a real jerk. In fact his ldstught
will probably be“l look like a real jerk” which will
suit Lady Deuce just fine.

It's a beautiful hit. There’s just one conggliion.
Captain Justice’s wife hired Lady Deuce to kill him
and at the last moment she gets cold feet andouns
the Player Characters. Can they stop Lady Deuce in
time to save one of America’s most beloved heroes?

Once Captain Justice finds out who hired the
assassin, he will decline to press charges agaaalst
Deuce. Not that he loves his wife, but the scandal
would be more than he could bear. If it ever cante o
America would be irreparably harmed, he explains to
the PCs. Two years later he dies under suspicious
circumstances. Lady Deuce has an alibi.

2) Big Fat Hairy Deal

Lady Deuce runs a certain number of scamé@en t
side, socking away money for the moment when she
finally has to go on the run. One of the more Hess
ones involves selling shoddy, defective printer
cartridges over the internet through a shell corgpan
she calls “International Productions” and thenisell
the debt to a collection agency when the mark esfus
to pay for them.

Unfortunately for everyone, her latest mar& guy
named Harry Deal. If one of the PCs works in an
office, then Harry is their office manager. He's a
loud, fat, obnoxious guy, red-faced and angry. He
bullies people while pretending to kid them aroumel,



holds petty grudges, he ignores his wife and fivary
old daughter.

When Harry gets snared by the printer car&ridg
scam, he won't stop complaining about it. He
constantly posts warnings about International
Productions on the internet, he hassles and pekters
police about having Lady Deuce prosecuted, he tries
to have her served with writs from his lawyer.

So she nabs his little girl, Dora, and givies &
call at the office. If Harry wants Dora back, hi# w
have to walk into the 20th Precinct at 12:15 AMy an
night this week, and ask to speak with officer Nort
Haselbeck. When he meets Haselbeck, Harry will
recite a list of accusations at him, (which Ladybe
will fax right over), and then Harry will shoot higix
times in the headOtherwise, little Dora is gonna be
Dora the Explorer’Lady Deuce cheerfully explains.

If a PC works with Harry, then he is inexpbba
absent from work for two days while he thinks over
his options. That is utterly, totally unlike theyg—
Harry is such a workaholic that he’s even in tHecef
on Sundays.

Lady Deuce, meanwhile, has been doing a
surprisingly good job of taking care of Dora, letfi
her stay up late and watch anything she wantsirfged
her ice cream and treats and sometimes juste littl
heroin to make her go to sleep. It's more fun pigyi
Mom than she expected.

She picked Officer Haselbeck more or less at
random. They met once at a social function. He
seemed like a nice enough guy. But he happened to
tell her what shift he works, and she knows whet he
be at the precinct. Frankly she doesn'’t care wbagh
Harry kills, just so long as he gets gunned dowtién
process and discredits himself by acting like a
paranoid maniac.

She’s already sold his little girl to some Bsawho
will arrive to pick her up on the night things comhoea
head.

For his part Harry is no fool, he’s sure ttia cops
will shoot him and that Lady Deuce will kill higtlie
girl anyway. So instead of going to the Precinct
house, he walks into a part of town that he kndwes t
Player Character regularly patrol, and smashegyever
store window on the street. When the PCs show up,
he apologizes and explains everything to them. Can
they help him get his little girl back?

Alas, Lady Deuce thought he might pull somaghi
like this, and has been following him. As soorhas
finishes telling his woeful story, she calls Haory his
cell phone. The PCs can hear her cheerful voige sa
“I know a little girl who'’s going to be very, very
disappointed that her daddy did something he wasn’t
supposed to. Then she switches off the meanest
looking Player Character's powers and attacks.

She’ll actually try not to hurt Harry Dealnse she
still wants him to go through with shooting Officer
Haselbeck. If the Players beat her, then shefilax
that the Arabs are on their way, and that if the RC
her go she’ll tell them how to get there in tinfhe’s
as good as her word, for once.

3) A Bouquet of Bullets for the Deuce of Hearts

Eventually, Lady Deuce’s life is sure to flart.

If the PCs don’t bring down the Four Deuces then
Double Deuce will eventually decide to have her
killed.

Once she has to go on the run, she vanister/ut
for a while. Everyone assumes that she’s either
relaxing on a beach in Tahiti or lying on the bottof
the East River in a barrel of concrete. But in fact
neither one is true.

Lady Deuce’s retirement hasn't gone well. Baé
too leave New York too quickly and she wasn't gble
get her hands on as much of her emergency cash as
she wanted. She’s cruising aimlessly around tre we
in a sport utility vehicle, burning through whatlé
money she has left, enjoying her freedom, marveling
at the beauty of the landscape. She never haddime
do this before and she’s amazed that America is
actually such a gorgeous place. It puts a new
perspective on things for her. In fact she’s harel
killed anyone since she left New York.

A few months later word reaches the PCs of a
strange murder in northern British Columbia. A
Canadian superhero called the Masked Mountie has
been found dead by the side of the Alaska Highway.
He was bulletproof, and yet someone shot him throug
the face with a light caliber pistol. Now whosedus
operandi does that sound like?

If the PCs pursue Lady Deuce up the long and
lonely road to Alaska, they will reach her at arbun
the time she walks into the wrong truck stop,
somewhere near Kluane National Park, and comes
face to face with her cousin, Miranda.

Eliza has long since forgotten what Mirandzkk
like, but Miranda will never forget Eliza. She Wil
drug Lady Deuce'’s coffee if she gets a chance, and
then gently walk her out the back door. The POk wi
arrive at the truck stop to find Lady Deuce’s SUV
parked outside, but no sign of her. The regular
waitress, who everybody knows as Julie, is also
unaccountably absent.

Somewhere out in the woods nearby thereiig/a t
cabin, where Miranda keeps certain things—sharp
things mostly. She has had a long time to thirduéb
what she’s going to do if she ever gets Eliza tghou
the door of that cabin, and she may finally be abmu
get her chance to do them all.



Diamond Deuce

Real Name:lzzy Schwartz Jr. (usually
just called "Junior")
PL: 11

Str: 18(+4) Dex: 12 (+1) Con: 18(+4)
Int: 9 (-1) Wis: 9(-1) Cha: 10(+0)
Initiative: +1Attack Bonus (Melee):+9
Attack Bonus (Ranged)#6 Defense:
+15/+14Speed:30/50 (in flight)

Damage Save#4Fortitude Save:+6
Reflexes Savet1Willpower Save: +1

Skills: Intimidate +12, Knowledge (the
Underworld+5), Listen +9, Repair +6, Spot +9

Feats: Durability, Great Fortitude, Immunity
(Disease, Pressure, Suffocation), Improved Grapple,
Power Attack

Powers: Energy Blast +10 (Cost 2 pts), Flight +10
(Cost: 2pts), Super-Strength +11 (Extras: Protactio
Shockwave; Cost: 6pts)

WeaknessesQuirk: Will attack anyone who
disrepects his hair, clothing, car, girlfirend ther
posessions, cannot stop attacking them until they a
unconcious or he spends a villain point.

“Well look at this. Your hand already
didn’t look so good, and now they just
dealt you the Deuce.”

Big, dumb, vicious and hard to kill—thesetsai
have kept the Diamond Deuce alive longer than &imos
any member of the Four Deuces to date.

Double Deuce feels pretty uncomfortable with
letting any of his teammates live this long. Who
knows what kind of stuff they might come to know
about him, about the Deuces and about their crimes?
Much safer to have them killed after a year offdeen
again, killing the Diamond Deuce has always seemed
like a whole lot of work and it's hard to seriously
accuse somebody that dumb of knowing too much
about anything. Anyway he owes the Four Deuces
everything, and one of his few good traits is higpil,
doglike loyalty.

Fifteen years ago he was a star of the illegal
underground boxing circuit. Getting his head krok
for a crummy buck was all he seemed to be good
for—and he was starting to feel his injuries mand a
more as he got older. In his off hours he got high
wandered the streets and picked fights with guys in
bars. If he won, he went home and slept. If Isg loe
found a hooker and beat her up instead. By 1989 he
was headed nowhere fast, and dimly aware that he
wanted something more.

The Mob was then experimenting with ways to
give its soldiers superhuman powers, and he

volunteered as a test subject on impulse. The gsoce
was cruel, but ingenious. They were trying to iampl
stem cells taken from captured superhumans into the
test subjects, who they kept under wraps at an
improvised clinic in a Jersey City warehouse. Alas,
most of the subjects died or went crazy.

The whole operation was about to be shut down
and the remaining subjects disposed of, when
Diamond Deuce manifested his abilities. He ripped
through his restraints, smashed his way out of the
warehouse, and went on the run (more test subjects
may have escaped during the confusion, and some of
them may have superhuman powers of their own--it's
up to the GM).

Afraid that the Mob would still be after hiime
tried to commit enough robberies to get out of New
York, even though he’d never left the area and the
thought terrified him.

He was a miserable excuse for a supervillain,
brash, impulsive, murderous and sloppy. He was
afraid to rob banks, so he wasted his considerable
powers on botched and bloody supermarket heists,
never taking in more than a few hundred dollams at
time. Fortunately for him, the Steel Deuce fouird h
before the capes or the feds did.

A big, dumb, violent kid at heart, he’s atysils a
child. He never seems to learn his lesson or ingro
his behavior. He'll fight against superior oddglllh
antagonize guys who he should already know are
tough enough to beat him. He’'ll stay too long at a
crime scene so that he can keep hitting people.
Fortunately for him, he likes Double Deuce anddear
the Steel Deuce enough that they can keep himen li
when they're on a job.

He loves being a supervillain, revels in hosvpr,
likes his code name and likes to work it into
conversation (see the quote above). Just as he did
the ring, he likes to taunt and threaten his opptne
and would gladly fight for its own sake, even if no
money were at stake.

Vulgar and crass, he's also extremely vain,
particularly about his ponytail. He spends a lohair
care products and styling for his tail. Insubtityour
peril.

A compulsive bully, he abuses women savagely.
He has a pretty blonde wife named Gwen up in the
Long Island suburbs, six girlfriends and ten sons b
one or another of them.

All of his boys are named Junior, after hirhsel
He’s foolishly proud of his sons, constantly shagvin
off their pictures and passing out cigars whenaver
new one is born. Yet he’s aterrible dad when he’s
around. People who are weaker than he is bring out
the bully in him, and he can no more resist bediisg
kids than he can keep himself from beating his wife
and girlfriends (or hookers, when they aren’t
available). He’s already killed his two oldest sty
punishing them too hard.

Right now his oldest surviving boy is the sdbjof
his special attention. Diamond Deuce senses that
Junior is turning out to be a wimp, so he has & be
him up every day to make him tough. If he dieaf th



will be a terrible shame—it will mean that the wimp
part of him was stronger than the strong part.c&in
this has already happened twice, Diamond Deuce is
starting to wonder if it's some kind of failing s

part that's causing this, if he’s not really a good
enough father to raise his sons strong.

Double Deuce is perfectly aware of how
grotesquely wrong this is, but he finds it very
amusing, and often tries to draw Diamond Deuce out
on the subject of his troubles, nodding earnestlyea
wonders aloud at how tough it is to be a good dad.

Adventures With Diamond Deuce:

Deuce of Diamonds, Knave of Hearts

Rebecca Katzenbaum is a pretty, fragile young
concert cellist whom a PC knows slightly. Perhaps
she is the friend of their love interest, or a ferm
classmate at the Juliard, or even a member of a PC’
family. She lives on Long Island with her pareatsd
has become the Diamond Deuce’s latest girlfriend.

Not that she ever wanted to have anythingto d
with the man. He took a fancy to her while he was
driving into the city, and saw her practicing i th
window of her parent's home. He determined to have
her, just to show everybody that he wasn’t no low-
class thug. A girl with class, that's a mark of
distinction—a feather in a man’s cap. So he began
harass her and to bully her family.

Her middle class parents were at first indignbut
they shortly came to fear the man and his visits so
much that they stopped interfering. The first tiimey
tried to send their daughter away to some relatives
upstate, where she might be safe from his advahees,
had a pair of crooked cops bring her back to her
parent’s house and explain that the Deuce would be
there to see her on Friday. Once this happened, he
parents broke down completely—they couldn’t even
go to the police, the police were on his side!

These days, the Katzenbaum home is full ehsi
and despair. Depressed by the atmosphere ane by th
constant weeping, the Deuce has moved Rebecca out
to an apartment in the city, which has actuallyetips
her family even worse.

He took her away from her job and broke héoce
to make sure she didn’t have anything in her hfs t
was bigger than him. The first set of bruises have
already begun to fade on her face, but they widhso
be replaced by many more. He’'s thinking of having
her long, lovely hands smashed to make sure she can
play music again, so that she can give herselino h
more completely. Already she stumbles through her
days in a bleary haze, hoping for death. Perhaps i
will get here soon—the Deuce is already beginning t
tire of her.

And this is when the PCs stumble onto the
situation. They either see Rebecca in some public
place, looking lost and tragic with bruises on faee,
or they realize that it's been a long time sin@yte
heard from her, or her parents run to them for.help
There are a dozen other ways the PCs could be drawn

into this situation—she could even be a total gfean
who comes running out of an alley and collapses at
their feet (and there’s always the old “you hear a
scream” hook).

The Diamond Deuce’s friends are perfectlyingl
to back him up if the PCs start to make life diffic
for him.



The Steel Deuce

Real Name:Gianni "Johnny Machine"
Gaspari
PL: 14

Str: 18(+4) Dex: 14 (+2) Con: 18 (+4)
Int: 16 (+3) Wis: 16(+3) Cha: 16 (+3)
Initiative: +2 Attack Bonus (Melee):+10
Attack Bonus (Ranged)xg Defense:
+18/+16Speed:30/60 (Leaping)

Damage Savex1oFortitude Save: +6
Reflexes Save+2 Willpower Save: +9

Skills: Bluff +10, Diplomacy +10, Forgery +8,
Intimidate+10, Knowledge (Crime) +10, Pick Lock

+9, Profession (Legitmate Businessman) +3, Spot +11
Sense Motive+12

Feats: Connected, Dodge, Durability, Great
Fortitude, Expertise, Headquarters (crummy baedall
"The Four Deuces Lounge"”, with a Communications
Center [a police radio and some illegal wiretapping
equipment] a Computer [a super-sophisticated dpskto
model which the Steel Deuce stole from a gadgeteer,
buried in the clutter of the bar's back room],
Concealment [appears to be nothing more than a
crummy dive bar], a Dock [or at least a trapdodhiz
basement which leads to the river], a Fire Prewganti
System [although the fire extinguishers haven'nbee
checked in years and the sprinkler system mighbaot
up to code], a Gym [or at least a set of weightaria
room of the apartment upstairs from the bar], an
Infirmary [there is some medical gear in the baggme
and although it's none too sterile, a surprisingioer

of surgical proceedures have been performed in the
bar's back room], Holding Cells [a specially renctmx
room in the basement and another one in the
apartment upstairs, both with a Hardness of 15],
Living Space for 15 people [if they cram into the
apartment really tight--but hey, it's New York.

They're probably used to it], a seperate Poweregyst
[an illegal tap on the Brooklyn power grid, plus a
gasline-powered generator in the basement], a
Security System [a seldom-used burgular alarm for
those rare hours when the bar is unoccupied], and a
Workshop [that same reinforced room in the basement
holds a lot of materials for dismembering corpses,
the rest of the basement holds a number of empty
barrels and bags of cement, as well as less letbisl
The Steel Deuce comes down here to repair himself]
and a baseball bat behind the bar [Weapon, +3 Letha
Damage]),, Immunity (Aging, Disease, Exhaustion,
Poison, Starvation, Suffocation), Iron Will, Mini®n

(in a pinch he can call on as many as 60 mookgsthu
punks and other such PL1 employees, scatteredéroun
his various businesses and criminal enterprisesghls
as 6 PL2 goons, 3 PL3 criminals of greater expeggen
2 big mean PL4 guys who tend bar at the Four Deuces
Lounge, a PL5 mob doctor who knows better than to

ask questions about gunshot wounds, and a PL6
lawyer), Power Attack, Rapid Takedown, Startle,
Surprise Strike, Takedown Attack

Powers: Amazing Save (Willpower) +4, Energy
Blast +12 (Flaw: Reduced Range, Cost: 1pt), Gadgets
+10 (Extra: Gadgets don't require separate dewicds
are instead built into the Steel Deuce; Cost: 2pts)
Super-Strength +12 (Extras: Leaping, ProtectiorstCo
6 pts)

“Regrets? Yeah, like the song says, | got
a few. If there was ever a day that |
didn’t wreck for somebody, if | ever

spent a nickel | didn’t steal, if | ever

went a minute without hurting nobody—
that | regret. But you know, | don’t

think there was a lot of days or a lot of
nickels like that. Not even a lot of
minutes.”

Also known as Johnny the Robdidcause he's a
robot, see’) Johnny Machine and Johnny Bionic. He
doesn't like that last name, and no one dareshoall
Johnny Bionic to his face. He’s been one of
Brooklyn’s most ruthless street-level criminals for
forty years, pursuing a life of crime with inhuman
mechanical efficiency.

There used to be four Robot Brothers, but now
there’s only one. A sweet little old man named Dr.
Giovanni Gaspari built them. He was one of the
world’s greatest pioneers in artificial intelligenc
decades ahead of his peers.

They mocked his theories and hounded him but o
his career at CalTech. He found himself back & th
run-down neighborhood in Brooklyn where he had
grown up, trying to eke out an existence on Social
Security and an academic’s pension.

Although Dr. Gaspari felt no malice toward the
world that had scorned him, he was determinechtb fi
a way to continue his researches. He had apptegria
a lot of materials from his lab and crammed theto in
his small, drafty apartment. A tireless worker, he
wrote code by night and repaired people’s eledtrica
appliances by day to supplement his meager income.
He had never married and had no family to support,
which gave him all the time he needed.

After some years of labor he had four small
prototype robots scuttling around his apartmenmt lik
infants and felt he must be the happiest man alie.
named his metal sons Paul, Joseph, Gianni and
Guiseppe. After a brief period of infancy he built
them reasonably lifelike human bodies and introduce
them to the world. The press reported it with only
lackluster interest, and suggested that the fous bo
were in fact clever remote-control mechanical dolls
rather than thinking, self-aware organisms.

Enfeebled by age and by his disappointments, D
Gaspari wasn't able to look after his boys as aglhe
would have liked, and they were soon making foolish



mistakes and misbehaving like any small childrin.
wasn't long before all of them but Guiseppe (who
seemed to enjoy nothing but reading and listerong t
old opera records) were running with the
neighborhood’s bad element, committing petty crimes
and getting into trouble. He had built them togda
and learn from their environment, and they did this
well. Unfortunately, their environment was Broakly

Dr. Gaspari took his three wayward steel lambs
aside and attempted to set down some firm rulds wit
them, but he was old and inexperienced and they ran
rings around him. Soon he took to his bed, while
Paulie, Joey, Johnny (Gianni) and their hoodlum
friends ran wild in his deserted workshop.

Guiseppe stood guard outside his father’s dihor
night, for he had heard talk of having somethingedo
about the old man. One morning, Dr. Gaspari found
that someone had smashed poor Guiseppe to bits. Th
old man was never really the same after that, ddsth
was broken and he died soon thereatfter. His
apartment became a den of vice for the Siciliarggan
kids and his notes were trampled, strewn and lost.

Gianni, the smartest and most aggressiveeof th
surviving brothers, realized that they would neea
of Dr Gaspatri’s tools to repair and upgrade
themselves, and soon found that they were alsolusef
for breaking and entering.

The Robot Brothers rapidly became known as
rising stars of the Sicilian gangs. Because they'd
sleep or eat, they could pursue crime around thekcl
and were more efficient predators than their flest
blood competition. They had a wicked sense of
humor, dressed up as boy scouts when they mugged
old ladies, and killed rival gang members by jungpin
out of windows with them.

The Mob took an interest in the Robot Brothers
early on, but decided after much grave deliberation
that because they had no blood, they could by
implication have no Sicilian blood and hence could
never become Made Men. So instead they flourished
as mid-level criminals, robbing trucks and jewelry
stores and anything else they could get their greed
metal hands on.

Gianni is the only one left now. Paulie gaiken
fighting a superhero back in 1978 and two years ago
Gianni had to have Joey dismantled for cheating him
on a shipment of stolen designer bathroom fixtures.

Johnny the Robot hooked up with the Four Dguce
shortly after Bones got put away, and soon became
their leader. He owns the club where they meet, he
resolves disputes among the members of the greup, h
hands out discipline where it's needed. He’s tebet
strategist and personnel manager than any human
being could be, and he takes care of their money
better. Plus, everyone on the team knows to be
deathly afraid of him—an important consideration
when leading a gang of sociopaths.

Inhumanly ruthless, inhumanly determined, as
implacable as any machine, this is the guy tham eve
Double Deuce fears. He has had his body upgraded
many times, and he no longer resembles a child.
Instead he looks almost like a caricature of atrobo

gangster. He likes the fact that this makes hirk bpo
little silly—it helps to have people underestimhien.
Constantly changing and updating his weapon
systems, he always seems to have some lethal new
trick up his sleeve (hence all the points he has in
“Gadgets”).

He wears really expensive silk suits (Bricanie his
favorite) and has far better taste in clothes thanble
Deuce. His Brooklyn accent is thicker than anyhef t
other Deuces, although his voice sounds oddly
mechanical and his lips don’'t move. In personshe i
funny, warm and very ltalian. Everybody’s best
friend, he wants to know how you’'ve been, he wants
to make sure you’re having a good time, he
remembers everything about you, your family, your
friends, their birthdays, their history and whajting
on with them now. It's impossible to tell if he
genuinely likes you or if he’s about to have yolleki.
This is the secret of the terror he inspires.

But while he is an absolute stone cold kilker's
not a maniac like Double Deuce. He will do whateve
it takes to achieve his goals, no matter how
treacherous or diabolical, he’'ll kill people just t
maintain his reputation or to make sure they won't
someday turn on him, but he doesn’t seek out needle
violence. Nor does he kill people purely for thg pf
it.

He is a criminal to the bone (or would beéftrad
bones) and would rather steal a dime than earn it.
He’s incredibly vengeful when shown disrespectt Ye
even these traits are largely an act he maintaihslp
keep up his reputation.

Unburdened by mental exhaustion or the need fo
sleep, he works around the clock and never stops
planning, calculating or running his various
businesses. He owns dress shops, a constructian fi
a collection agency and a number of clubs and he ru
them all amazingly well. It is probably a goodidi
for the Mafia that they never let him enter thainks,
because he’s a more effective gangster than any
human being could be.

Adventures With The Steel Deuce:

1) Dealer Takes The Pot
The Steel Deuce leans on a stoolie he knows to go
stick up an old lady right in front of the PCs. bén
give the PCs a good chase to warm things up. Once
nabbed, the squealer blurts out that he knows
something really big—something that could hurt the
whole city real bad. If the PCs let him go, he&ell
them everything.
If they bite, he says that there’s a shipnoenting
in on the docks, tonight, from this Romanian fréggh
These Russian guys are making some kind of a heavy
buy down there, for a supervillain they call the
Hammer of Doom (or some other very heavy master
villain—use whichever one would be the scariest).
The stoolie isn’t sure, but he thinks it’s plutamiu
Whatever it is, it comes in a big sealed metal case
There’s gonna be at least one cape watchag th



loot, and all kinds of heavy security. Telling tt@ps
is no good, he figured. After all, he heard abbisg t
from two cops who ran him in the other night—they
thought he was unconscious so they were talking
about it in the squad car.

He's got to get out of town, but he doesniténthe
bread. That's why he robbed the old lady, even
though he knew it was a low and despicable thing to
do. He doesn’t want anybody to get killed if thisns
out to be a terrorist type thing, but whose goimg t
believe a bum like himself?

Whether the PCs let him go or not, it hardly
matters. Down at the docks, somewhere near four
AM, a group of Russian mobsters in indeed offlogdin
an illegal cargo from a Romanian freighter, arid it
indeed meant for the Hammer of Doom, bit it's not
plutonium—it’s cocaine. He is throwing a birthday
party at a private island retreat off North Caraland
he needs a lot of coke. To keep things tidy, t& ha
hired Russians to transport the blow, without krmayvi
what it is or who they are delivering it to. The
hand it off to some Syrians in the middle of thghi
at a rest stop in Virginia, without ever seeing the
pickup men.

The goons are wearing body armor and carrying
military weapons, but if you don’t think they're

enough of a challenge for your PCs, then the Hammer

of Doom has hired the Snow Queen to watch over the
handoff at the docks.

The Steel Deuce has no desire to tangle With a
those goons with all that hardware, let alone thenws
Queen, and he certainly doesn’t want an arch-uber-
villain like the Hammer of Doom to know who ripped
him off. So he’ll wait in the shadows and thenetak
the case from the PCs once they have it in hand.

If the stoolie has gone with the PCs to thekdphe
gets separated from them n the ensuing fight.ithee
case, once they get away with the case, they hear t
stoolie screaming and crying out to them for help.
When they go down the alley to see what'’s going on,
they find the Steel Deuce and as many of his cehort
as he deems necessary, holding a trash bag that
contains the sliced up remnants of the stoolie.

The Steel Deuce greets the PCs and says hesgtopp
by to give them their rat back (here he gives theen
bag, or throws it to them and the stoolie’s hedd ro
out). He wondered if they'd like to switch bagsnF
and hijinks no doubt ensue.

If it seems too nasty to have NPCs flinging acbu
bags full of body parts, or if it just doesn’t woslith
your campaign style, then the Steel Deuce stepsfout
the darkness with the stoolie standing behind him,
grinning.

“You done good, kidthe Deuce tells him. He
hands the stoolie a couple of twenties and a dvagll
of (poisoned) junk‘Now amscray—us grownups got
business to talk.”

The stoolie runs off and the Steel Deuce #&sks
the case.“There’s no plutonium in there, just a bunch
of cocaine—and what're ya gonna do with that?
Better let me take it off yer hands.”

When they refuse to give him the case, he says

“Okay. But wait, | got a better plan. Why donjukt
kill you and take it?” We will see how his plan works
out.

2) The Deuce of Nothing

Good news! The feds are finally ready tostrre
Johnny Machine, the so-called Steel Deuce, for
murder. If the PCs have been trying to have him
arrested for murder (of the stoolie in that laginseio,
for example) then this is the crime he’s going down
for. Otherwise, it's a truck dispatcher named Ken
Scarpia, whom the Deuce executed for the crime of
knowing too much about a hijacking the two of them
collaborated on.

The police would very much appreciate havimg t

PCs assistance in apprehending Johnny Machine. And

for once, the authorities know exactly where talfin
him. He’s at his victim’s funeral, consoling thems
wife and assuring her that he’ll find the guys vgod
Ken.

The Steel Deuce admonishes the cops for
disrupting a funeral and showing the deceased such
disrespect—Ken was a fine, decent man who deserved
better, the Deuce says.

When the cops read out the charges against the
Steel Deuce, the dead man’s mother scréahkrew
it!"” and stabs the Deuce in the chest. She would have
hit his heart, if he had one. Instead she hits an
emergency reset system that nobody knew about, and
blanks out his personality and memory.

Which raises all sorts of interesting questiorhe
new Johnny is completely innocent, naive, curious
about the world around him and eager to please
whoever he is speaking to. Can this poor unworldly
creature be executed for Johnny's awful crimes? Is
Johnny only faking his condition? Well, in fact he
isn't—but how do the PCs know that for sure? To
make matters worse, once news of his conditiorsleak
out his friends will be coming to rescue him ang an
number of old enemies will try to do him harm.

Then, after the PCs have run themselves ragged
keeping Johnny alive and out of the execution
chamber, a backup system kicks in and his sinistier
personality reasserts itself.



Bones

Real Name:Jack Doyle
PL: 15

Str: 16 (+3) Dex: 16(+3) Con: 18(+4)
Int: 14Wis: 16 (+3) Cha: 14 (+2)
Initiative: +3Attack Bonus (Melee):+13
Attack Bonus (Ranged)#13Defense:
+26/+23Speed:30

Damage Save:e Fortitude Save:+4
Reflexes Save+sWillpower Save: +5

SKills: Forgery +5, Gather Information +5,
Intimidate +10, Listen +10, Move Silently +10, Sens
Motive +7

Feats: Connected, Darkvision, Durability,
Immunity (Suffocation), Infamy, Iron Will,
Penetrating Vision (blocked by living tissue), True
Vision, Startle

Powers: Amazing Save (Damage) +2 (Cost: 1pt),
Incorporeal +10 (Affected By: Mystical Attacks;
Extras: Ghost Touch, Phase Attack; Cost: 4pts)dMin
Control +10 (Flaw: Only One Command [Be Afraid];
cost: 1pt), Paralysis +10 (Cost: 2pts)

“We're all born sobbin’ and screamin’—
we don't got no choice about how we
come into the world. But a guy can
choose how he leaves it.”

Bones is a gangster from the 1930s—old tinsé Ir
muscle, and he’s quietly plagued the superhero
community almost from the beginning. Masked
avengers fought him in the ‘30s, back when he was
just a mook in a pinstriped suit, the star-spangled
heroes of the 1940s fought him on the homefront
when they weren't busy overseas. In the fifties he
gained his superhuman powers and battled a whole
new generation of costumed heroes. He spent the
sixties and seventies in jail, and was really anlyin
the world for long enough to found the Four Deuces.
He’s spent more than half his life in prison, alkit
and may no longer fully understand the outside avorl

Bones is the living avatar of death, in a mikiad
of way. He spent a lot of the 1950s in Cuba, waykin
for the mob. Cuban organized crime was intertwined
with the occult and after seeing some of what the
Cuban Brujos were capable of, Bones tried to ledirn
he could about their arts.

On a fetid dank midnight he drank the bloaaiyy
spoke the Forbidden Words and summoned up the
Lords of Death within himself. The powers thatthe
gave him should only have lasted a week, but the
Lords of Death decided that they liked Bones. They
have stayed with him ever since, and probably won’t
leave until he himself dies.

Cursed with a big agile brain, Bones was asnay

idea man as much as he was a thug. This makes him a
leader, which has always made him a target for anti
crime crusaders.

Over the years the Irish gangs he ran witedad
away, and he could never be a “Made Guy” in the
Sicilian Mafia, so he formed his own crew and
contented himself with smaller goals than ruling th
underworld. As a mid-level criminal and supervitiai
he was quite a success.

Although he’s been in jail for the past twepéars,
he’s still the nominal leader of the Four Deuced an
the guys still come to him for advice. They lergh h
money and help him out in little ways when they,can
just to show their respect, but the truth is thaytvisit
him less and less. Even Double Deuce, who used to
be his boy-sidekick, hasn’'t seen him face to face i
more than a year.

In fact they forgot when last his parole hegri
was, so they're going to be surprised when theylea
that he got out of prison two days ago.

What this will mean for the Four Deuces idiclifit
to say. Will they accept his leadership? Will Dz
Deuce see him as an ally against the Steel Deues, 0
another rival? They've been dealt a wild card.

What comes of this depends on how the GM wants
to play it It may even be that Bones has no desire
return to his life of crime, but they won't take fuo
an answer. Or perhaps they're willing to let hiea b
but then he feels compelled to take up his gumagai
when he finds out that his old crew has hired,ayetl
and killed some old supervillain friend of his.

In person Bones is grim, unhappy, ferociou$ an
old. An emotional but untalkative man, he is wiettk
by many regrets. Every year, on the anniversatkef
day he killed his old friend Jimmy “The Red Cor%air
Grogan, he visits Jimmy’s grave and stands there in
silence. Bones is driven by a vague desire to make
things right, but he doesn’t have a clear idea loditw
that would mean or where to begin. Events may
propel him any of a number of different ways, as th
GM sees fit.

While his powers have greatly slowed his aging
process, he really is getting old now and he fiwls
lack of time acutely. He harbors a lot of affectfon
Double Deuce (and mistakenly thinks the kid returns
it) but he knows what kind of a rotten little magrst
his protégé is. Sentimental, aggressive and easily
moved to tears, he’s prone to violence when drunk,
and so has vowed off the sauce.

He’s killed a lot of people for a lot of reascand
is painfully aware that he’s become too casual aibou
so he has sworn to go as long as he can withdungil
anyone. This makes him almost comically reluctant
resort to violence, even when sorely provoked. Will
Bones be able to hold true to his pledge? We shall
see.

Adventures With Bones:1) Rolling the
Bones, First Version

Bones walks out of jail, a free man for thrstftime
in decades. He’s full of regrets and while he dies



age the way the regular guys do, he is finallyraid.
Determined not to kill anybody for as long as he, ca
he wants to breathe fresh air and put his life suime
semblance of order. He has no idea how to begin.

New York’s superhero community isn’'t making
things any easier for him, either. Bones gets
threatened almost as soon as he leaves prison gy mo
than one masked vigilante. They know he’s up to no
good (although he isn’t) and they've got their eype
him. In light of this fact, going to see the F@euces
doesn’t seem like the right thing to do, at leaxtat
first.

But when he starts asking around, Bones izatha
to find out how many former members of his team are
dead now. All the signs point to Double Deuce hgvi
killed them, but he doesn’t want to believe that.
Bones starts investigating on his own.

Word reaches the Player Characters that Bienes
finally out of jail, seeing old underworld assoeist
and that his crew is suspected of having just gudfé
a major job. If they confront Bones he won't bathe
trying to convince them that he means no harm. Long
years of dealing with cops have taught him thabme
ever listens to a crook’s side of the story, aneviie
instead act hostile and sarcastic, although hebeill
careful not to pick a fight.

If they tail him they will find that he is vigg the
widows and orphans of a number of his former
associates, hanging around crummy bars asking
people questions, and generally acting suspicious.

If they go to see the Four Deuces, they firad the
Steel Deuce is more than happy to talk to themis He
friendly, and charming, and he expresses concern
when he hears that Bones is out of prison. Thd Stee
Deuce may have done some bad things himself, that's
just in his nature, he explains, but he’s alwaigsitto
be as decent a guy as he can be. That Bones,
though—he’s real different. The Steel Deuce abytual
feels kind of afraid of him, he confesses.

Once the Steel Deuce knows (either because the
PCs have told him or through some other source) tha
Bones is out of the joint and that he hasn’t coosee
them yet, he calculates an unacceptably high
probability that the old man intends them some kihd
harm. When he learns that Bones is asking abdut ol
friends who Double Deuce has killed, this confiiins
Bones has got to die. In fact, maybe it's timéuon
the whole outfit and start fresh.

The first time the PCs think of tailing Bonés,
goes to a huge cemetery in Queens to make hisyyearl
pilgrimage to Jimmy Grogan’s grave. As he stands
there to pay his respects, the Ace of Wounds twies
kill him. Bones notices the sniper waiting for hamd
says:“You don'’t look like you're afraid I'll kill you.
And that’s just how it is with young guys, | knoBut
you oughta be. | put you in the ground right hemsd
you'll never get out of Brooklyn.”

The Ace of Wounds laughs and points out that
they're already in Queens. Bones laughs too, laad t
fight begins.

In the course of the conversation, the PGwlea
what's really going on. They also learn that tlee A

of Wounds feels no loyalty to the Four Deuces, that
they'll probably have him killed soon himself (iact
Lady Deuce is going to cut his throat in bed tohigls
soon as he gets done killing Bones).

How the fight goes depends on the GM and en th
actions of the Player Characters. Bones may take a
mortal wound, but he doesn’t have to die here.
Whatever happens, the PCs now know that Double
Deuce and perhaps the Steel Deuce are respormible f
murdering perhaps as many as eight of their former
associates over the years. It looks like a bigsup
battle may be in the works very shortly.

2) Rolling the Bones, Second Version

Bones walks out of jail, a free man for thstftime
in decades. He'’s full of regrets and while he dies
age the way the regular guys do, he is finallyraid.
Determined not to kill anybody for as long as he, ca
he wants to breathe fresh air and put his life stime
semblance of order. He has no idea how to begin.

And things aren’t easy on the outside. Mbiamnt
one superhuman vigilante hassles him (including
perhaps the Player Characters), his old crew hasn't
come to see him in prison for months and nobodly wil
hire a guy with a skull tattooed on his face. Mayie
belongs in the joint after all.

After being hassled one time too many, Bonssd
his patience and starts to plan another heists dimné
should either set him up through his retiremeryudr
him back inside forever, either one of which woléd
okay with him. It's a tricky thing to plan, though
since he needs to make sure that nobody gets killed

Bones doesn’t go to the Four Deuces for help—
he’s still too offended at the way they stopped iogm
to see him. Instead he tries to talk to other old
criminal associates, but most of them are deache8o
doesn't notice that the evidence suggests Double
Deuce is responsible for the deaths of so many old
friends--he's much too preocupied with making plans

But the Steel Deuce is alarmed to hear thaeBo
is out of prison and that he’s been talking to the
relatives of guys the Four Deuces have killeds It’
time for Bones to die. In fact, maybe it’s timekith
Diamond Deuce, Lady Deuce and the Ace of Wounds,
too.

The first time the PCs tail Bones, he goes hoige
cemetery in Queens to pay his yearly respects at
Jimmy Grogan'’s grave. Lady Deuce attempts to
bushwhack him there, and unless the PCs somehow
intervene he is going to kill her in self-defen&sther
way, this new development angers and depresses
Bones. His own crew is trying to have him killed—
for nothing!

If the PCs haven’t thrown him back in jail, he
continues trying to put together his final capliis in
fact a jewel heist. Bones intends to hit a majonay
launderer coming back from the middle east with a
load of diamonds to trade for American drug money.
It's perfect. No civilians get hurt, no decent pleo
lose a dime, and it's big enough to set Bones up fo
life. But the attacks continue.

The Ace of Wounds tries to kill Bones outside



bar in Brooklyn Heights and in the crossfire a six-
year-old boy gets wounded. This is intolerable.
Bones may lose his temper and start to hunt the Fou
Deuces down one by one (complicated by the fatt tha
the Steel Deuce may be about to kill them off
himself).

Bones would be just as willing to frame theebt
Deuce for the crime he is about to commit and Vanis
with the loot forever, if the PCs are willing tolpdim
doit.

3) Rolling the Bones, Third Version

Bones walks out of jail, a free man for thstftime
in decades. He’s full of regrets and while he dies
age the way the regular guys do, he is finallyraid.
Determined not to kill anybody for as long as he, ca
he wants to breathe fresh air and put his life suime
semblance of order. He has no idea how to begin.

Despite his earnest desire to somehow pugshin
right, the world seems determined to thwart hinis H
crew has deserted him, he can'’t get a job, and
everybody looks at him like some kind of a monster.
He’'s trying to keep it together, trying to keep bati
from doing anything stupid, but then things take a
sudden turn for the worse that sends him off tiie ra
completely.

A superhuman vigilante roughs Bones up, @llin
him to stay out of trouble. Bones gets sarcastit a
defiant with the guy (perhaps it's even a Player
Character) and gets beaten savagely. The very next
day, another superhero does the very same thing to
him.

Meanwhile, the Steel Deuce hears that Bonestis
of prison and that he’s been talking to superheroes
He calculates an unacceptable probability thabttie
man has gone straight in his final days and that he
trying to make up for his past misdeeds by teltimegy
authorities everything he knows. It's time for Bsn
to sleep in the ground—in fact maybe it's time torb
the whole crew and start fresh.

The Steel Deuce sends Double Deuce to asasssin
his old mentor. Instead Bones reluctantly killsihi
And it now seems to him that the entire city igent
to the core. Neither the cops nor the crooksrdese
to live—humanity is a cancer on the face of thelavor
He goes to visit some old criminal associates tver
next few days, and although most of them are dead,
manages to get the information he needs.

It should be obvious to the PCs by now thatd?o
is up to something. If nothing else, the sudden
discovery of his old sidekick’s body should letrihe
know that something is up. The first time the R@&8
him, he goes to a huge cemetery in Queens. Timere,
front of his old pal Jimmy Grogan’s grave, he meets
Khalid al Warhadi--the man they call the Hammer of
Doom.

Khalid has problems of his own that have also
driven him to desperation. See his character
description for the details.

As the two men talk, hidden PCs can learn the
whole back-story.

Khalid has brought a “dirty bomb” full of

plutonium, with him, and the two of them are going
set it off on top of the Empire State Building, gitig
this vicious, twisted abomination of a city froneth
world forever. They will both die (or almost—
Khalid’s nerve fails him and he flees at the last
minute) but they'll take the Big Rotten Apple with
them. Unless of course somebody stops them.



Executive Solutios

Membership: Executive Solution M (a.k.a.

Major Maximum, disgraced all-American superhero
and commie fighter), Executive Solution Z (a.kree t
Gray Golem, giant hammer-wielding man of stone, the
team’s resident troublemaker), Executive Solution X
(deathless and unspeakably cruel superhuman soldier
who has fought on at least two sides of every major
war in the past three hundred years), Executive
Solution R (a.k.a. Dan Dauntless, Rocket Ranger,
weary, shell-shocked Bosnian rocket-man, utterly
fearless, beyond caring if he lives or dies), Exigeu
Solution D (sadistic Serbian psychic, Dan Dauntless
former arch enemy) Executive Solution Q, (a.k.&ée'T
Obscenity," shambling sentient heap of quagmirey wh
could lose his mind at any second), Jack Flint (the
former “Agent Twelve” who fought America’s secret
wars throughout the mid 20th century, now old and
confined to a wheelchair, he leads and owns Exezuti
Solutions), Mr. Smith (Jim Flint's mysterious right
hand man, powers unknown) .

A small private security firm based in Chatbes
South Carolina, Executive Solutions supplies
parahuman talent for whatever purpose its clients
require. Over the past twenty years Executive
Solutions personnel have quietly fought to proteet
interests of governments and multinational
corporations in low-level conflicts around the vabrl
Their mercenary super-humans have battled local
insurgents, third world armies, and sometimes other
corporate mercenary teams on every continent except
Antarctica.

Executive Solutions keeps a very low profile
outside of military and intelligence circles, bléh
again so do most other mercenary outfits. Thergéne
public is largely unaware of how many of these
companies there are in this country, or how gitesit t
reach is. Private firms presently supply elite
mercenaries to guard America’s nuclear power plants
Air Force bases, the facility at Groom Lake (Arda 5
and of course the homes of the very rich. If tha CI
needs a sniper for some black book operation
overseas, they don’t send one of their own stéff ou
into the field with a rifle—they pick up the phoaed
call a vendor. If they need a superhuman assassin,
they call Executive Solutions.

Founded by legendary secret agent Jim Flint,
Executive Solutions claims to be pro-American and t
be dedicated to eradicating communism and terrorism
from the world. Yet the truth is that they have no
broader agenda than making money—you can hire
them for any task, no matter how unsavory it migght
There is a saying at the CIA’s Operations Direc¢tra
“If you want a dirty job done fast, call Executive
Solutions.”

Base of OperationsExecutive Solutions’

main headquarters is located in the Charlottesville
suburbs. They have a large, well-protected compound
off in the woods, with living facilities for any
superhuman Resources who want them, an airstrip, a
helicopter landing pad, a firing range, workshaps t
repair super-equipment, an infirmary, exercise mom
and an obstacle course for the Resources to keep
themselves in training.

The Charlottesville facility has its own seatuand
medical staff, and has an understanding with tballo
authorities—they can take care of their own prolslem
No local police or paramedics will attempt to sitf
in the facility without an invitation, and they rev
never yet received one.

There is another, much smaller facility orisand
off the western coast of Ireland, outside the rezich
American law enforcement. This second facility
serves mostly as a place where a superhuman might
lay low until the heat is off. It's just a drafty,
crumbling stone cottage, and its resources argypret
minimal, although it does have a small infirmargan
lot of food stored in the basement.

Only one full-time staff member serves théainel
facility—a grouchy caretaker named Fergus, who is
himself on the run from the law and asks no awkward
guestions.

The company’s business offices are locatedén
Virginia suburbs of Washington DC, midway up a
shiny new skyscraper in a remote office park. The
office has a staff of about six people, all of them
purely administrative, watched over by a stern,rwea
hugely overweight office manager named Morgan
Colglazier. Few members of the ever-changing office
staff have any clear idea as to what Executive
Solutions actually does, and even Mr. Colglazier
doesn’t know any of the firm’s real secrets.

The only one who knows where the bodies are
buried apart from Mr. Flint is his lawyer, B. Colam
Black, of the unthinkably powerful and ancient
Chicago law firm Corvus, Corvus, Corwin and Black
Associates.

Mr. Flint almost never visits the Virginiaesit
despite having a palatial private office on the
premises. He spends most of his time out of the
country and almost always attends business meetings
via teleconference.

Unfortunately, the same cannot be said for his
ferocious personal assistant, Miss Zelma Zimmen wh
often puts in unexpected appearances and throws the
whole office into an uproar. She is said to beahe
person Morgan Colglazier fears.

Few clients ever see the facility in Southdllaa,
unless Mr. Flint wants to impress them. Virtually a
of the organization’s business is transacted thrabg
Virginia office. Whenever superhumans or scary
looking clients have to come tramping through the
place Colglazier sends the regular office workers
home, so that they won't see or hear anything



untoward.

Threat Level: Executive Solutions is neither as
big nor as responsible as they present themsealves t
be. They have about eight superhumans on staff
presently. All are experienced combat veterahsfal
them are superbly dangerous, just as he claims. Ye
they are also an odd collection of personalitigd) w
quirks and petty rivalries that can and do undeemin
their effectiveness as a team.

Their powers and capabilities are pretty widel
varied, but that's a far cry from being ablé‘poovide
the exact superhuman talent your job requirbké
their promotional literature claims.

Even though they aren’t as potent a forcénag t
say, they're still one of the most powerful, deterenl,
ruthless, well-trained group of supervillains ayela
Character group is ever likely to encounter.

If the PCs send a team member to jail, MntFli
might or might not be able to get them out, depeamdi
on the nature of the crime. Certainly Corvus, @erv
Corwin and Black will do their best on the imprison
villain’s behalf, and that's quite a bit. If itdks
hopeless, Flint will just abandon them and deny alll
knowledge of their actions.

Organization: The Resources follow a quasi-
military set of rules, but they don’t have ranksni
salute and don'’t call anybody “sir” but the old man
himself. If the company sends more than one@fith
on a job, Mr. Flint will appoint a team member to
serve as the Field Commander.

Team members can be punished for
insubordination, causing too much collateral damage
drawing the wrong kind of attention to Executive
Solutions, blabbing secret information, endangering
teammates, brawling on the job, getting drunk en th
job, showing up late or for failing to achieve the
mission objective. Punishment usually takes the fo
of docking the offender’s pay. There have beenarne
two field executions when Resources have gone
insane or tried to murder a teammate, but by amge la
parahumans are too rare and expensive to kill, no
matter how badly they behave. Mr. Flint will cémtg
yell at misbehaving Resources, and threaten to fire
them if they screw up again. Yet no one has ever
actually been fired.

The Resources are all known by one-letter code
names; “Executive Solution D", “Executive Solution
R”, “Executive Solution X" and so forth. Officigll
none of them are ever supposed to know anything
about one another but their code names, but tisis ha
proved difficult to enforce. Executive Solutionwas

famous before she joined the team, so everyone know

who she is. Executive Solution R and Executive
Solution D knew eachother in their previous careers
while Executive Solutions M and Z have actually

become a couple. Because there’s not much heccan d

about these breaches in protocol, Mr. Flint pretend
not to notice.

All of the Resources are officially independen
contractors, paid strictly on a per-mission baBieey
have no benefits (and the office staff in Virginia
barely have any—Mr. Colglazier likes to hire long-
term temps rather than salaried employees)

Resources can live at the Charlottesvillelitgtgf
they like, but they have to pay rent. They can buy
medical services and insurance from the comparty, bu
it comes out of their pay, as do legal fees, wegapon
ammunition and repairs. There is no retirement,plan
no 401K. Since they get paid seven figures foheac
job, this isn’'t as onerous as it sounds.

Tactics: Depending on the nature of the job, they
might send one Resource or they might send a bunch
of them. All of them are skilled tacticians andiea
fighters, with the possible exception of Executive
Solution D. If they are on an assault missioayth

hit hard and fast, using the element of surprise as
much as possible. They strike to kill unless they a
under specific orders not to—and then sometimes the
do it anyway. The team won't hesitate to leave a
wounded man behind if it means reaching the mission
objective. Frankly there’s little camaraderie ie tmit
and most of them don't really like one another that
much. They won't risk their lives to save one &ieot
(except for Major Maximum and the Gray Golem—
more on them below) but they'll gladly do it to
achieve the mission objective.

Using Executive Solutions in your

campalgn: Executive Solutions makes a
particularly good nemesis if the PCs are themselves
mercenaries. In this case Jim Flint's merry lags a
the Other Guys, the competition, the bad, amogahte
that takes on dirty assignments, roughs up ciwslian
and fights without honor. If you get sent to topale
brutal dictator, these are the guys the brutahtict
hires. Otherwise, this is the team that an evil
corporation or sinister government agency will gall
if you trifle with them one too many times.

It's rare to encounter the team inside thelé® of
the US, since they're not supposed to undertake
operations (apart from bodyguard work) on American
soil. But if they get riled enough or if they' matking
down someone they believe to be a traitor or a
terrorist, they might well be willing to ignore thaile.
Depending on how much collateral damage they
inflict the authorities might or might not be wiiky to
turn a blind eye.

Sometimes individual team members take on
outside jobs—the Six Dollar Man is particularly peo
to this. If one of them commits a crime and gets
arrested, the others might bust him out just t@kee
him from talking, even though Mr. Flint is sureyll
at them for it.



Adventures With Executive Solutions:

1) Showdown at Lumbaga

Executive Solutions has been retained to defend the
Lumbaga oil fields, deep in the interior of a west
African country (use a fictional large, corrupt iaity
dictatorship with huge oil reserves and a squalid
capital city—or just use Nigeria). All signs indte

that the oil fields may soon come under attack from
rebel forces that are now in the region.

The PCs have been sent to the region to skeyif
can provide humanitarian assistance for the famine
that the war has brought to the interior, or pestap
help fight the rebels. As they get into the vigirof
the oilfields, they either witness or hear about a
shocking double murder that a member of the ailfiel
security staff has committed (perhaps it's Exeeutiv
Solution D, or perhaps it's just some security geon
whoever he is, he hates women and has killed bisth h
local girlfriend and her father, who tried to praite
her).

The local constabulary accompany the PCsgo th
oilfields, where the killer has fled, but the setgur
staff insult them, threaten them and won't let them
enter. Executive Solutions simply won't give tharm
up. They need him for the coming battle, and y an
case they don't trust the local courts.

The only way for the PCs to bring this man to
justice is to retrieve him by force, and they'IMgao
fight their way through Executive Solutions to ¢to i

How many superhuman Resources have been
committed to this assignment depends on the stiengt
of the PCs. The whole team might be here, or ghtni
just be one or two of them, with a bunch of hired
mercenaries and local army goons, depending on how
many Player Characters face them. The GM shouldn’t
make beating them an impossible task, but this one
should be no cakewalk.

To complicate matters, the rebels actuallywsbp
during the course of the fight, and they have binbag
superhuman resource of their own—the living
incarnation of Ogun, the Iron God (use the
“Powerhouse” archetype from the basic rulebook for
Ogun. His powers are “Mystical” in their origins).

2) The Colonel’s Very Private Matter

An old Venezuelan colonel has a beautiful,
rebellious granddaughter. She is his favorite, lzasl
been since she was a little girl. Alas, she haoffi
with her hippie boyfriend and joined a group of
Marxist insurgents up in the mountains. The ols&hma
is filled with dismay, and gets in touch with higehd
Jack Flint. He wants the whole hippie gang of them
tracked down and killed—especially his
granddaughter. There is a piece of jewelry he gave
her for her twelfth birthday, a phenomenally valeab
diamond brooch, which he wants returned as well.

Jim thinks he knows just the man for the job—i
seems tailor made for Executive Solution X. Affer
is already on his way, the old man suddenly sufiers
attack of regret and calls in the PCs to stop the

assassin. But then once the PCs are on theirhgay,
suffers another attack of regret and tells JimtRinat
he has done.

Flint sends more resources down to the South
American jungles to stop them. How many guys Flint
sends depends on the size and strength of the PC’s
party. Executive Solution D is likely to be one of
them, asis Y. M and Z could be as well. He'sles
likely to send Dan Dauntless or the horrible Exiseut
Solution Q, but the Six Dollar Man might also show
up if heisn’t lying drunk on a bender somewhere.

For an added twist, the colonel’s granddaughte
didn’t go off to join the rebels at all. In factth
psychic powers were just beginning to manifest and
the thoughts of all the millions of people in Casc
were crashing in on her, driving her insane. Her
boyfriend wanted to get her as far away from other
people as possible while she learns how to cohteol
new mental abilities. He brought her up to adittl
organic farm that some friends of his own off i\ th
mountains, and together the two of them have been
slowly exploring her newfound mental abilities. e%h
very powerful—use the stats for the standard psychi
hero archetype in the basic rulebook. Executive
Solutions is in for a surprise.

3) Operation Apocalypse

A tiny African republic has just managed to
weather a coup attempt (either invent a countryser
a real one that seems appropriate—Gambia would be
ideal). Democracy has been restored and the kindly
old president who has run things for twenty years i
back in power. The state is damaged, its one
university has been destroyed and it's preciougmat
treatment plant will take a lot of foreign invesiméo
repair, yet with a little help and a little luckety're
going to survive.

This is good news for Africa. That tiny statas
one of its best run democracies and a real staigjliz
force in the region.

Unfortunately, the CIA doesn’t want the region
stable. Chaotic and corrupt countries are mucieeas
to influence than stable and democratic ones.nyn a
case, they backed the leaders of the coup, andetill
be deprived of their prize. To show the world what
happens when you oppose them, they have hired
Executive Solutions to do a complete “Carpet Jab” o
the republic, ruining it so utterly that its peoplé!
live in misery for decades.

In a single predawn raid, they will smastpitsver
plant, wreck its telecommunications infrastructure,
tear up its roads, destroy its storehouses of fiued,
and medical supplies, destroy its only hospital,
annihilate its army, murder all its leaders anddsl
many random innocent people as possible. They will
do their very best over the next day or so to l¢hige
place with nothing.

The first thing they will try to is to wrecke
country’s communications infrastructure, cuttingfit
from the rest of the world.

The PCs are with a UN fact-finding missiorain
neighboring country, perhaps tracking the



whereabouts of some major arch-villain or cleanipg
after a natural disaster, when everything over the
border goes silent. The lights have all gone gut u
there, too.

Perhaps someone manages to get a final despera
message to the outside world, perhaps someone
stumbles over the border, wounded, bleeding and
desperate or perhaps the PCs go up there to igatsti
on their own.

Executive Solutions has brought the whole téam
this job, although if that makes them too powefdul
the PCs to beat the GM may decide that they have
split up into little groups of two or three, eacjuad
focusing on a different atrocity.



Executive Solution D

Real Name:Dr. Vlade Andric, Phd
PL: 12

Str: 16 (+3) Dex: 12 (+1) Con: 14 (+2)
Int: 14 +2) Wis: 20(+5) Cha: 14 (+2)
Initiative: +1Attack Bonus (Melee):+6
Attack Bonus (Ranged)#9 Defense:
+18/+17Speed:30/50 (Flight)

Damage Save# 2/+8 (Evasionf-ortitude
Save:+2Reflexes Savet7 Willpower
Save:+11

Skills: Bluff +8, Concentration +8, Intimidate +10,
Listen +8, Profession (Child Psychologist) +5, &ens
Motive +8, Spot +8

Feats: Evasion, Indomitable Will, See Invisible

Powers: Amazing Save (Reflexes) +6 (Extra:
Willpower; Cost: 2pts), Telepathy +10 (Extra: Mind
Control; Cost 4pts), Telekinesis +10 (Extras: Egerg
Blast, Flight, Force Field; Cost 5pts)

WeaknessesQuirk: Sadist. Would sooner
torture or kill a target than not. Must spend &l
point to resist staying too long at the scene ludittle
to inflict more anguish on the target.

“Hey wait! We almost forgot the part
where we stab you in the face--and that's
the best part!”

Vlade Andric grew up with his aunt in Mostiar,
what was then the dismal little socialist republic
Yugoslavia. Auntie beat him for looking like a Kur
She might have slowly killed him over time, but
fortunately the Andrics had rich cousins in Chigago
who agreed to sponsor young Vlade through his high
school and college years.

He went to Northwestern University and eveltlyua
pursed an advanced degree in child psychology. By
the time he was thirty Dr. Andric had settled into
practice in New York City and wrote the occasional
children’s book.

He drank too much, he wallowed in pointlest se
pity, he used his psychic powers to abuse his young
clients and put psychological time bombs in their
brains. Why should they be allowed to have happy,
well-adjusted childhoods when he felt so miseralile
the time? It wasn't fair.

Then in 1992 his country went up in flames.
Yugoslavia came apart at the seams and peopledstart
killing one another. Once the new nation of Bosnia
imploded and Bosnian Serbs like himself were
massactring every Turkish looking person they could
lay their hands on, he felt the noble Serbian biood
his veins roused to action. In Manhattan you load t
live by rules and law and society’s tenets—to dthe
right car and attend the right parties and wearitjeg

shirts. But in this grand new Bosnia a man could d
anything, be anything he chose! He could even kill
women and kids if he wanted, and who wouldn’t want
to do that? He was getting excited just thinking.o

So he left his practice, sub-let his apartnaet set
out for wonderland. He was not disappointed.

For the next two years a lot of old peoplemea
and children seemed to die wherever he went. Life
was good. His psychic powers became stronger every
time he used them to kill, and his reputation geei
he came to the personal attention of General Ratko
Mladic, field commander of the Bosnian Serb forces.

In his headquarters at Pale, in the old comgou
left from the Winter Olympics, they were trying to
create super-soldiers. The process wasn't safapy
means (it had been developed in Uganda by the Idi
Amin regime), but General Mladic assured Vlade that
if his heart was strong and the Serbian bloods$n hi
veins was pure, he would emerge from the treatment
like a living god.

Vlade was petrified—this was certain death, bu
then again guys who defied General Mladic didn’t
tend to live so long, either. He moved into theydi
little improvised clinic in Pale and submitted to a
painful course of injections and the agonizing
hallucinations that followed.

But despite the months of suffering and ternes
powers did in fact grow tremendously. He could fly
with his telekinesis, he could use the power of his
mind to enhance his physical strength, burn off his
beer belly, grow a set of huge rippling musclesid A
he did. General Mladic was greatly pleased, and
assigned him to the siege of Sarajevo.

They gave him a costume, which made him feel
even more powerful, although he didn't like the vitay
failed to conceal his face. For the next threes/ba
fought the embattled Sarajevo militias, coming to
blows with the city’s flying superhero “Dan
Dauntless” on many occasions. He never bothered to
take a superhero code name himself—it was too hard
to think of one that sounded scary enough.

Unfortunately for Vlade, he was still fightitad
Sarajevo when the giant massacre at Srebrinica took
place. One of the war’s worst atrocities, nearf08
civilians lost their lives up there, inside a UNesa
zone. Vlade was beside himself with envy and
frustration. To this day, having missed the fun at
Srebrinica remains one of his great regrets. @hdt
never getting to kill Dan Dauntless.

After the mid 1990s things started to fall pa
NATO moved in to keep the peace, the siege of
Sarajevo ended, General Mladic had to go into gidin
and things looked bleak. Vlade heard that sonbeof
guys were trying their luck in the Congo War, figit
for Laurent Kabila’'s rebels, and even though black
people made him uneasy it seemed like the best
available option.

He both loved and hated the time he spent in
Central Africa. The food, the people, the living
conditions, all of these things he loathed. Batwar
itself was paradise. In the Congo he was freévi® g
up all pretense. He wasn't fighting this war foe t



Serbian people or to prove he didn't have Turk oo
Here you could fight for the love of fighting, kftbr

the love of death. And kill he did, so well thhét

CIA got in touch and asked him to do a few things
over the border in Rwanda.

He soon gained a reputation with the CIA as a
reliable man, in the sense that he would do absglut
anything the Agency paid him to do.

When Kabila's army finally won the conflict,

Vlade grew desperate and scared. He was running ou
of war—the rebels in Columbia and Sierra Leone
wouldn't let outsiders join up, and the rest of ¢chd

wars then in progress were all in Islamic countries
where a Serb Nationalist would no doubt be shot on
sight. So he begged the CIA to take him on folti
They declined, but were happy to give him the numbe
for Executive Solutions.

He has never gotten along with the rest ot¢hen,
largely because of his personality. Boastful and
aggressive, desperate to make an impression, he is
hypersensitive to criticism and takes himself &ar t
seriously. He throws murderous temper tantrums and
only the fact that he’s afraid of other parahunizas
kept him from killing a teammate. A bigot, he make
disparaging remarks about other peoples’ ancestry
(note to the GM: keep this mild if you think your
players would be too upset and offended by it), but
anyone who says anything about Serbs in his presenc
is in deep trouble (unless he’s afraid of them).

Vlade complains a lot on missions, but it'$ liiee
the way the Gray Golem gripes. Rather than carping
about little things, he whines that they're notriggi
paid enough for this type of assignment, that the
operational plan is going to get them killed, aod s
forth. He’s also weirdly desperate for affectiorda
respect. A published author, he writes bad, pseudo
experimental short stories and poems and frequently
tires to get his teammates to read them.

Vlade is shocked to find himself fighting adfzinde
his old nemesis, Dan Dauntless, and has been making
an unsuccessful effort to befriend him.

Adventures With Executive Solution D:
The Great Guatemala Bauxite Caper

A financial planner from a giant accountingyfi
nervously approaches the PCs. His name is Seymour
Durwood, and he has found some things that make
him very anxious.

He's been doing an internal audit for a firatled
C2M Hill, and he thinks it's a dummy—a shell
corporation slapped together by some big New York
investors. Officially, C2M Hill is a mineral
consortium, and they own a central American mining
company called Stroessner-Reinhold Ltd. Everyone
knows there’s no bauxite in Guatemala, and yet
Stroessner-Reinhold has purchased a failed bauxite
mine in the Guatemalan highlands, an unstable megio
that still has pockets of guerilla activity. Thayed
some vendor to take some samples at the mine, and
they're shipping the cores back to be tested at the
University of Colorado’s geology lab in Denver.

To everyone’s surprise, the Guatemalan

government has insisted on transporting the samples
themselves, under police escort, to ensure thahao
tampers with them. And now C2M Hill has retained
the services of a shadowy organization called
Executive Solutions. They bought one airline ticke
for Executive Solutions, headed for Guatemala City.
Why would they only need one ticket, Durwood
wonders?

In light of the fact that everyone at Durwad@irm
whispers that Executive Solutions is a supervilfain
hire outfit, this looks really ominous. The fixdarely
in, or at least it looks that way to Durwood. A
supervillain is going to intercept the police copvo
substitute some samples that have been seeded with
bauxite, and blame the attack on the guerillas.

The moment everyone thinks that there’s baurit
Guatemala, investors are going to be beating atpath
C2M Hill's door. The stock will shoot up in value,
and the investors will sell the moment before thieem
goes bust. Durwood’s firm can’t take another Enron
fiasco, and he knows that as the assistant chditoau
for the C2M Hill account he’s going to get throven t
the wolves once everything comes out.

He’s right, but things are actually even wdismn
they appear. The entire scheme is the brainchizl o
Graydon Kingsland, the coke-sniffing ne’er do well
son of one of America’s most powerful families. .Mr
Kingsland has raised the ire of a certain Colonel
Santos, late of Guatemala’s death squads, whosense
that a scam is in the works and resents not haéeg
offered a cut. Colonel Santos’ influence has tesul
in the heightened security in Guatemala, and forced
Mr. Kingsland to retain the services of Executive
Solutions.

Sensing that this is a delicate matter, Jimt Rias
sent Executive Solution D, in hopes that he carhise
telepathic powers to nab the samples without anyone
being the wiser. But that’s just not D’s stylee ill
hit the convoy on a narrow mountain road with # cli
on one side, and he’ll try to kill as many peomea
can get away with.

When the PCs go to Guatemala to stop him, they
will find it to be a frightening place. Death sgiga
were still operating here ten years ago, and there
ugly secrets everywhere. In fact the army maitsil
quietly trying to exterminate the country’s Indian
population up in the mountains, and the PCs may or
may not stumble onto evidence of this.

Colonel Santos will not be pleased to haventhe
operating on his turf, but he won't interfere wikiem.

If they manage to capture D and bring him kack
the US, everything comes out over the next few
weeks, there is another round of financial scandals
Graydon Kingsland's associates get dragged out of
their offices in handcuffs (although he himself eéns
untouchable) and Guatemalan hit teams will atteampt
assassinate everyone with any connection to the
matter, including Seymour Durwood, C. Graydon
Kingsland and the PCs.

Executive Solution D gets extradited back to
Yugoslavia, to stand trial for war crimes, and the
sympathetic Serb authorities allow him to escape



within a day. As an added twist, Colonel Santos
knows Jim Flint, has worked with him before and
complains to him about his involvement in the affai
Mr. Flint apologizes, and then assigns Executive
Solution D to work with the hit-squad that’s aftee
PCs.

2) Blood Orgy on Zombie Island

There are ominous rumblings from the tumbledow
megalopolis of Djakarta, capital of Indonesia.
Someone has been collapsing abandoned buildings in
the city’s dying industrial zone, somehow imploding
them without the use of explosives. What can this
mean?

There is a big and potentially violent elegtio
coming up and the Indonesian authorities are ggttin
spooked. They're not sure they can handle this
themselves, and they're willing to accept outsidie-a
by which they mean they might turn a blind eye if
foreign superheroes were to turn up and quietly
resolve the matter. They would prefer a team with
official ties to any national government. The PCs
would be ideal.

To spur the players along, someone at Exexutiv
Solutions thinks the PCs are getting involved dnad t
they know way more about this situation than they
actually do, so they foolishly try to scare therh Gk
PC encounters a ringing payphone outdoors in some
public place. When they pick up the phone, an
electronically distorted voice snafiStay the
@#$%*& away from Chang-Gura!”

It just so happens that Chang-Gura is the rafrae
small jungle island in the isolated Banda proviote
the Northeast archipelago, a wild and primitiveéeag
still occupied by Neolithic tribes. Chang-Gura is
officially uninhabited, except for a small hospisaid
recuperation center run by a philanthropic
organization called Helping Hands International.

A Dutch non-profit, the charity seems to hage
existence on paper apart from the Chang-Gura clinic
It's only major donor is a giant multinational drug
firm called ProVox Unlimited.

Which brings us to what is really going onéher
ProVox has a secret research facility on Chang-Gura
island, masquerading as a hospital on paper. Vaey
been performing all kinds of ethically dubious $est
out there, and one of them has been a real
breakthrough. Professor Dreyfus Graven (now
deceased) has perfected a psionic enhancement drug
that may be able to give ordinary people temporary
superhuman powers. Unfortunately, it also hasy wa
of turning them into mindless ravening zombies with
taste for human flesh.

One of ProVox Unlimited's rivals, a smallezss
ethical company called Human Dynamics, sent a
mercenary squad out to Chang-Gura to seize the drug
but things did not go as expected and the facilag
shortly overrun by slobbering cannibalistic psi-
zombies.

Unbeknownst to either party a third drug firm,
Lippinor-Zarin, has also hired a team to retridwe t
drug. While they are a big multinational firm, yhe

don’t have anything like the resources available to
Human Dynamics, let alone a giant like ProVox
Unlimited. Lippinor-Zarin wouldn’t survive a
protracted battle in the courts with either on¢heim.
Therefore, they have elected to conceal their
involvement by killing everyone in the complex, and
collapsing it on top of their bodies. A supeniilla
attack would be the ideal way to do this, so they
contacted Executive Solutions, which had the very
man for the job.

Executive Solution D isn’t sure how to use his
powers to collapse a really large building, so befe
goes out to the island he’s been practicing in &jek

He needn’t have bothered. Most of the comjdex
underground.

Neither Executive Solutions nor Lippinor-Zarin
knows that the tunnels are crawling with psychioma
eating zombies, or that the Human Dynamics team is
still alive down there, besieged but willing tol kil
anyone who tries to take the drug away from them.
Hasn't it been too long since your players enjoged
really good dungeon crawl?

3) Masks of Desperation

The tiny central African nation of Zangarans
grave trouble. They broke away from Equitorial
Guinea last year, after decades of suffering frioen t
central government’s mismanagement and ethnic
discrimination. The UN is on the verge of recogriz
them, if they can just make it through this year.
Otherwise Equitorial Guinea is sure to invade,
possibly with the help of the notorious army frame t
People’s Republic of the Congo and they are gaing t
be merciless.

Zangara is landlocked, desperately poor amye g
covered by rain forest. They want to preserve thei
forest from logging and start up a tourism indysbuyt
to do this they first have to get some capital iagloit
now they're struggling just to prevent a faminenisT
year’s crop has failed, their armed forces arerggtt
restless, and if they can’t buy enough food to get
through the next planting season things are gaing t
get really bad really quick.

But where to find the money? They actuallyeha
some diamond mines, but they're fearful about
developing them. The big South African diamond
consortiums are unbelievably powerful and incradibl
ruthless toward competitors. They crush littldored
who get in their way.

Fortunately, Zangara’s hand-carved wooden mask
are internationally famous and although they aras’t
lucrative as diamonds, a big load of them shoulld st
fetch a high enough price at auction to let thenbgu
squeak through the next harvest. The masks take
decades to create, and they are sacred to theepafopl
Zangara, but what choice do they have?

Unfortunately, the big South African diamond
firms believe in taking no chances. Even though
Zangara hasn't yet opened its diamond mines and
started competing with them, they’re going to crush
the little country anyway, just to be sure. Thagh
Executive Solutions, which sends Executive Solution



D.

He burns the warehouse where most of the masks
are stored, but the Zangarans are able to scrape
together one last load of them from other pladése
warehouse fire looks very suspicious, and hasall t
hallmarks of a supervillain attack, so Zangara
complains to the UN, which asks the PCs for
assistance. Their task is to safely get the Idad o
ceremonial wooden masks to auction in New York
City, with Executive Solution D dogging their heats
every stage.

In case the PCs misdirect D and take an aitern
route out of the country, through the dangerousupp
reaches of the Congo river basin, D has tippedmoff
infamous rebel warlord (“Colonel” Gonagara) just
over the border, who will hunt the PCs once thdagren
his domain. He thinks they're carrying a load of
diamonds, and will be displeased to find nothing bu
useless wooden masks.

Colonel Gongara is something of a bloodthirsty
fiend, although he is also a jovial fellow who lasag
great deal. He's a giant of a man, physicallyafeal
of many superheroes who derive their powers from
“training” and he relishes fighting opponents man t
man. Use the stats for the “Martial Artist” arcypet
from the M&M Core book if the PCs come to grips
with Colonel Gongara. He’s PL 10.



Executive Solution M,

aka "Major Maximum"
Real Name:Major Buck Stone
PL: 13

Str: 18(+4) Dex: 16(+3) Con: 18(+4)
Int: 10(+0) Wis: 12 (+1) Cha: 12 (+1)
Initiative: +2 Attack Bonus (Melee):+9
Attack Bonus (Ranged):7 Defense:
+19/+16Speed:30

Damage Savex4 Fortitude Save:+4
Reflexes Save+2Willpower Save: +6

Skills: Intimidate +8, Jump +5, Knowledge
(Military Proceedure) +7, Spot +5, Survival +5, Tau
+5

Feats: All-Out Attack, Choke-Hold, Dodge,
Durability, Improved Grapple, Iron Will, Power
Attack, Rapid Strike, Surprise Strike, Takedown
Attack

Powers: Energy Blast +13 (Flaw: Reduced Range,
Cost: 1pt), Super-Strength +10 (Extras: Protection,
Thunderclap; Total Cost: 6 pts)

WeaknessesQuirk: Insanely Gung-Ho (Can't
willingly work with anyone who seems to be lesstha
100% patriotic or who looks "weird" or somehow
subversive. He will attack "unpatriotic" or foreign
targets first, even if doing so puts him at a tadti
disadvantage)

“Stand down or die squealing. You
pick.”

Buck Stone was an American hero. Beloved by
millions, the crowning glory of the US Parasoldier
program, he battled Marxist insurgents in El Satwvad
and Granada, the Bhopal disaster in India andndla
like Dr. Frightful on the streets of New York Citjhe
Army's superhuman program had a lot of expensive
failures over the years, but Major Stone (aka Major

Maximum) was a shining success.

Then he killed a prostitute. To this day heiable
to account for why. It wasn't like she had calléd h
gay. He had beaten up hookers before if they
guestioned his manhood (he had some intermittent
difficulty performing with professionals, which he
attributed to stage fright ) but he had never digtua
killed one. Not even if they called him gay. So wha
was it about this particular girl that made him go
berserk? When it turned out that he was too tived
party, she was actually pretty nice about it arel sh
certainly didn't insult him. Yet it felt incrediol
satisfying to rip her in half.

He truly hated being called gay. Not becdese
feared that name but because it wasn't fair. He

enjoyed his infrequent explorations with men better
than anything he had ever done with a woman, fat th
was because it was secret and forbidden, not becaus
he was gay. Of this, he was sure.

When the investigation began to point toward
Major Maximum, the Pentagon knew it had a serious
problem. His image was clean, but it wasn't eyactl
wholesome. Major Maximum never claimed to be a
nice guy, just a hard man who wouldn't let America
take crap from anybody. He was gung ho, not gee
whiz. Hardly the boy next door, the public wasn't
going to just assume he was innocent. There were
barely even any pictures of him smiling.

Under the circumstances, even though he seemed
likely to beat the rap (and he did) it would betéetor
him to retire. They farmed him out to private
enterprise, where he shortly found that the work wa
easier and the pay was better.

After freelancing for a few years he foundacp
at Executive Solutions that suited him perfectlg &e
met the love of his life--the eight-hundred poutahse
giant called the Gray Golem. Life has been good fo
the past decade or so. Buck doesn't even have to
worry about the gay thing anymore. His partnet isn
technically human which means the fact that theiguy
officially male doesn't count. So long as he stisfit
the Golem, Buck isn't gay. The Gray Golem himself
is pretty skeptical of this line of reasoning, Butck
doesnt care.

Despite how well things worked out, the former
Major Maximum still misses the glory of his public
career. The Army has done a good job of erasing hi
memory from the public consciousness. No one ever
makes reference to him in any official materialewtb
superheroes, his name is never spoken on the news
and after 15 years he's as forgotten as Spandéat Bal
or the Thompson Twins. That really hurts Buck aad h
still bears a grudge. He often jokes that he veighe
girl he killed was still alive so that he couldlkier all
over again for what she did to him.

Neither Buck's powers nor his personality are
subtle, but he's very tough and an extremely
competent soldier, so Executive Solutions sends him
on missions where overwhelming force is needed.
They generally send the Gray Golem with him, since
otherwise the two of them worry about each other.
They do bodyguard work as well, since they're both
great at looming and looking scary. It doesn't apfe
them nearly as much as throwing some third world
army's tanks around.

Adventures With Executive Solution M:

A Kingdom by the Sea

A tiny kingdom in the Caucasus is about tdesli
into chaos and war. Once a Soviet Republic, when t
Eastern Bloc collapsed in the 1990s they brougbk ba
the descendant of their traditional royal familynéc
Ottar IX. He had been living quietly in Paris, tijey
his PhD in Political Science, and had no idealtleat
might one day actually have to ascend to the
Tourmaline Throne.



Things haven’'t been easy since his return's ble
thoughtful, humane, and capable leader who has no
intention of running his country like a dictatonghi
However, he is scared to death of his huge, bglyin
right-wing uncle Zogor, who has an important positi
in the country’s army and treats the peasants like
cattle. Every time he tries to give the press more
freedom or to rectify some inequity in his coungry’
social system, Uncle Zogor is there to bully hin afu
it.

Now a giant multinational oil company wants to
build a pipeline across his country, and even thoug
the king knows that it could wreak environmental
havoc on his country if it isn't built carefully engh,
they are so desperately poor that he has relugtantl
agreed.

Then he discovers that the oil company is @tin
bring in outside labor and intends to give his
government only a pittance for the use of its latid.
there are jobs for the locals, they will be in dyiog
alcohol and vice to the pipeline workers. KingaDtt
finds this intolerable, but doesn’t quite know witat
do about it.

The executives who are building the pipelieese
that he feels tentative and conflicted about tlugeot.
So they go to his uncle and offer to back himin a
coup. Zogor is glad to be rid of his weakling newph
and happily agrees to take the crown.

They have king Ottar shot, and by the time his
eleven year old daughter leaves her school in Bdgla
to come assume the throne, half the army is in open
rebellion and tanks are rumbling toward the capitol
Her honor guard will no doubt fight bravely on her
behalf, but she’s only a child, her generals have n
confidence in her and the rest of her army is mglti
away.

A sad, wistful, unsmiling little girl, when slsits
on her throne her feet don't reach the floor. I&itt
does the enemy suspect that while she is only eleve
Queen Yzalda has a measured IQ of 185 and is more
than capable of running the nation herself. In she
was in the middle of her sophomore year at Oxford
when she was pulled away from her studies.

Even though she feels overwhelmed with giief a
her father's demise, she begins pulling the remgini
defenders together with remarkable efficiency. But
just to make sure that things go to plan, the oil
company has engaged the services of Executive
Solutions, and Executive Solutions M and Z march at
the head of the advancing tanks. Her forces vglitfi
fiercely, but they can’t stand against Major Maximu
and the Gray Golem.

There is a media blackout in effect and tthe oi
company has been circulating the rumor that thiel-chi
gueen is being held prisoner in her own castleragyc
Marxist elements of the former government and that
they support the rebels’ efforts to rescue here Sh
surely won't survive the rescue attempt—at lea# wi
her brain intact. Who can save this little kingdioyn
the sea?



Executive Solution Z
aka "The Gray Golem"

Real Name:Unknown (may not even
have one)
PL: 13

Str: 20(+5) Dex: 12 (+1) Con: 20 (+5)

Int: 14 (+2) Wis: 16(+3) Cha: 9(-1)
Initiative: +2 Attack Bonus (Melee):+11
Attack Bonus (Ranged)xg Defense:
+16/+14Speed:30

Damage Save#4 (+17 with Super-Constitution
Fortitude Save:+4 (+17 with Super-
Constitution)Reflexes Save+1 Willpower
Save:+4

Skills: Intimidate+12, Knowledge (Mercenary
Underworld) +5, Search +6, Sense Motive +10, Taunt
+11

Feats: Durability, Expertise, Immunity (Aging,
Critical Hits, Disease, Poison, Starvation,
Suffocation), Indomitable Will, Power Attack, Rapid
Healing

Powers: Super-Strength +13 (Extras: Protection,
Super-Constitution; Power Stunt: Lethal Damage;
Cost 5 pts), Weapon (Big Hammer) +10 (Cost: 1pt)
Equipment:

WeaknesseSDiSturbing (looks like a huge stone
statue with a nasty sneer on its face. Can'tipass

normal society, suffers a -5 to all Bluff and
Diplomacy checks.)

“I know it's none of my business, but are
you trying to lose this fight? You one of
those guys who likes to get beat on?”

At the end of World War 2, the hunt was on for
Germany’s secret weapons, scientists and supermen.
The Americans and the Soviets grabbed everything
they could, sometimes with little regard for thisiel
implications.

An advance team of US army rangers found the
strange creature they called the Grey Golem irside
warehouse in Prague. A giant made of stone with an
enormous stone hammer by his side, he appeared to
have been recently killed (or rendered inert at any
rate—he bore no visible wounds). Six dead SS
officers lay around the giant in bloodied occulves,
smashed and broken like roaches on the floor. riglea
some terrible battle had taken place here, and both
sides had lost.

The rangers retrieved the fallen stone titachsent
him back to the US for study. No one could figooe
how he had been killed or for that matter how herev
could have been alive in the first place. Aftemma

rounds of failed tests, the creature was left dnagje
at an Air Force base in the Nevada desert.

In the mid 1970s the Mossad requested peronissi
from the Americans to study the stone giant. The A
Force agreed, and Mossad sent their kabalistiesarc
"Doctor Solomon" to the hanger in Nevada.

Dr. Solomon immediately identified the creatas
a thing out of Yiddish legend, the Golem. Presugnab
some forgotten cabalist had built this artificismto
protect Prague’s Jewish community from the nazis.
Considering what had become of the Jews of Prague,
the Golem hadn'’t been finished in time to do much
good. Someone had inactivated the creature by
blotting out one of the magic letters written oa thp
of its head, but this was easy enough to fix.

Curious about the golem’s origins, Dr. Solomon
drew the missing letter back into place and brotight
creature to life. It acted surprisingly humanthat it
was a sneering, sarcastic and thoroughly disadeseab
being, who refused to answer any of Doctor
Solomon’s questions out of sheer obstinacy. It did
however accept his offer to come work for the
Mossad.

The Israelis wanted to put the Golem througki&
Training and a set of courses in military intelhge,
but it refused to cooperate, so they just dumped it
directly into a secret parahuman unit called “the
Forgotten Men” and started giving him covert
assignments.

Over the next fifteen years the Grey Golengfdu
the Egyptian Secret Service, the PLO and various
armed factions in Lebanon, clashing with other
superhumans many times. He never got along with
the rest of his unit, partly because his supeiitisl
were badly matched with theirs (most of the Forgott
Men had stealthy, subtle powers) but also becdause o
his personality.

He remained as cynical, sarcastic and trutalen
when Dr. Solomon first revived him. Impossible &i g
along with, he would constantly snipe and jeehat t
other members of the team, undercutting their
confidence and provoking mischief for no reason. He
used excessive force, he defied orders for the beck
it.

In the late 1980s the Forgotten Men got wipetd
on a mission to Irag. Only the Grey Golem survjved
and that was because he had missed his fligintadie
him think. Why was he busting his hump for aditt|
money and the joy of fighting? He could fight guys
and get rich.

After a few bungled attempts at supercrimes in
Europe, he got wise and hired himself out to Exeeut
Solutions. There he met the love of his life, the
disgraced American superhero who used to be known
as Major Maximum. Their relationship is pretty
tempestuous, but despite his rotten disposition the
Golem really tries to keep it together. He tellngelf
that he’s only doing this because its so diffitalfind
anyone he can get physically intimate with (attieas
without killing them) but he’s lying to himself. h&é
truth is that he’s finally found the one thing iis hife
that he doesn’t want to crush.



Love has mellowed the Grey Golem quite alhit,
he’s still impossible. Contrary, sarcastic, stuiband
petty, he constantly sneers and makes cutting kemar
He’s selfish and defiant, and will oppose othempeo
even when it's to his advantage to go along widmth

Even though he doesn’t need to eat and catybar
feel anything through his stone skin, he loveditile
creature comforts and will cause all kinds of haivoc
someone else gets in the way of them. He waats th
best seat on the airplane, he wants the biggest
sandwich on the plate, he wants the best chaliren t
briefing room and he'll cause trouble if he doegett
it. He’s the kind of guy who will smash the pie and
throw it out the window if he sees that you have a
bigger slice.

Smarter than most people think, he’s good at
manipulating others and loves to provoke fight® H
claims to have never believed in anything, bubif y
see the way he looks at Major Maximum you’ll know
that's a lie.

Not a subtle opponent, the Grey Golem’s powers
aren't suited for stealth. But years of fightinget
superbeings have made a tactician out of him. He
wants to win, and he’ll calmly do what it take$.hé
has a chance, he’ll spend a moment sizing his
opponent up, figuring out how their powers work and
whether he can find a weak spot while his teammates
soak up some damage. He'll usually attack thestarg
who looks most vulnerable to physical attack, aiid w
only come to grips with other super-strong bruisers
he has to (or if that’s clearly what would make the
most sense).

He constantly talks trash and jeers at hi®oppts.
Not only does this make them mad (a goal in and of
itself, as far as he’s concerned) it also makesithe
think he’s a prancing buffoon and underestimate him

He will Kill if it's a part of the mission af it
seems like the most expedient way to solve a pnable
but he won't do it casually or in an impulsive rage
His anger burns cold, instead of hot.

While he loves combat, he never gets completel
swept away by the joy of battle. He knows when to
withdraw and he has no intention of dying for arg/on
or anything. He tells himself that this includesjMa
Maximum, but deep down he knows that isn't true.

Adventures With Executive Solution Z:

Prince of Skulls

Cabot Collier-Dunbarton 1lI, alias Skullbonethe
wayward, homicidal son of one of America’s
wealthiest families. He wants to be a gansta asd ha
been trying to ingratiate himself with an innesycit
gang. They treat him with amused contempt, but they
are intrigued by the amount of money he has tanthro
around.

In order to impress them, he has murdered the
girlfriend of a rival gang member. The cops have
taken an interest, his new friends have sold him ou
and the press has gotten wind of the whole sordid
affair.

Skullbone isn’t from a segment of American
society that normally has to worry about thinge lik
prosecution, but a young and idealistic assistat D
has actually gotten a warrant for his arrest. Ties$p
has descended on the Collier-Dunbarton compound
upstate and the police have arrived to serve the
warrant. They have a search warrant as well,Haut t
Collier-Dunbartons are refusing to acknowledge its
authenticity, and their security people won't fes t
police inside.

Only a few hours remain before the Collier-
Dunbarton attorneys get a superior court to nuthfy
warrants and put young Cabot on a private plane to
Switzerland, where he can spend the rest of ks lif
skiing and boasting about how easy it is to getyawa
with murder. In desperation the Assistant DA tums
the PCs. Can they help her serve the warrant?

There is, alas, one small complication. The
Collier-Dunbartons have also retained the servites
Executive Solutions, who have sent over Executive
Solutions M and Z—Major Maximum and the Gray
Golem. They won't give Skullbone up without a
fight, even though they find his strutting faux ipp
mannerisms thoroughly annoying.



Executive Solution X

Real Name:He always signed his
recruitment papers with an "X." If he

had a name before that, he neither knows
nor cares.

PL: 18

Str: 18 (+4) Dex: 20(+5) Con: 18 (+4)

Int: 16 (+3) Wis: 20(+5) Cha: 16 (+3)
Initiative: +4 Attack Bonus (Melee):+21
Attack Bonus (Ranged):21Defense:
+35/+24Speed:35

Damage Save:xe Fortitude Save:+4
Reflexes Savets (+12 with super-Dexterity)
Willpower Save: +5

Skills: climb +5, Hide +10, Intimidate +8, Move
Silently +10, Profession (Soldier) +5, Spot +10,
Survival +10, Swim +5

Feats: Darkvision, Far Shot, Headquarters
(Equipped with a Dock [adjacent to the lagoon, biud
from the air], Concealed [the villa is hidden beahea
the trees on a seemingly deserted island thatis no
marked on any of the standard nautical charts], an
infestation of biting flies that carry the debititey
disease known as the Bleeding Fever [4 levels of
Drain; Extras: Delayed Effect and 2 levels of Slow
Recovery; Flaw: Only Drains Constitution] which X
happens to be immune to, an ancient howitzer hidden
behind the house just in case X suddenly has atoeed
shoot down any incoming aircraft [+8 Lethal Damage
Energy Blast], a Gym, a seldom-used aircraft Hanger
and concealed airstrip some distance away from the
villa, a small but well-stocked Infirmary in oneora

of the villa, a set of reinforced Holding Cells hapete
lined pits full of sludge] for unruly guests, aolsted
Location [on a jungle island somewhere in Indoriesia
a jumbled and disorganized Library full of wierd
tomes and trashy adventure novels that X has
accumulated over the years, Living Quarters for
roughly 17 people, a Pool [or at least ready acteas
sheltered lagoon, suitable for an improvised subrear
pen], a seperate Power System, a Security System
[consisting of a number of tame monkeys and parrots
who wander the grounds and shriek at the first sfgn
a stranger's presence on the island], its own Btaff
you can really call them that--about thirty tamel PL
pit-vipers, 3 PL2 cobras, a PL 3 Leopard and a big
mean PL 4 shark rove at will around the island. ol
them somehow know not to attack X], two levels of
Time Control [time flows weirdly on the island-{eér
two days or half a day passes for each day in the
outside world, slowing down or speeding up
seemingly at random], and a Workshop where X
tinkers with, cleans and repairs his weapons),
Immunity (Aging), Improved Ciritical, Improved
Disarm, Point-Blank Shot, Power Attack, Rapid

Takedown, Scent, Startle, Takedown Attack, Tracking

Powers: Amazing Save (Damage) +2, Running +1
(Cost: 2pts), Super-Strength +8 (Extras: Leaping,
Super-Dexterity, Super-Senses; Cost 7 pts)

Equipment: Sword (+4 Lethal Damage; Power
Stunt: Penetrating Attack +6; Cost 1pt), Rifle, (+4
Lethal Damage), Weird Green Gem (Telepathy +4;
Extras: ESP, Mental Protection; Flaws: Device, Only
Allows Communication; Cost: 2pts)

WeaknessesBerzerker
Vulnerable: Dazzle attacks.

“The look on a dead child’s face is its
own reward and its own justification. It
makes you feel like you're in love. ‘This
child is dead’ you say ‘but me, | live’

and your twisted heart rejoices. You can
admit these things to me. | know how it
IS.”

He doesn’t know how old he is. The past two
centuries are fairly clear in his mind, the century
before that he can only recall dimly, and beforeuab
1650 it’s all a blur, lit by occasional flashes of
violence. He’s always appeared to be about thivey, f
or maybe just a little older. He has always been a
soldier—of that he is somehow sure. They call him
"X" because that was always the way he signed his
enlistment papers.

War is his heart, his soul, the center oftfgisg.

He has sampled every bloody conflict Europe has had
to offer, and it all was sweet to him. Whatever eger

or sympathy he might have once possessed are long,
long gone. He revels in carnage and grue andves lo
to talk about it. Treacherous and savage, cruel and
cunning, his eyes glint with sadistic mirth. Heke
confident and relaxed in situations that most of us
would run screaming from and he never loses his
brutal sense of humor.

It's not strictly true that he’d kill noncomtaants
without a second thought—in fact he relishes itl wi
go out of his way to harm innocents (if it doesn’t
jeopardize the mission) and boast about it aftedsuar
He likes to claim to follow the 19th century offite
code, and to conduct himself as a gentleman, but he
can always find some sneering excuse to violate it.
(“Honor, for a dirty peasant who hasn'’t yet killdxis
first man? Surely you're joking! Honor is for real
men.”)

He's as hard a man as you're ever likely to
encounter. But he is not without his secret fears.
Everything dies, he has found. People, nations,
alliances, ideologies, ways of seeing the world.

As the last three centuries rolled past haddiat
even the things which are supposed to be eternal
cosmic absolutes die. The Divine Right of kings, t
earth’s fixed position at the center of the cosntios,
innate superiority of the Noble Class, the positibn
Woman as Man'’s loyal servant and helpmate—these



things can’t die, they're laws of the universe,eold
than the world. And yet these things die, too.

For a long time he gloated over the ideaohét
war was eternal, that the sound of the cannonis roa
and the thunder of the cavalry’s hooves was the onl
lasting truth. Then World War One came along and
even the nature of armed conflict changed completel
Time devours and obliterates all things, it seems.
Except for him.

And he is well-equipped to survive. Stronger,
swifter, fiercer and more durable than any human
being, he can quickly recover from almost any jur
and he has the senses of a wild beast. Nones# the
things would save him on a modern battlefield, of
course.

He only just barely survived both world wars,
which left him baffled and afraid. He fought orthbo
sides in World War Two, first for the Latvians augti
the Russian invaders, then with the right-wing $toli
nationalists against both the Soviets and the Nazis
then with the Germans against everybody else.

The twentieth century was not a good time for
mercenaries, on the whole—it was an age of huge
conscript armies, where everyone wanted to check
your identity papers when you tried to sign up.eTh
French Foreign Legion seemed like the last place in
Europe where soldiers without a past might be
welcome, so after the war he signed up, along aith
great many former Wehrmacht and SS men, and was
promptly shipped off to the killing fields of Fremc
Indochina.

He fought in le Legion’s parhuman unit, alddgs
such former Nazi ubermenchen as Blitzenhammer
(later of Vernichtung 5). As the French slowlytlos
Vietnam the Legion was badly devastated, and the
parahumans were hit particularly hard. Yet even
though they were losing, he loved this war moratha
he had any conflict for a long time.

When the French pulled out, he stayed on apt k
fighting for the South Vietnamese. When the
Americans took the whole show over he was referred
to the CIA as a man who could get things done. He
undertook some covert missions for them in Laos and
Cambodia, but to tell the truth they were alwaysidf
of him, and used him less and less as time went on.

He withdrew for some years to a small islaad h
had purchased off the coast of Borneo, and
occasionally hunted men for sport on his junglatest
While he tried to interest himself in a few sortiitle
conflicts in places like Africa and Yugoslavia, he
feared that he was finally beginning to succumb to
ennui.

Executive Solutions heard about him througdirth
old CIA contacts, and while they were shocked to
learn that he was more than just a legend, theg wer
eager to have him on board. For his part, he feels
renewed and rejuvenated in his new job. Death and
blood taste good to him again.

When using Executive Solution X, it is imparta
to remember that although he feels out of plathen
modern world, he knows how to function in it. Henc
operate a cell phone, he knows how to use a fax

machine and although he doesn’t have a license, he
can drive a car.

He can be used as an independent mastenyillai
particularly if the Player Characters are unlucky
enough to find themselves on his island, but heksvor
better as a hired gun. He won't try to take over th
world, but he might well attempt to provoke a major
war if he saw an opportunity to do so.

Adventures With Executive Solution X:

The Most Violent Man in the World Contest

X has become bored, and has done a silly thing
He has used his contacts to obtain some normally
inaccessible documents—proof of American
citizenship and a signed pardon from the Presidient
Indonesia. He then offers them as a prize in a no-
holds barred fighting competition, which will take
place on his private island. Killers, pirates, dgghters
and other assorted scum from across the IndianrOcea
flock to the contest, eager for a chance at a ifevinl
America.

Perhaps the Player Characters get wind of the
contest and decide to join. Perhaps someone sends
them to infiltrate it. Perhaps X kidnaps them and
forces them to participate.

Conditions on the island are primitive and
sanitation is poor. The only house is X’s villdhioh
he lets no one approach (the skulls and corpses on
sticks outside his door serve as a reminder to stay
away). There’s not enough fresh water and not
enough food. But most of the contestants are
desperate men in any case, used to hardship of ever
kind.

The rules of the contest are fairly lax. @stants
pick who they will fight by mutual agreement. Figh
may or may not be to the death—that’s up to the
combatants, as is the choice of weapons. If theytw
to blast away at eachother with firearms, X has no
objection. If an unarmed man wants to fight a ilegnc
expert armed with a chainsaw, that's his own camcer
They can fight on the beach, among the rocks,én th
jungle or even in the water (despite the probleth wi
man-eating sharks)—anywhere that X can get a good
view of the fight.

There will be quite a few PL 5-7 fighters in
attendance, as well as a few actual supervillaids a
one or two PL 10 assassins. At least one of the
combatants is secretly here to settle an old grudide
X. At least one is an infiltrator from some
international law-enforcement organization. Some
will try to cheat, some will try to eliminate theivals
before the contest begins. On an island full of
seasoned killers without enough food or water,tfgh
unrelated to the contest are sure to break oute £6m
them lethal. And midway through the contest, X
enters the competition himself.



Executive Solution R
aka Dan Dauntless,

Rocket Ranger
Real Name:Zoran Draskovik
PL: 12

Str: 12 (+1) Dex: 14 (+2) Con: 12 (+1)
Int: 14 +2) Wis: 14(+2) Cha: 14 (+2)
Initiative: +1Attack Bonus (Melee):+6
Attack Bonus (Ranged)#6 Defense:
+15/+14Speed:30/50 (in flight)

Damage Save#3/13 (with Armor)
Fortitude Save:+1Reflexes Savets
Willpower Save: +8

Skills: Intimidate +12, Knowledge (Bosnia) +6,
Performance +5, Repair +6, Search +10, Spot +11,
Survival +5

Feats: Aerial Combat, All-Out Attack, Attack

Focus (Energy Blast), Dodge, Evasion, Far Shat, Iro
Will, Lightning Reflexes, Move-By Attack, Point-
Blank Shot, Power Attack, Talented (Performance and
Intimidate), Toughness

Powers: Amazing Save (Willpower) +10 (Cost:
1pt)

Equipment: Armor +12 (Extras: Energy Blast,
Explosive Effect, Flight; Power Stunts: Blind-Fight
Blindsight, Darkvision, Radio Broadcast, Radio
Hearing, Super-Flight; Flaws: Device; Cost 4pts),
Oxygen Supply, (Grants Immunity to Suffocation and
Pressure; Flaw: Device; Cost 2pts)

“Ah, don't take it so hard. I'll get mine
eventually. Everybody dies all twisted
up and scared and alone. 1 will, too.
You just get to do it first.”

He used to be Dan Dauntless, Rocket Rangew N
he’s no one and nothing—just another faceless black
ops killer who can barely remember his own name.
This should make him bitter, he thinks, but in fiact
gets harder and harder to feel anything at all.

When Bosnia slid into bloody chaos, and thdbse
were closing in on Sarajevo with murder in theesy
a ragtag assemblage of gangsters and super-criminal
came to the city's defense.

Zoran Draskovik was neither—just a coffeehouse
folk singer who didn’t want to see his city burde
fell in with an informal militia under a guy theglted
“Yuko”, a crazy, angry, funny street criminal who
didn’t seem to care whether he lived or died.
Draskovik was a Serb himself, but he had nothing
against the Bosnian Muslims and he felt that Ing fi
loyalty was to Sarajevo. And he was enough of an

asset to Yuko’s group that they didn’'t even grumble
much about his Serbian ancestry, at least to bes fa

Zoran had done his stint in the Yugoslav army,
back when there was such a place as Yugoslavia, and
had qualified as a divisional marksmanship champion
He had even been trained as a helicopter piloGhwhi
might come in handy if the gang ever managed to lay
its hands on a helicopter.

Instead they found something much better.
Breaking into an old military warehouse, looking fo
ammunition, Yuko’s gang discovered a prototype
flying suit, with a jet pack attached. Appareritig
old Yugoslavian regime had abandoned the project
because of its expense and put their only completed
suit in storage.

It was relatively easy to use, and only kilted
first two men who put it on. A former Air Force
Lieutenant named Danil Zvornik was the third, aed h
was a good enough pilot to use the suit effectively

As the best marksman in the unit, Zoran Draiéko
was made Danil’s spotter, and the two of them
wreaked bloody havoc on the advancing Serb militias
Danil Zvornik was utterly fearless, willing to take
insane risks. People started calling him “Dan
Dauntless” after an old comic book character. It's
arguable how much he actually accomplished, since
the rocket-pack’s range was never great enough for
him to flush the Serbs out of their positions acbtime
city, but people loved him anyway. He gave them
hope, at a time when the desperately needed it.

He wasn’t much of a hero on the ground, being
prone to drink and harassing women and explosise fi
of violence. But in the air he was exactly the man
they needed.

As the war ground onward, Bosnia grew better
organized and the wild and disorderly Sarajevo
militias became a liability. They looted, they
appropriated good apartments and gave them to their
friends, they abducted civilians and made them dig
trenches. And there were darker hints as well.iléVh
Yuko didn’t particulalry hate Serbs, it was saidtth
some of the other militia leaders were quietly
exterminating Sarajevo’s Serbian population, bit by
bit.

When the President attempted to integrate the
irregular units into the new Bosnian Army’'s command
structure, they refused to obey orders or to ket th
government investigate their actions. Zoran
Draskovik thought this might be a good time to kav

A friend of his had recently lost a thumb in a
firefight and it made Zoran think hard about hisnow
future, and about what that kind of wound would mea
to someone who played the guitar for a livinghdf
were to get crippled that way, he could never gikba
to being a musician, war would be all he’'d ever be
good for, and he was already sick to death of we.
didn’t want to be like Yuko.

Not that Zoran had any idea what he’'d do if he
gave this life up. He lived in his grandmother’s
apartment, he had no money and as a Serb things
wouldn’t be safe for him once he left the unit.
Nonetheless he had to try.



He resigned his post and tried to get oubwafit
Yuko appointed Dan Dauntless a new ground
observer, who wasn't as good and who promptly got
him killed. And then the Serbs launched a murderou
new winter offensive, raining rockets and snipeg fi
down on the hapless citizens of Sarajevo, staitiiag
snow-choked streets with blood. There was no way
out now. Someone had to put on the suit and
Draskovik was the only one with any knowledge of
how it worked.

Yuko was about to try it on himself (desphiest
being almost certain death) when Zoran returned.
Some guys in the unit grumbled about him being a
traitor and a Serb, but Yuko let him fly anyway.

Zoran lost three fingers on his first missiddut
that was all right. His grandmother was dead, his
guitar was broken and his city was in flames. dsw
time to die.

But instead something else happened. The Serb
marauders were pushed back, more UN peacekeepers
arrived and the course of the war finally begatuto
toward the Bosnians. No one outside Yuko’s group
seemed to know that he wasn't the original Dan
Dauntless, but that was okay, too. He was a better
symbol this way.

The CIA got in touch shortly thereafter. dems
they had regularly been asking Danil Zvornik to eom
and work for them as an independent contractor.
Zoran told them to get stuffed. He was too bugyntr
to die. But then the Bosnian government finally
cracked down on the independent militias.

Yuko'’s unit was declared rogue, and left towte
set himself up as a warlord in the mountains nofth
the airport, extorting money and supplies from agyo
who passed through his domain. Zoran had no desire
to follow Yuko up into the mountains—that looked
like a dead end. He did visit Yuko briefly to try
reason with the man, but was cruelly rebuffed.

None of the other militia leaders seemed yikel
want to talk to anybody named Zoran (that’s a Serb
name), except maybe for the superhuman gangster
they called the Masked Marauder. Alas, just asi@or
prepared to approach him, the crackdown began in
earnest. The Masked Marauder was the government’s
first target, killed by the Bosnian Army in a rungi
battle that lasted for three days and took abaryth
lives.

Zoran had no desire to die fighting againstdwn
side, so he took the CIA up on their standing offer
(they had no idea that he wasn't the original Dan
Dauntless), and they turned him over to Executive
Solutions. For years he has fought in whatevey ugl
little conflict they assign him to, spending hi$ of
hours practicing his marksmanship or fine-tunirgy hi
equipment. It amuses him that his old enemy, the
Serbian supervillain named Vlade Andric, is in the
same unit. Dr. Andric seems determined to make
friends with him, but Zoran is past being friendghw
anyone now.

Last year he heard that someone shot Yukeathd
at a rest stop in Belgium. Something about thigsne
made him want to go home again, so he took some

time off and went back to Sarajevo. The city wias a
peace, the cafes were full of vacationing American
students and all of his old friends were dead.oNe
spoke of the past, no sign of the war remained.
Sarajevo kept its secrets to itself, these days.

He doesn't think he’ll ever go back. His vaiain’t
end here on these blood-spattered streets, bilt it w
end somewhere like it, someday. Soon.

In person, Dan Dauntless is cold, formidalie a
exhausted. Absolutely unfazable, he knows no fear
and nothing surprises him. His years surrounded by
hostile comrades in the field forced him to leaowh
to be a bully, but he takes no pleasure in it. He i
forever trying to intimidate people and he will rev
back down or let up on someone who has insulted him
or shown weakness in front of him. Even in comtzat h
constantly seeks the psychological edge over his
opponent, taunting and belittling them. Yet hegdibe
coldly, calmly, without passion. For it’s all just
matter of habit to him.

He hates killing and has bad dreams about
everyone he’s ever put in the ground, but he’lltdo
anyway, if the mission requires it. If he cornars
defeated Player Character and no on else is wajchin
he’'ll let them go, rather than execute them, whisige
urgently that they had better not tell anyone he le
them escape.

In combat, Dan Dauntless shows an unusual,
unhealthy lack of fear. He has no objection totfigin
against vastly superior odds, nor will he atteropt t
withdraw if he is wounded. He'll leave the fieldhen
he is ordered to, but not before. Yet he won't fusl
himself at the opposition like a kamikaze, eithAr.
shrewd and canny fighter, he’ll stay airborne aiott p
targets off from a distance if he can, but he dbesn
mind getting close up and physical.

Adventures With Executive Solution R:

1) Dan Dauntless and the Billion Dollar Box

Mr. Flint sends Dan Dauntless to intercepglat |
aircraft that will be carrying a box of launderedr&s
from Juarez to a hidden airstrip somewhere south of
Yuma. He’s more than fast and maneuverable enough
to catch it in the air, but it leaves ahead of daifes
and he isn't in position in time. He winds up hayi
to pursue the plane deep into American airspace,
which is both illegal and against the rules that
Executive Solutions operates under.

The PCs presumably get drawn into the matter
when they hear that a small, fast-moving object has
breached American airspace over the Arizona desert,
near the old Barry Goldwater Air Force Gunnery
Range. This looks pretty ominous and most PCs will
want to have a look.

Dan Dauntless won't explain anything about his
mission and he is totally dogged in his pursuithef
target. Unless they ground him with a seriousrinju
the best the PCs will be able to do is to drive him
away for a little while.

If they manage to keep him from hitting thary
before it touches down at the airstrip, the boxlie



money inside will be transferred to a professional
getaway driver named Heck Corliss, who drives a
battered-looking, heavily customized Barracuda'$hat
capable of speeds in excess of two hundred mées p
hour on the straightaway. But of course Dan Dasgstle
is faster, and he’s coming.

A quiet, guarded kind of guy, Heck neither ko
nor cares what's in the box. He’s just the driver.
However, he is almost as determined as Dan
Dauntless, and will use every trick he knows totget
box to its destination.

In California’s Imperial valley, at the meamda
skanky end of the Salton Sea, there is a dismatydu
little town called Nyland, where Heck Corliss will
hand the box off to a second driver—a French woman
of Viethnamese extraction named Henrietta Ong.

Miss Ong drives a souped-up Mercedes sports ca
and is looking forward to testing it on America’s
legendary wide-open highways against an opponent
like Dan Dauntless. Her car isn't quite as fadtlask
Corliss’ Barracuda, but it's a lot more maneuvezabl

If Dan Dauntless or the Player Characterstdon’
stop her, Henrietta Ong will park her car on tineet
in downtown San Diego, pull the box out of the un
and carry it to an outdoor public plaza, withinhigf
the harbor.

There, under the palm trees, she will handthe
to a dignified, white-bearded diplomatic courtieorh
Oman. The courier, Wahid Azimi, handcuffs the box
to his wrist and rides off in the back an armoretlR
Royce limousine. He is headed for the airport, wher
he will wave his diplomatic passport, get on an
international flight and vanish into the Middle Eas
The money will then find its way into the coffers o
the Palestinian radical group Hamas.

If the PCs haven't put Dan Dauntless out tibac
by the time the Azimi walks through airport seayrit
he will actually attempt to break his way into the
airliner in mid-flight and nab the box. He'll bareful
not to let it reach the altitude where it would £&au
explosive decompression to break into the cabin.
Determined though he is, he genuinely does not want
to hurt any civilians.

He also doesn’t care what happens to the mioney
the box, so long as it doesn’t reach Hamas. His
mission was to keep the box from reaching its
destination and it doesn’t matter to him if the RQm
the money, blow it up or even keep it for themsglve
Of course Hamas might feel differently about that.

2) Dan Dauntless and the Eight-Year-Old Enemy
of America
Mr. Flint sends Dan Dauntless into the

mountainous northernmost reaches of Pakistan, up by

the edge of the Himalayas. The international
boundaries are loose and poorly charted up thétle, w
autonomous tribal groups on both sides of theiaffic
borders.

Dan Dauntless is supposed to hit the mountain
encampment of a clan that is giving shelter andaid
the Taliban—and possibly Al Quaida as well.
Technically the target is inside the borders of the

People’s Republic of China, which makes the mission
extremely sensitive.

Unfortunately, the intelligence is faulty ainel
winds up annihilating a whole mountain clan thal ha
nothing to do with the Taliban , let alone Al Quaid
A Chinese doctor was with them, participating in a
study on high altitude medicine. So was a
documentary film crew. Everyone is dead, andithis
going to cause a lot of important people a lot of
embarrassment when and if it gets out.

Fortunately, the only two surviving withesses
Dan Dauntless himself and an eight year old Jitle
home office instructs Dan Dauntless to hunt the gir
down, hide her body with the others and returniso h
drop-off point. Instead he takes her under his
protection and flees deeper into the mountaingrens
where to go or what to do once his fuel runs out.

As an added complication, one of the generals
overseeing the mission hates Executive Solutidtes.
has ties to another, similar firm called Internasb
Consultations and is enraged that the Intelligence
officers on this mission managed to get their fagor
vendor on board instead of his own. He intends to
retire soon to a comfortable Vice Presidency at
International Consultations and doesn’t want amghi
rocking the boat.

Out of spite, he arranges to have a bunch of
complete outsiders brought in to hunt down Dan
Dauntless—the Player Characters. They are told tha
he’s a fanatical Bosnian Muslim, who has slauglatere
a bunch of moderates and kidnapped a little gidaas
of some crazy attempt to foment a war with China.
The General hopes they'll bring the whole truth to
light and cause Executive Solutions a lot of public
embarrassment, which may actually make the folks at
International Consultations grateful that he didviih
them the contract.

But Jim Flint is not so easily circumventedfzet,
and he has a backup plan already in play. Hedmas s
Executive Solution X up into the mountains to fimis
the job if the PCs fail to kill Dan Dauntless.



Executive Solution Q
aka "The Obscenity"

Real Name:Bruce Hollander
PL: 15

Str: 20(+5) Dex: 14 (+2) Con: 20 (+5)

Int: 12+1) Wis: 10(+0) Cha: 14 (+2)
Initiative: +2 Attack Bonus (Melee):+11
Attack Bonus (Ranged)xg Defense:
+16/+14Speed:30

Damage Save#4 (+17 with Super-Constitution
Fortitude Save:+6 (+21 with Super-
Constitution)Reflexes Save+2 Willpower
Save:+1

Skills: Intimidate+12, Listen +5, Move Silently+8,
Repair +2, Spot +5

Feats: Darkvision, Durability, Great Fortitude,
Heroic Surge, Immunity (Aging, Critical Hits,
Disease, Poison, Starvation, Suffocation), Improved
Grapple, Improved Pin, Power Attack, Rapid Healing,
Startle, Surprise Strike

Powers: Regeneration +15 (Extras: Back From the
Brink, Regrowth; Cost: 4), Super-Strength +15
(Extras: Protection, Super-Constitution; Power 8tun
Lethal Damage; Cost 5 pts)

Equipment: A small pointy stick that he can use
to press the buttons on his laptop.

Weaknessesbisabled (Mute)
Disturbing (looks like a supperating mass of sludge,
suffers a -5 on all Bluff and Diplomacy checks)

A hideous, shambling, squelching pile of proto
matter, vaguely shaped like a man. His eyes are
awful and empty, like the eyes of a dead fish. yThe
only send out Executive Solution Q on jobs that
require the Resource to be extremely scary.

He actually volunteered for the treatment Wwhic
turned him from a human being into something far, f
less. Like many of Executive Solutions' Resourhes,
was a soldier in an elite military unit (the US el
Force, in his case). He showed so much promige tha
one of the Defense Department's private security
contractors hired him before his tour of duty wesre
up. He worked as hired muscle for one or another o
the big security firms for a few years, guardinglear
power plants and secret aerospace design labshentil
was offered the chance to volunteer for an
experimental man-amplification program.

Most of his body tissues were replaced witdsRI
o-Flesh, turning him into a sentient shambling heap
This wasn't what the firm who designed him had
intended, so they didn't renew his contract and he
found himself both out of work and unemployable.

Executive Solutions offered him the best available
deal, and now he works for them.

He has always been a careful, quiet, methbdica
soldier, although in the Delta Force he had a
reputation for being wound a little too tight.
Underneath his calm exterior he is a boiling caardr
of repressed rage, which is now creeping closer and
closer to the surface. He will never have a nollifel
people he trusted betrayed him and turned into a
loathsome freak, Executive Solutions probably isn't
working on the cure they have promised him for his
condition--the stress that all this generates is
intolerable. Even someone who isn't so brittle and
repressed wouldn't be able to cope with his sitnati
indefinitely.

So far he has reacted by growing even quastdr
more withdrawn, but it's only a matter of time brefo
he snaps and runs amok. They already know this at
Executive Solutions, and have made arrangements to
kill him when it happens.

Adventures With the Obscenity:

1) Happy Birthday to Nobody

A retired KGB general has taken up residence i
the Cayman Islands, where he may or may not be
selling his expertise to private clients. Jim Fhias a
personal grudge against the old scoundrel and has
determined to kill him in front of his grandchildre
He wants the general to die as horribly as possible
he has carefully waited until the General's youhges
grandson comes to the island for his fifth birthday
party, and has sent and unexpected guest to attend
festivities—Executive Solution Q.

However, Q has been spotted multiple timesesin
setting his squelching foot on the island and the
general has gotten wind of his presence. No fhel,
wily old dog at once guesses that Flint has sent a
Resource to kill him, and calls in the PCs for
protection. The general foolishly thinks Flintis
honorable opponent and is sure that Q will waitl unt
his grandson’s birthday party is over before hs.act

In person the general is warm and funny, foihd
dirty jokes and wry observations about life. He’s
confined to a wheelchair these days, just likeohds
enemy Jim Flint, and feels that it may be long pést
time to die. Yet he would prefer not to do it iorit of
his grandchildren with a birthday hat on his head.

2) The Strange Case of the Obscenity and the Non-
Dairy Whipped Topping

Executive Solutions decides to have the Oligcen
killed. They send him out on a very rare kind of
assignment—an assassination on American soil. His
target is Doctor Winston Wong, the inventor of Rlas
O-Flesh (and of a famous non-dairy whipped topping,
which he talks about constantly and brews up in his
bathtub by the gallons for special and extremely
private parties).

Executive Solutions then anonymously tipstio#
Player Characters. They claim that Q has gone



berserk, and intends to kill the mad doctor resiatams
for his creation.

To their credit, Dr. Wong really is fairly aty\ge—
he’s a forty year-old punk rocker and an incurable
party animal, with a graying New Wave haircut and a
taste for heavily pierced guys half his age. He's
hardly insane, but he’s also not likely to listhe PCs
warnings. He will however flirt shamelessly with
rough-looking male PCs.

Meanwhile, when Q sees that he’s being sekitlto
one of the men responsible for his creation, hevkno
they must be about to dispose of him, and setara pl
of his own in motion. He writes the PCs a clumsy,
poorly typed e-mail message (his fingers don't type
very well anymore), in which he invites them totgo
the deserted office of a huge junkyard at midnight
instant-message him on the office computer.

If the PCs do this, he will break into a ngarb
public library, hunch down over a computer terminal
and IM them back, punching the keys with a pencil.
He will laboriously explain to the Player Charaster
that this assignment is a set-up, that someoneirig) g
to try to get them to assassinate Dr. Wong's agsass
He'll tell them anything they want to know about
Executive Solutions, although it's often hard to
understand his typing. He is however shy about
revealing exactly who he is.

When the PCs arrive at Winston Wong's big
cluttered loft, the Obscenity will be nervouslyking
in the shadows outside, and if they figure out tieat
was the one instant messaging them, they may ke abl
to strike up some kind of alliance with him.

Q does not know that Executive Solutions alyea
has a backup plan in motion. There is a huge omb
Dr. Wong’s building and if Q doesn't kill Wong oety
smashed to bits by the PCs before a certain anodunt
time elapses, the bomb goes off and kills everybody

3) Rampant Obscenity

Executive Solution Q finally snaps. He brehiss
restraints and goes on a rampage, smashing his way
out of the Charlottesville facility and killing two
people in the process. Executive Solutions motes a
once to cover up the incident and hunt down their
wayward employee.

Q is not just running around smashing stuff at
random. He intends to make his way north to
Executive Solutions’ business offices in Virginiada
kill Jim Flint. He doesn’t know that Flint is alrsib
never there and he will be very disappointed wtren h
finds out.

Any Player Characters who join the hunt foged
a stern warning to back off from the Resources who
are already on his trail. This will almost certgin
make them try harder to interfere.

Major Maximum and the Gray Golem are likely to
get assigned to this mission, as are X and Dan
Dauntless. Jim Flint is less likely to send soneeas
unstable as Solution D or as untrustworthy as tke S
Dollar Man, but feel free to use as many of the
Resources as you need to give your players a
challenge.

The first time the PCs catch up with Q hesttie
escape, rather than attacking them. The secom tim
he attempts to explain his situation. Q can be
reasoned with, and he is willing to come in frora th
cold and tell the world his story, rather than malka
doomed and futile attempt to kill Jim Flint.

However, taking Q in and protecting him isrgpi
to be an extremely dangerous thing to do. Not only
will Jim Flint try his best to have him killed, btitere
are numerous men in the intelligence community who
fear what might come to light if Agent 12 ever gets
put on trial, and who are willing to dedicate
considerable resources to wiping out the Player
Characters. But if they survive, this could be the
scandal that brings Executive Solutions down dt las



Executive Solution F

aka the Six Dollar Man

Real Name:Ronald Jerome Houston
PL: 12

Str: 18 (+4) Dex: 14 (+2) Con: 14 (+2)
Int: 14 +2) Wis: 12(+1) Cha: 16 (+3)
Initiative: +2 Attack Bonus (Melee):+10
Attack Bonus (Ranged)xg Defense:
+20/+18Speed:35

Damage Saves:2 Fortitude Save:+2
Reflexes Savet2Willpower Save: +1

Skills: Bluff +13, Diplomacy +8, Hide +8, Listen
+5, Move Silently +8, Sense Motive +7,Taunt +10
Feats: Chokehold, Connected, Darkvision,
Immunity (Suffocation), Improved Grapple, Radio
Reception

Powers: Running +1 (Cost: 2pts), Sensory
Protection +4 (Cost 1pt), Super-Strength +10 (Extra
Protection; Cost 5 pts)

WeaknessesQuirk: Compulsive Liar (must
make a Willpower Saving Throw vs. DC 20 to tell the
truth)

“I'm gonna hurt you so bad, you'll feel
like me on one of my good days. Heh.

I'm just a rotten useless scumbag, aren't

I?n

A failure as a combat cyborg but an even bigge
failure as a man, he knows he’s a worthless piéce o
crap and he’s determined to prove it to the resisof
The Six Dollar Man constantly has a sheepish,
hangdog smile on the part of his face that isn'tlena
of steel. That smile sums him up perfectly.

He’s a loner and an outsider, sick alienasetf;
absorbed and self-loathing—he has a lot of batstrai
but no one can say that he doesn't have a sense of
humor about himself. He tells mordant, self
deprecating jokes almost constantly, which makes hi
seem less dangerous than he is.

For he is truly despicable, and richly desgrve
every bit of the shame he feels. Completely dewbid
honor, he’s capable of any outrage, either to b&sve
worthless skin or on a vindictive impulse. He $eel
really bad about the harm he does, for what litté's
worth. He almost always keeps smiling his loser’s
craven smile, no matter how angry he feels or how
badly things are going for him.

His personal history is sad, shabby and spedid
one might expect. A perpetual college student and
heavy drug user, by the time he was twenty six &8 w
running out of money, excuses and healthy veins.
After a long and tangled series of misadventures in
Europe, he found himself in a Byelorussian prison

with rotting gangrenous infections in all four limb
and collapsed veins all over his torso.

When the authorities gave him a chance toget
of this jam, in exchange for undergoing a set of
dangerous surgical procedures, he figured he didn’t
have a lot to lose. He was wrong, of course, but o
course hindsight is 20-20.

The Byelorussians were contracting out thenis
legal medical facilities to a super-secret British
military program—Project Abbadon. The kind of
surgical experiments they needed to perform were
illegal everywhere in Britain, so the actual opieras
had to be performed on foreign soil, on non-citizen
who were already multiple amputees.

After they chopped off his limbs, took out rhog
his innards and covered half his face with stamles
steel, they told him that he would have to work for
British Intelligence for the rest of his life toy#or the
expense of the surgery. Unless of course he would
rather get shoed out the door right now, with mosar
and legs. He agreed to the terms, they replaced hi
missing limbs and organs with stronger and more
durable artificial ones, and then shipped him off t
commando school. He toughed it out for a littlelevh
and then deserted the first time they sent him to
America.

Not exactly a career criminal, he consult$ait
private firm called Executive Solutions, which rent
him out to various intelligence agencies for blapk
and muscle work. In between these infrequent jabs h
takes on work for the Mafia and for any other such
criminal conspiracy that might care to get in tauch
The Player Characters will probably encounter mm i
this capacity, although if someone came to him with
an attractive plan for a major crime, he would
certainly consider it.

The Six Dollar Man neither fits in nor feels
comfortable anywhere, although he’s too laid back t
look nervous in social situations. It would beesalr
mistake to team up with him, but other villains éav
tried. He will warn people that he’s not a teaiypr,
but if someone is fool enough to recruit him anyway
he figures that’s their tough luck.

He is terrible to have on your side. Treachsr
given to cowardly backstabbing, he tells a lot of
malicious lies. In fact one of the most unnerving
things about fighting him is the way he constantly
makes insinuations about the people you trustanin
encounter with the Six Dollar Man, whether the
players characters engage him in combat or not, he
should tell them at least one mean-spirited falsgho
designed to undermine their faith in a teammate, a
loved one, their country or an organization they
belong to.

For some reason certain women find him
irresistible, even though he’s careful to expliatt
he’s no good. He always seems to have some
unfortunate young woman to live off of, althougle th
turnover rate is high. He devotes himself to draini
their resources and making their lives hell when he
isn't on a job.

Hideous on the outside, worse on the inside, i



someone points out that he's a disgusting wretch he
will heartily agree.

Adventures With the Six Dollar Man:

Tower of Lies

The Six Dollar Man has been assigned to cagtur
rogue combot that has taken over the upper fldors o
an office building. This sounds like a lot of wosq
he’s come up with a way to make it easier. He will
lure prospective heroes into the building to rumwado
the combot’s batteries and use up its ammunitide.
has already sent a pair of Federal Marshals to thei
doom, as well as a minor superhero called the Golde
Ghost.

At around this time his girlfriend, Polly Pehett,
started to get on his nerves, so he told her thatds
a spy and that as a test of loyalty to her coustiey
would have to go up there and try to disarm the
combot. If she didn’t do it, he said, the secret
government agency he worked for would kill Polly's
dad.

This didn’t as insane or as improbable toyPad
you might think. She has an advanced degree in
computer science and might conceivably be able to
come up with some sort of way to disable the robot.
She’s also active in the anti World-Bank movement,
and paranoid enough about the US government to
believe almost anything about it. And her fatlsea i
notorious old radical from the sixties who madeta |
of enemies in federal law enforcement. The faat th
she loved and feared the Six Dollar Man helpedaso,
did her self-destructive, fantasy-prone personality

The Six Dollar Man suspects that she’s dlillea
up there somewhere, so when he tries to send the
Player Characters to their doom on the thirtietbrl
he tells them a carefully crafted set of lies alirt
He gets in touch with the PCs and asks them to meet
him in the parking lot of the infested office buiid.

It may take a little while for them to get tbe The
building stands by itself, way out in the most aigt
suburbs, surrounded by trees and cornfields (or the
desert, if your game is set in the Southwest). Once
they arrive he tells them that he represents &secr
branch of the defense department, which has been
testing killer robots for combat in Irag.

Doctor Polly Pratchett, the head of the degégm,
went a little nuts and has started testing hertsoimo
urban settings—dropping them into shopping malls
and office parks and counting the numbers of ciugi
they kill. It's his job to clean up messes likéstivhen
they happen, and he’s sick of it. He’'s willingtéstify
against his superiors and tell the world the whole
story. The evidence is upstairs on the thirtiésbrt

The combot is still rampaging around up thbr,
if they feed it the following sequence: RIATIMOR113
they will activate its secret override function astalit
it down. He would go up to help them, but the ghim
equipped with an EM p deice built in that would fry
his cybernetics and kill him in a second.

The PCs should be extra careful—Doctor Prétche

is up there too, wounded but alive. She’s a very
dangerous woman. Believe nothing she says.
Remember, this person is responsible for the dediths
countless people most of them American citizens
killed on American soil.

Before the Player Characters even enter the
building, they start to see signs that they hawenbe
lied to. A pair of Federal Marshals lie dead aigsi
the front door. Why didn't he mention this?

The building seems to have been evacuateal for
fire. Alot of it is new, and a lot of it is still
unoccupied, but the thirtieth floor is occupiedany
electronics form called BioSim Unlimited. They see
to have some kind of research facility up thereeWh
they find the body of the Golden Phantom they may
have more questions—what'’s a dead superhero doing
in here?

As soon as they reach the thirtieth floor yoll
Pratchett comes on the intercom and warns them to
duck. A shot goes past over their head. The combo
then scuttles off and hides as they take covehouwit
them getting a good look at it.

Polly is injured, but she’s lying in a shedtérspot
on the floor below them, in a security station.e $an
see them on the building security cameras andafe c
talk to them through the intercom. She has figuned
most of what is really going on, although she diesn
know about Executive Solutions, and will despeyatel
try to explain things to the PCs.

Her boyfriend is a liar and the destruct segae
he’s given them is a sham. He’s been hired to
deactivate the combot and he’s sending people g he
to run its batteries down. She has no idea what he’
told them about her, but she’d be happy to telfrthe
the truth.

If the Combot gets the better of the PCsillt w
suddenly run out of power just as it's about tdsfin
them off. Then they hear the elevator doors open.
The Six Dollar Man is here to mop up the loose ends
Including Polly and including the PCs.

If on the other hand they have broken the troleo
shows up and flies into a rag&/ou broke it! The
Ukrainians won't pay for a broken robot!'He yells.
He'll try to kill them here too, out of spite. If
confronted about his lies, he grins and s&eah. |
just suck, don’t 1?



Executive Solution' Y

aka the Burning Woman
Real Name:Myra Savage
PL: 15

Str: 10+0) Dex: 14 (+2) Con: 14 (+2)
Int: 13(+1) Wis: 12(+1) Cha: 12 (+1)
Initiative: +2 Attack Bonus (Melee):+13
Attack Bonus (Ranged)#15Defense:
+17/+15Speed:30/50 (Flight)

Damage Save#2/+17 (Force Field)
Fortitude Save:+7Reflexes Savet7
Willpower Save: +6

Skills: Acrobatics +9, Bluff +8, Concentration +8,
Diplomacy +4, Disguise +6, Knowledge (Northern
Ireland's bloody secrets) +5, Spot +8

Feats: Accurate Attack, Aerial Combat, Expertise,
Identity Change, Immunity (Cold, Heat, Suffocation)
Point-Blank Shot, Power Attack, Power Immunity,
Precise Shot, Rapid Shot, Surprise Strike

Powers: Amazing Save (Fortitude) +5 (Extras:
Reflexes, Willpower; Cost 3pts), Energy Control
(Fire) +15 (Extras: Flight, Energy Field, Explosive
Effect, Force Field)

Weaknessesvulnerable: Water attacks.

“Have you ever wondered why people
are so afraid of being burned alive?
Would you like to know more?”

Jim Flint is usually suspicious of letting wemin
the armed forces and doesn’t want them on his team.
But when he heard that Myra Savage, the Burning
Woman might be available, he hastily decided toenak
an exception.

The Burning Woman has been a legend in Nanther
Ireland for a decade. An Ulster Unionist from
Londonderry, she was already fighting the IRA when
she was fifteen. While nobody is sure where her
powers came from (she’s either a mutant or thadivi
incarnation of Northern Ireland’s burning rage,
whichever the GM prefers) she always seems to have
been able to set things on fire.

When she was twenty her adoptive family was
wiped out in a power struggle between two factiains
the Royalists and she became persona non grata in
Protestant circles. So she had herself baptized as
Catholic and joined the IRA. This felt wrong ta-he
but all her Protestant friends were either deaslibto
kill her and she didn’t know how to do anything but
fight, so it seemed like her only option.

Afraid that she would get killed too quickfythey
kept her in Ireland, the IRA sent her to Londonjgga
her a cover identity and told her to “make some
noise.” Always an obedient and unquestioning

soldier, she carried a number of terrorist attamks
British landmarks, killing civilians and getting
declared one of the UK’s most wanted foes.

And she learned a funny thing. They told $iex
was hard as stone, cold as ice and that human life
meant nothing to her. In fact the people she |l
trusted had been telling her this since her eadng.
And yet it wasn'’t true. Every time innocent people
died by her hand, it hurt worse and worse. Pszion
her head was full of nightmares and she slunk atoun
feeling guilty and tormented all day.

Then things got worse. The long war in Nonther
Ireland finally seemed to be coming to a closeer&h
were peace talks, lasting agreements, ancient gsudg
settled. People were laying down their arms fadgo

The IRA leadership was almost sure to giveuper
as part of the deal—she was so widely feared and
hated by the British that she would make an intigdi
good bargaining chip. Plus she was a Protestant by
birth, and had no family to object if the IRA sdidr
out. Even someone as loyal as Myra could see how
expendable she was.

Nor would it make sense to switch sides again,
to join one of the radical splinter factions. The
remaining shreds of the Royalist Militias and the
Provisional IRA were degenerating into criminal
gangs, and they only had the craziest, most
bloodthirsty or most cynical people left on board.
There was no future in Ireland for Myra, and cetai
none in England.

God alone knows how or why she had the CIA’s
number, but she knew exactly who to contact inorde
to sell her talents to the Americans. The ClAgjav
her a mission in Belarus, she handled it well hayt
put Jim Flint in touch.

Serious, stoic and professional on the outside
the inside Myra is lonely, tormented, anxious and
eager for approval. She is keenly aware that sire’s
outsider and is getting desperate to prove hetcélér
comrades. She never complains about anything,
always takes the most dangerous, thankless
assignments, always gives 120% and never shows any
trace of hesitation or pity despite her moral quaim
and the nightmares she always has when she kills
somebody.

Nor does she ever respond to the abuse her
teammates give her over being a girl. For the lads
haven't exactly been making her feel welcome. Majo
Maximum and Executive Solution D openly hate
having a woman on the team. They feel it weakens
them and is sure to lead to trouble and neither one
minds telling her this to her face.

Executive Solution X doesn't like it eitheytb
holds D in such contempt that he seldom expresses h
distaste in front of the man.

The Gray Golem doesn’t care, but contradicts
anything D says out of habit, while Dan Dauntless
actually feels some faint sympathy for Myra and
would try to help her if he had any idea how. sAla
he’s only good at bullying people and breakingfstuf

The Obscenity has barely noticed—he’s much too
busy worrying about whether he will remain a



loathsome freak forever.

They've all hit on her except for Dan Dauntlesd
the Obscenity (yes, even Major Maximum has tried)
and while she would be willing to sleep with any of

them if it made them accept her, she somehow senses

that in this case it would just make things worse.

Adventures With Executive Solution Y:

1) Bloody Opals and Burning Snow

An Irish gangster named Gravis O’'Grady is yead
to turn states evidence on his former colleagiés.
was a high-ranking guy in Ireland’s mob, and his
testimony will be extremely damaging to a lot of
powerful people. Because he doesn't trust the
authorities to keep him alive until his trial, hants to
surrender to independent superheroes—to the Player
Characters, in fact.

Gravis lives in Australia, these days, bupghts
word to the PCs that he is staying under assumed
name at a ski chalet in Switzerland and that tlaey c
pick him up there. He’s grown a little paranoidda
he wants to stay in a place where he can see &oubl
coming from a long ways away.

After the PCs arrive a snowstorm blows up, and
while they wait out the storm Gravis tells them why
he’s finally going to turn himself in. He was ooie
the few lucky souls who made a lot of money from hi
years in the IRA, and when he went into semi-
retirement in Australia a few years back, he used h
funds to buy an opal mine. The mine performedequit
well and made him a much richer man. He used his
opal money to finance this or that criminal entisgr
as much out of boredom as from any need for capital

Last year he put up the funds for the wildegter
he ever heard of, and the whole thing explodedsn h
face. It was the biggest gamble of his life, grel t
only one he lost.

There’s a rebel group in Nigeria that camenvith
a scheme to grab a major oil pipeline and holdrit
three billion dollars in ransom. Gravis boughtrthe
the guns and explosives they needed for the jothand
was going to handle the ransom negotiations fanthe
But the oil company that owns the pipeline somehow
got wind of the plot and things fell apart.

Gravis’ business partner in Oslo, Norbert
Yamaguchi, has vanished without a trace and his
house has burned to the ground. Gravis thinks they
may have hired a supervillain firm he’s heard whisp
about, for the MO used on poor old Norbert’'s house
sounds exactly like an Irish supervillain he used t
know—a horrible, heartless killer they called the
Burning Woman.

Gravis is right. In fact the Burning Womarois
her way up to the chalet right now. She will limk
the snow until she sees a good chance to attadk, an
then will burn her way inside.

And here comes the big surprise. She’s nat toe
kill Gravis. She just wants his suitcase, which
contains all the opals he has left—the sum tothif
remaining wealth.

2) The Secret Torture Dungeon of Hitler's Doctor
Satan

The ruined lair of a forgotten arch-villairofn the
Nazi epoch comes to light (use one from your own
campaign, or if your campaign doesn'’t yet have any
guys like that, call him Dr. Reinhold Strunk, aka
Doctor Satan, who conducted unspeakable cybernetic
experiments on live human subjects and was one of
the few supervillains from that period who vanished
completely after the war, never to be heard from
again). Located in the frigid and desolate Braahdfi
Archipelago, off the coast of Antarctica, it seaims
have been undisturbed since the 1940s. Who knows
what secrets it might yet hold?

Unfortunately for the Player Characters, aigrof
ancient, doddering ex-Nazis is wondering exactty th
same thing. What terrible secrets might be redeale
about them and their network once the base is
unearthed?

Here too, if you already have some organinatio
former national socialists plotting lethal mischief
down in South America, use them. Otherwise, #his i
a group of about five very old men (there usedeto b
seventy of them) scattered around the world, wiio ca
themselves Der Spinner (the Spider). They live in
places as far flung as Australia, Portugal, Mortewi
and Baltimore. All of them are rich and paranoid,
more focused on preserving their wealth and
prolonging their own wretched existence than threy a
on anything as unlikely as taking over the world.

The PCs are sent or hired to investigateutmsy
or perhaps they just decide to do it on their oRer
Spinner hires Executive Solutions to stop therm Ji
Flint sends the Burning Woman, and as many of the
others as the GM thinks would be required.

The leaky old underground bunker is not withou
its own dangers. A lot of the complex is under the
ocean, and at a certain point in the festivitieneane
is almost sure to knock a hole in a wall and sent
countless tons of frigid seawater flooding throtig
tunnels.

And could Doctor Satan still be alive downrthim
the darkness somewhere?

3) Belfast Welcomes Careful Travelers

An Irish journalist in Africa catches footagkthe
Burning Woman on tape, and recognizes her as the
infamous terrorist who caused so much havoc in
London, a few years ago. After a little more reskear
he has enough data to blow her identity wide open,
and he’s figured out who she works for. She’s got t
kill him, before he publishes the story and Jinmt-li
has her killed.

Although the Burning Woman hates going back to
Ireland, where she’s wanted by cops and criminals
alike, she has little choice. She actually stil kame
contacts on both the Loyalist and the IRA side at®
willing to help her kill the journalist, or who feber
enough to do whatever she says.

In the meantime Jim Flint has figured out what
happened in Africa (though he has no idea just how
much the journalist knows). Mr. Flint has decided



give the Burning Woman a chance to put things right
and has sent Executive Solution D to kill her i sh
fails.

The journalist runs to the Player Characters f
help and protection. Hounded by the Burning
Woman, beset by attacks from both Loyalist and IRA
forces, can they get him and his footage to safety?

To complicate matters further, the Burning Véom
is willing to back off if the PCs give her the fage
and help her defeat Executive Solution D. She may
also be willing to negotiate if the PCs offer her a
chance to disappear altogether.



Jim Flint, Agent 12

Real Name:Has used so many alises
that no one is sure. "James Flint" is the
one he has settled on for the past forty
years or so.

PL: 14

Str: 8 (-1) Dex: 10(+0) Con: 10 (+o)Int:
14 (+2) Wis: 18(+4) Cha: 18 (+4)
Initiative: +4 Attack Bonus (Melee):+s
Attack Bonus (Ranged):10Defense:
+15/+158peed:10 (in wheelchair)

Damage Savex2 Fortitude Save:+0
Reflexes SavetoWillpower Save: +9

Skills: Bluff +10, Diplomacy +10, Intimidate +11,
Knowledge (Espionage) +10, Sense Motive +7

Feats: Chokehold, Connected, Headquarters
(Complex in South Carolina; Features: Combat
Simulator, Communications Center, Computer, Fire
Prevention System, Garage, Gym, Hanger, Infirmary,
Living Space, Pool, Power System, Security System,
Staff [15 PL1 Security flunkies and a PL2 Unit
Commander, supplemented by additional Executive
Solutions personnel as needed], Workshop), Improved
Grapple, Improved Initiative, Indomitable Will,
Inspire, Iron Will, Leadership, Minions (135 PL1
security goons and other employees, 13 PL2 officers
and managers, 7 PL3 elite troops, 4 PL4 bodygudrds,
PL 5 yacht captain, 1 PL5 lawyer, 1 PL6 personal
assistant)

Powers: Amazing Save (Damage) +2, Telepathy
+14 (Extras: Memory Alteration, Mental Blast, Mind
Control; Cost: 5pts)

Equipment: Wheelchair (Running 10 ft; Flaw:
Device; Cost 1pt), Pistol (+3 Lethal Damage), Vishic
(Yacht) 30pts (Size: Huge; Movement: 6; Hardness:
13; Armor Bonus: 10; Features: Communications
Center, Computer, Gym, Living Space, Infirmary,
Isolated Location, Power System)
WeaknE,‘SSESDisabled(Unable to walk, makes

all Dexterity-related skill checks at a -5)

Quirk: Can never admit that he's wrong, no matter
what kind of a disadvantage this puts him at)

Quirk: Refuses to use his psi powers unless his back
is absolutely to the wall and all other optionséhav
already been exhausted.

"Deny everything, admit nothing, make
counter-accusations. That's still true
today, son, and it still makes get all hot
and bothered just saying it aloud. It's
my Viagra."

Jim Flint has lived in the shadows since Wakdr

Two. One of the most promising young men in the
OSS, after the war he was recruited on an undfficia
basis to use his talents for murder and subversion
against the Reds. They called him by a simple code
name—Twelve.

Over the next two decades Agent Twelve worked
for the OSI, the Office of Naval Intelligence, tG&A
and many other “Black Book” agencies that the
general public has never even heard of. Yet he was
never officially employed by any of them. He fotigh
America’s invisible wars on all its secret frortisit he
never got a medal for it. Not that he ever
complained—finding out people’s secrets and
betraying them was always its own reward, as far as
he was concerned.

Yet the years eventually took their toll. kksarly
died in Vietnam, he lost an eye in the jungles of
Central America and by the 1980s he was getting so
old that he could barely kill a man with his bassts
anymore. In any case CIA Director William Casey
hated him and wouldn’t use him if he could help it.

A lot of the guys Jim knew were getting rich i
private industry. This or that famous spy woultiree
from public service, set up a private security firm
provide muscle and corporate espionage for the big
multinationals or take on dirty work that the CIA
didn’'t want to handle. He’'d always resisted thgeur
to go that route because he knew he’'d miss thd smel
of blood in his nostrils, but after he got cut ofithe
Iran-Contra deal altogether, he figured it was time
take the hint.

In the 80s the field was crowded and he didaite
the funds to set up more than a small operatiohgso
decided to supply the one commodity most private
merc firms couldn’t handle—superhuman talent. He
knew Major Maximum and he had a good idea how to
find the man called X. The others came to himy ove
time.

Once Director Casey was dead, Twelve’s old
contacts at the Agency were happy to send him more
work than he could handle, and of course the big
multinationals always need help in the Third World.

A lifelong smoker, Flint has lost a lung ansl h
voice box to cancer, and has recently been confimed
an electric wheelchair. He’s still an arrestinggamce
with his thick mane of white hair, his craggy, batt
scarred face and his eyepatch. He talks a lottabou
politics, but for someone who knows as much about
the secret history of the world as he does, hisiops
are odd and inconsistent.

He claims to hate big government and to fest t
only private industry can accomplish anything, lyet
has proudly spent his whole adult life working tioe
feds. Generally conservative, he nonetheless wsrsh
John F. Kennedy (not for his policies, but becdese
was so much fun to hang out with in Las Vegas durin
the Rat Pack era) and he swears that Kennedy was
killed by left wing elements in the State Departtnen

He feels that women should know their plaee, h
mistrusts people of color and he still thinks thelC
Rights movement was a foreign plot. He grudgingly
admits that this wasn’t the case with the anti-vaeh



movement, but only because he spent so much time
fighting them and came to know them so well. He
loved Richard Nixon and keeps a picture of himhan t
wall of his office, but he never trusted Ronald ¢rea
or his commitment to fighting the Cold War. Hedwat
hippies and environmentalists with a passion vt i
wholly sane, yet he’s a vegetarian and had
experimented with both Zen philosophy and
psychedelic drugs as early as 1955.

Perhaps Flint's perspective on things is best
summed up by the dominant feature of his office—an
eight foot portrait of himself.

These days Flint lives mostly on his yacht, in
international waters. His clients sometimes get to
meet him in person, but his Parahuman agents seldom
do. More often, the Resources are ushered into his
office and listen to his orders on speakerphone,
underneath his gigantic, glowering portrait.

A crotchety, irascible old man, while he issénile
he sometimes misunderstands what people say to him.
He can go on and on about some idiotic thing he
thinks someone has said, sometimes bringing the
imaginary incident up months or years later. It is
utterly impossible to convince him that he has
misheard anyone, and it can prove fatal to conttadi
him too any times.

While he understands a great deal about v&riou
types of high-tech spy gear, he doesn’t understaad
internet and won't allow it to be mentioned in his
presence (fortunately his staff are more competent
this area). A bachelor, he hates kids and jokats th
anyone who brings one aboard his yacht risks being
thrown overboard in mid-ocean along with their brat
At least we think he’s joking.

Mr. Flint is accompanied everywhere by his
personal assistants, the blankly malevolent Miss
Zelma Zimmer, who does everything for him, and the
merely blank Mr. Smith, who appears to do nothihg a
all. Smith always stands just behind Mr. Flinttba
right. Neither Mr. Flint nor Miss Zimmer ever loak
Mr. Smith or seem to acknowledge his presence. On
very rare occasions he will lean forward and whispe
something in Mr. Flint's ear, but the old man never
seems to react to this.

In fact Smith is Flint's ace in the hole—he’s
parahuman with the ability to detect and shut down
other parahuman powers. He’s quiet, loyal and
nondescript, a hovering presence that few people
really notice.

Flint rarely goes anywhere without at leafwa
bodyguards, mostly ex-special forces personnetihire
through a separate division of his company. Give
enough bodyguards to impede your players, but not
enough to overwhelm them.

Anyone who gets past both Mr. Flint's security
staff and Mr. Smith will face the man’s own
formidable psychic powers—a trait he has managed to
conceal all these years. Because his psionidiabili
are his most carefully guarded secret, he’'s netylito
let anyone live who has actually seen him use them.

For games set in the 50s and 60s, here's wdeattA
12 looked like in his glory days.

Agent 12 in his
prime

PL: 12

Str: 16 (+3) Dex: 20(+5) Con: 18 (+4)
Int: 13Wis: 20(+5) Cha: 12 (+1)
Initiative: +10Attack Bonus (Melee):
+11Attack Bonus (Ranged):11
Defense:+24/+13Speed:30

Damage Savesxé Fortitude Save:+6
Reflexes Savet+1oWillpower Save: +10

Skills: Balance +10, Climb +10, Bluff +10,
Demolitions +7, Diplomacy +11, Disable Device +4,
Drive +8, Hide +10, Intimidate +10 Knowledge
(Espionage) +10, Listen +10, Move Silently +10,
Search +10, Spot +8, Survival +5

Feats: Accurate Attack, Assessment, Attack
Finesse, Chokehold, Connected, Dodge, Evasion, Far
Shot, Great Fortitude, Improved Grapple, Point-Blan
Shot, Power Attack, Precise Shot, Psychic Awareness
Quck-Draw, Talented (Listen and Spot), Toughness,
Track

Powers: Powers: Super-Dexterity +5 (Extras:
Super-Senses, Super-Strength, Super-Wisdom; Flaw:
Super-Strength only applies toward skill checksstCo
9Ipts), Telepathy+8 (Cost: 2pts)

Equipment: Pistol (+3 Lethal), Rifle (+3 Lethal)
WeaknessesQuirk: Irrationally obsessed with
concealing his psi powers, will use them only ia th
most dire emergency conceivable.



Zelma Zimmer

PL: 6

Str: 8 (-1) Dex: 12 (+1) Con: 12 (+1) Int:
14 (+2) Wis: 16(+3) Cha: 10(+0)
Initiative: +1Attack Bonus (Melee):+3
Attack Bonus (Ranged)#4 Defense:
+7/1+6Speed:30

Damage Savex1Fortitude Save:+1
Reflexes Save+1Willpower Save: +5

Skills: Diplomacy +4, Innuendo +5, Intimidate +8,
Listen +8, Profession (Personal Assistant) +9, $fot

Feats: Connected, Far Shot, Iron Will, Indomitable
Will, Point-Blank Shot, Precise Shot, Talented
(Intimidate and Profession: Personal Assistant)

Powers:

Equipment: Big Ugly Pistol (+5 Lethal), Can of
Mace (+5 Stun attack)

WeaknessesQuirk: Fanatically Loyal to Mr.
Flint

Jim Flint's redoubtable assistant. She |dikesa
badly preserved sixty-year old, but in fact she’s
seventy-five. Spite keeps her young, as does her
unwavering fanatical devotion to Mr. Flint. Sheedo
everything for him, has devoted her life to helpinig
rid the world of Communism, and she’s more than a
little in love with the man.

All of the office staff are afraid of Miss Zimer,
and with good reason. Blank and emotionless, yet
also cruel and mean—she wants it to be known that
she is a powerful person and that she can have you
destroyed.

Everything she says is couched in carefulcize
business-speak. Nor does she ever raise her voice
above a threatening murmur. She never unwinds,
never smiles, never makes small talk or any kind of
informal remarks. Most of all she never, ever says
please or thank you for anything. Yet you are iregu
to say please and thank you to her. She speakisefor
great man, Mr. Flint himself. Everything in thifice
is his. Therefore everything in this office is $ielShe
is not required to say please.

Despite her insistence on rigid office protpdo
Miss Zimmer senses weakness on the part of any
member of the office staff, she will try to fordeem
to buy the crappy rip-off long distance service thex
loser boyfriend sells, or Amway products, or diet
remedies or whatever shabby pyramid scheme the two
of them are into this month. No one ever seense¢o
this boyfriend, but he’s real enough (his name is
Harvey Glick, and he’s a classic watery-eyed,
whining, sixty-five year old ne’er-do-well).

There are no personal objects on Zelma’s desk,
apart from a single dead plant.



Mr. Smith

Real Name:Thomas and Peter Smith
PL: 12

Str: 12 (+1) Dex: 12(+1) Con: 14 (+2)
Int: 12 (+1) Wis: 16 (+3) Cha: 10(+0)
Initiative: +1Attack Bonus (Melee):+11
Attack Bonus (Ranged)#11Defense:
+21/+20Speed:30

Damage Save:2 Fortitude Save:+2
Reflexes Save+1Willpower Save: +5

SKills: spot +10, Listen +10, Innuendo +4, Move
Silently +10, Swim +6

Feats: Detect (superpowers), Iron Will, Psychic
Awareness

Powers: Neutralize +13 (Extras: Neutralizing
Block, Neutralizing Field, Nulification, Nulify
Without Concentrating; Cost: 6pts)

Equipment: Concealed Body Armor +4

Mr. Flint's silent shadows, Tom and Peter $mit
are his ace in the hole. They're also Flint's diling
sons.

Identical twins, the Smith brothers look amelss
completely alike. They never appear together and
most people have no idea that there are two of.them

Either one or the other Smith always stands behind
their dad’s left shoulder, quiet, nondescript, mgkno
facial expression at all. “Smith” never seemsatp ar
do much of anything. While Zelma Zimmer fusses
and makes phone calls and adjusts my Flint’s tie,
Smith just stands there.

Both Smith brothers dress conservatively but
unostentatiously, wearing business clothes even on
Mr. Flint's yacht. Neither one ever seems to sweat

The Smiths’ superhuman powers are simple yet
deadly effective. They can detect parahumans amd ca
snuff out their powers at a distance. Their power-
suppression ability is invisible—they don’t havesty
or do anything to make it happen, which makesry ve
hard to tell where the effect is coming from.

If a disguised parahuman enters Flint's presen
the Smith boy on duty will lean down and whisper th
information in Mr. Flint’'s ear. Flint never outvety
reacts to this information, but he will most cantgibe
thinking about it.

The Smith boys’ mother was a Russian parahuman
agent who lived under in deep cover in Baltimore.
She was a very attractive woman, so Flint blackedail
her into having an off-again, on again affair wiim
for a few years back in the early seventies.

Despite the shabby way he treated their mati, b
Tom and Peter are fascinated by and totally layal t
their dad.



Mr. Flint's
Bodyguards

PL: 4

Str: 16 (+3) Dex: 14 (+2) Con: 14 (+2)

Int: 13(+1) Wis: 12(+1) Cha: 10(+0)
Initiative: +6 Attack Bonus (Melee):+10
Attack Bonus (Ranged)#9 Defense:
+16/+14Speed:30

Damage Saves:2 Fortitude Save:+2
Reflexes Savet2Willpower Save: +1

Skills: Intimidate +4, Listen +5, Spot +6

Feats: Attack Focus (Armed), Attack Focus
(Ranged), Chokehold, Improved Initiative, Quick
Draw, Talented (Listen and Spot)

Powers:
Equipment: Pistol (+3 Lethal), Body Armor +2
WeaknessesQuirk: Willing to die for Mr. Flint.

These guys are pretty tough. Culled fromitbst
of America’s elite forces, they don’t have as much
armor or as high tech weaponry as a lot of villaso
super-agents, but they're still very effective withat
they have.

They tend to be a little older than most siggur
personnel, men in their thirties and forties wish a
much combat experience as possible. All of thean ar
personally loyal to Mr. Flint and his vague pro-
American, anti-communist credo. None of them are
fanatics, but as bodyguards they won't hesitatayto
down their lives for their employer if they have to



Appendix A: Villains by PL

PL 4 3im Flint's Bodyguards (Page 139)
PL 6 zelma Zimmer (Page 137)
PL 7 The Ratcatcher(Page 53)

PL 8Grease Monkey(Page79), Sicko the Clown
(Page 5)Zyclon B (Page 67)

PL 9 Big John (Page 8)Boy Howdy (page 89)
Doctor Shock(page 10)Johnny Black (page 75)
Mano del Muerte (page 12)Der Shreik (page 69)
PL 10 The Lone Star Lady(page 86)Jim
Dandy (page 88)Doctor Destructor (page 81),
The Texas Twister(page 82);The Moebius
Man (page 62)Blitzenhammer (page 64),
Broken Arrow (page 14)UgoGrrrl (page 17),
The Unicorn (page 18)Vampire Girl (page
20), Wolf-Dog (page 22)

PL 11wmr. Fist (page 84)Pouble Deuce
(page 94)Diamond Deuce(page 103)

PL 12Ace of Wounds(page 97)Agent 12 in
his prime (page 136)Cimarron Starr (page
77), Executive Solution D(page 115)God
(page 24)Helen Damnation(page 27)Mr
Smith (page 138)Executive Solution F(page
130), Lady Deuce(page 100)

PL 13Der Totenkopf (page 60)Executive
Solution M (page 119)Executive Solution Z
(page 121)

PL 14 Jim Flint, Agent 12 (page 135)The
Steel Deucdpage 105)

PL 15Bones(page 108)The Snow Queen
(page 29)Executive Solution Y (page 132)
PL 16Azeraphe|, the Screaming Angel
(page 41)Black Thunder (page 32)The
Death Angel(page 36)Poctor Moloch, PhD
(page 39)

PL 17The Hammer of Doom(page 43)
PL 18Executive Solution X(page 123)
PL 19captain Vvaliant (page 46)
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any Open Game Content You are copying, modifyindistributing, and You must add the title, the
copyright date, and the copyright holder's nanta¢o

COPYRIGHT NOTICE of any original Open Game Contgmi Distribute.



7. Use of Product Identity: You agree not to Usg Rroduct Identity, including as an indication as t
compatibility, except as expressly licensed in hagt

independent Agreement with the owner of each eléwfghat Product Identity. You agree not to intkca
compatibility or co-adaptability with any Trademark

or Registered Trademark in conjunction with a wooktaining Open Game Content except as expressly
licensed in another, independent Agreement with the

owner of such Trademark or Registered Trademar&.uHe of any Product Identity in Open Game Content
does not constitute a challenge to the ownership of

that Product Identity. The owner of any Produchtdg used in Open Game Content shall retain ghts,
title and interest in and to that Product Identity.
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8. Identification: If you distribute Open Game Gamit You must clearly indicate which portions of the
work that you are distributing are Open Game Cdnten

« All stat blocks in this book is Open Game cont@iis includes Stats, Skills, Feats, Powers, Equifime
& Weakness. This does not include character nameaakgrounds.

9. Updating the License: Wizards or its design@tgdnts may publish updated versions of this License
You may use any authorized version of this Licanse

copy, modify and distribute any Open Game Contegirally distributed under any version of this
License.

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

11. Use of Contributor Credits: You may not markeadvertise the Open Game Content using the name
of any Contributor unless You have written pernassi

from the Contributor to do so.

12 Inability to Comply: If it is impossible for Yoo comply with any of the terms of this Licensehwi
respect to some or all of the Open Game Contentalue

statute, judicial order, or governmental regulatioen You may not Use any Open Game Material so
affected.

13 Termination: This License will terminate autoralty if You fail to comply with all terms hereiand
fail to cure such breach within 30 days of becoming

aware of the breach. All sublicenses shall surthieetermination of this License.

14 Reformation: If any provision of this Licenséhisld to be unenforceable, such provision shall be
reformed only to the extent necessary to makefdreeable.

15 COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000, Wizarde®{Coast, Inc.

System Reference Document Copyright 2000, WizaftlseoCoast, Inc.; Authors Jonathan Tweet, Monte
Cook, Skip Williams, based on original materialthy

Gary Gygax and Dave Arneson.

'D20 System' and the 'D20 System’ logo are Tradesrawned by Wizards of the Coast and are used
according to the terms of the D20 System Licenssiae

3.0. A copy of this License can be foundwatw.wizards.com/d20

» The Bad Guys, Copyright 2004 James Thomson. Pedibly Plain Brown Wrapper Games

Mutants & Masterminds RPG, Copyright 2002, GreeniR®ublishing; Author Steve Kenson



