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The Story Behind
Villains Unlimited
By Kevin Siembieda

ViUains Unlimited has been an idea Kevin Long and I have
been kicking around for some time. Heroes Unfunjted has never
had a supplement specifically for il. There have been adventure
and sourcebooks for the TJ\.tNT game thaI were compatible. but
nothing specific. Kevin Long has always loved creating villains
(8 glance al his great designs of the Coalition in Rifts is evidence
of thaI) and came to me one day with an idea for a villains book
for Heroes Unlimited. I loved the idea and gave him the go
ahead. not only to design and illustrate the look of the characters.
bulla write as many of them as he'd like.

The project is particularly special to Kevin Long and me,
because comic books are in our blood. We have enjoyed and
collected comics before we could read. At one time or another.
we both had aspirations to illustrate comics. We born have
ghosted on professional comic books (Long for Mike Vosburg,
me for Mike Guslovich) and have been involved in amateur
comic publications. Heck, it was my early comic book fanzines
that first addicted me to publishing and 1<IOk at me now! We
both knew lots of professionals in the induSify and we both still
love 10 read comics. It was my comic book background that
enabled me to get such talcnts ~s Jallles Stcronko, Richan1 Cor
ben, Timothy Truman, Kevin Eastman, nnd a host of olhers to
do work for Palladium. I wouldn't have ever gottcn the license
to the Teenage Mutanl Ninja Turtles if I hadn't read the comic
book. Finally, we had our chance 10 do comic style work and
we were ready!

This is really the firsl time that Kevin Long and I have been
able to work together on creating artwork. We always work
closely, but inevitably Kevin would go off to iIIustnltc and I
would go off to write. This time we are working together, comic
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book style, where ideas were co-developed, he pencils the
characters and I ink and tone them. Of course. we both did a
handful ofour own artwork too, but the collaboration is exhililral
ing. It was great for me jusl doing a volume of art - 1 love
doing art. We'd like to think it was something akin to the old
days al the Marvel Bullpen, working in tandem like Kirby and
Lee.

You have to understand thai everybody at Palladium is into
adventure, horror and science fiction and half the staff reads or
collecls comic books. The next thing we knew, Alex, Sieve,
Julius, and even my son, Adam, were all asking to contribute
characters and ideas. This only made the book all the more
exciting and diversified.

As stupid as this may sound, we had everything going for us
except a name for the book. We tossed around all kinds of titles,
but none of them worked. We were stumped! Finally, Maryann
sighed and said, "-1 don'l know why yoojust don't call it Villains
Unlimited." Long and 1 turned to each other, our jaws 00 the
floor, and exclaimed, 'That's perfect!"

Now that wc had a great title, it seemed incomprehensible for
anyone 10 paint the cover other Ihan the man who had done the
Heroes Unlimited cover, the legendary James Steranka. He was
glad to illustrate the companion to his previous work and wel
comed the opportunity to do a painting again. Considering thai
he seldom finds time to take outside illustration work, we are
delighled!

Unfortunately, Steranka and I were so busy and distracted
that we got our signals crossed and things just got screwed up.
I dido'l want 10 delay the release of VUlains Unlimited any
longer, so I decided that Kevin Long would paint it. 1 put 00
my publisher's hal and told Kev that he had two weeks to do it
- sooner was bener! After gelting over his initial shock, he
whipped up the great cover you now hold in your hands. 1be
guy is 100 good (dare I say greal)? I must apologize for not
delivering on the Steranko cover as advertised.

As for James Steranka, he did produce the logo for this book
and has done the cover painting for one of our next Heroes
Unlimited!Ninjas & Superspies supplements called Mystic
China. Erick "I know I'm lale" Wujcik will be the author
look for it in early 1993. Erick and I will also be work.ing on
another Heroes Unlimited sourcebook tentatively entitled Su.per
MUlanJ Animals. It will collect all the mutant animals from a
half dozen existing books, put them under one cover and provide
rules for giving your mutant animal heroes multiple limbs, super
powers, new psionics, new animal powers and a whole lot: more!

We had threc major goals. One, to create a book that dearly
demonstrated the unlimited scope of character creation using
imagination and the Heroes Unlimited rule$.

Second, we wanted to create a soun:cbook that would wow
the reader in concept, imagination and iIlustralion. Something
far more than a book filled with generic characters that anybody
could create. More than just another sourcebook. Somelhing that
would make the fans salivate just looking at it!

Lastly. we wanted to expand the world of Heroes Unlimited
and give the reader something from which he can get months
ofenjoymenl and zillions of ideas. We hope we've succeeded.
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Some Tough Bad Guys

Readers may be surprised at the degree of power, skills and
levels of experience given to many of the villains presented in
this book. In a role-playing context, the rationale is that most
villains, particularly individual villains, will be facing a group
of player ~eroes. If the lone villain is likely 10 have any chance
against two or more good guys, he better be pretty formidable.
Even so, Game Masters may wan!, or need, 10 give these villains
henchmen or other super beings to assist them.

Similarly, Game Masters may find a panicular nemesis 10 be
100 powerful for his players' characters. Powerful villains can
be loned down by reducing their experience level, resources, or
even by adjusting their abilities. GMs should feel free to bump
up or down abilities and make any adjustments necessary to
make a character fit into their campaign world.

JUSI remember, as Erick suggests, villains should be powerful
and offer a real danger. There's nothing wrong with having a
single villain who call beal an entiIe team of heroes. 111is is
where team-work and cunning (or outside help) may be necessary
10 defeat u foe. It t:an only add to the drama and fun.

Don'l forget the "character" villain. The two-bil hood, second
rale mutant, and comparative wimp can cause more trouble and
be more fun than a hulking powerhouse. The secret to a great
characler is a character wilh a personality.

The Art of the Villain
By Erick Wujcik

PubUsher's Note: Let me state 'hat I am terribly flattered by
Erick's using me as an e:<ample in developing interesting non
player villains. The same elements can be used to develop any
character. hero or villain, lovable or conniving.

I am funher flatlered by his claim that r am one of the best
Game Masters in the world (it's a nice thought). Please don't
think we are getting too egocentric or that I bribed Erick to write
these wonderful things. I guess I could have edited them out,
but I just couldn', bring myself to do il. Enjoy. - KS

The villains in this book, no matter how brilliantly constructed,
are only as good as the Game Master who uses 'em.

Look at Kevin Siembieda, the best Game Master I've ever
encountered. In my opinion, the best Game Master in the world.

Want to know what I believe to be Kevin's strongest role

playing talent?

Villains!

Not thllt his villains are necessarily super-powerful. Some are
total wimps. In fact, I'll let you in on one of Kev's secrets.
Some of Kevin's greatest villains started OUI liS wimpy, 7.em

level, helples... non-player characters.

Ht:rt: an: some of the ingredients used to create an exciting
encounter with a villain:

1. Evasion. A good villain should be hard to find. and hard
to track. Villains often accomplish this by occupying territory
where the player characters are at a disadvantage. For example,
the villain may be comfortable underwater, or digging through
the earth, or stepping out into another dimension, or just slipping
into the criminal underworld.
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Of course, some villains are so powerful that it is the player
characters who must flee. In that case there is no need for stealth.

2. Danger, The villain has to somehow put the player charac
ters in danger. The greater the danger, or the more powerful the
villain, the more tense the confrontation. After all, if the player
characters go into a battle knowing that they']] win, the whole
Ihing becomes boring. The obvious answer is to have NPCs who
are the equal or superior to the player characters in powers and
skills. Still, villains can often endanger player characters with
nothing more than a few good tricks (and a few kilos of plastic
explosives). Remember, cunning, skill, and deception can some
times be used to greater advantage than super powers.

A good way to measure how dangerous your villains are is
to see how often your players are bealen. If the player sharacters
a/ways win,. then the villains must be too weak.

3. Threat, A non-player character who hides away and doesn't
bother anyone isn't a villain. In order 10~be a,villain, the NPC

has to pose a threat. Big threats are things like threatening to
destroy the universe, to release a murderous plague, or attempting
to conquer the world. Smaller threats are just as useful so long
ilS they affect the player characters in some way. For example,
a villain who threatens to kill a player d'lardCler'S old friend is
just as threatening a.<;; the one who wields atom bomb....

4. Personality. One-dimensional villains gel boring. Take
another look at Palladium's excellent alignment system and
you'll see thai evil isn't simple. So why should villains be simple?

Often this is jusl a matter of working out some background
for the villain. Work up a little history, and think about where
the villain lives and works. What the villain does for enlenain
ment and recreation. Somelimes it's the simple things that help
a Game Master get a handle on lhe villain. For example, does
the villain make his bed in the morning? If he doesn't, does he
feel guilty about it? Defensive?

Quirks can work wonders. For example, whal if the villain
had a secret identity where he's henpecked by a nagging spouse?
Or was stealing all that money because of some obsession like
having the world's greatest collection of baseball cards? Or
wanted 10 get even with all the bullies who picked on him in
ftfth grade?

S. Balance. Just as no hero is totally good. no villain is totally
bad. After all, many villains are heroes in reverse. They just
have a different idea about what's right and what's wrong.

One of my favorite examples of a balanced villain is the one
with a streak of troe compassion. For example, in Teenage
Mutant Ninja Turtles &: Other Strangeness, Doc Feral, while
the bitter enemy of all mutant animals, is a wonderful philan
thropist who gives to charities, promotes civil right" and is good
to children.

Imagine the following siwation.

While in a battle with the player characters, part of a building
is knocked down, nn{llhe scream... of a child are heard from the
rubble.

How would your villain react? Would the villain feel respon
sible if his act toppled the building? Would it make a difference
if it were the "good guy" player character who caused the acci
dent? Would it make a difference if there were television news
cameras filming the scene? And, ultimately, does he risk his
own life to save the child?
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What to Avoid:
Simplicity and Repetition

1llere are plenty of bad guys in the world who aren't really
villains. At least they aren', the kind of vilhtins who make for
good Heroes' enemies.

Consider lhe typical cycle of a badly-put-together super hero
campaign.

I. Discover that criminal acts are being committed.
2. Track down, confront and defeat the perpetrator.
3. Repeat endlessly.
Irs fun beating up on the criminals the first couple of times,

but eventually it lose.~ it" sparkle.

Why'!

Look al ordinary police. lhe real heroes of our sociery. In
spite of ccnain books and television shows, their lives are some
Ihing short of glamorous. They spend their lives dealing with
both the scum of the Earth. and with ordinary citiz-ens who are
either victims of the scum, or have temporarily become scum.
They risk their lives evt:ry day for the kind of money thai business
school graduates use to pay their swimming pool attendant. Plus
they have: to deal with the legal system, and the paper work...

If being a policeman were so exciting, you wouldn't need any
comic book role-playing systems, just rules for playing police.

Still, let's look at who the police have as "villains." Most of
the bad guys the police deal with are JUSt regular people who
get into trouble. Teenagers who get a Iinle wild, people who
have had too much to drink, drivers who make mistakes. and
the occasional nare-ups when two people don't get along. Re
member, most "killings" are accidental, typicaUy involving k.ids
playing with unloaded guns (a tip for every reader. there is no
such thing as an "unloaded" gun!). AJso, human beings tend 10
kill the humans they love most; spouses, children, parents, rela·
tives, employers, etc... , and mostly they do it at the spur of the
moment, in a fit of passion, or just out of sheer stupidity.

All these "crimes" are either minor, temporary, or one-shots
that are unlikely to ever be repeated.

For most law-breakers the policeman has to be part social
worker and part psychologist. Every day they've got to decide
"is this law-breaker a menace 10 societyT and "does the danger
to society justify laking up another prison bedT'

So what about real criminals?

First, let's look at ''professional'' criminals, the guys who
commit crimes to make a living.

Mosl professionalt-Timinals tum to crime because they're IlOl
qualified for any other line of work. Nobody asks 10 check your
resume if you want to get a job stealing cars, snatching purses,
breaking into people's houscs, or holding up gas stations. The
police:: are perfectly cap"blc of <lealing wilh this class of crimin"l.
Mostly becausc they're much smaner than the crooks.

The fmal cstegory of criminal are the nut cases. TIle mass
murderers. serial rapists and other dregs of the Earth ~n 't just
evil, they're sick. Maybe they're suitable for use in a B~'Ond

,h~ SupuMrura/ campaign, but in HUMS Unlimj,~dlbey'rejust

son of depressing. Oh. sure they are good for a brief interlude,
but the average super hero is going to make mince meat OUt of
them. This is where the aspects of the fantastic come into play.
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Super heroes need super villains. Opponents wonhy of their
skills and abilities, just as Sherlock Holmes had his arch-nemesis
Moriany. In comic books, we suspend our belief in realitY and
enter intO a spectacular universe of "fantasy" and "science fic
lion" set in our modem world. 11lese same elementS of the
fantastic muSt be interwoven into the familiar aspects of our
modem world ifa Heroes Unlimited adventure is 10 be exciting.

For example: The adventure may revolve around a common
malady that plagues our society, drugs. 1be main villain is a
drug lord and his canel of smugglers, pushers and enforcers.
However, when the super heroes eOler the picture, they are
suddenly faced with a band of super villains, mutants orcybeme
tie mercenaries either hired or created by the drug lord.

The fantastic and the sublime.

Other Elements-iq
Adventure Making
By "ovin Siombicda

Realism or Plausibility
Is there a place for realism in fantasy and super hero adven

tures? Son of.

First of all, the very concept of "realism" in a fantastic sening
is ... well, unrealistic. Erick summed this up beautifully in his
example about the police. I always smile when I hear a player
wbo bas his mutant super hero who can become intangible, ny
and sboollighlning from his eyes, accompanied by his buddies
with their alien from another planet, and Iron Heart the ultimate
cyborg, complain about a lack of realism.

Wbat I think players are really looking for is plausibiUty, A
character that, although he may be a superhuman, seems to be
plausible - makes a certain amount of sense.

I know I hate nothing more than a totally ridiculous character,
or a setting or game rule that exists JUSt "because" the author
says so. It destroys the plausibility and acceptabilily of the con·
cep!. We're all willing to suspend a certain amount of belief
and use our imaginations to accept the improbable. I don 'I think
any of us expect to see Spjd~rman or Barman swing overhead
outside the supermarket. It would be cool, but it's IlQ( going to
bappen excepl in our imaginations. Using that imagination, we
can bring to life the dynamic super character, but even here we
demand enough of a plausible context that is larger lIlan life yet
believable. What we want are characters and senings lIlat seem
lO make sense within the fantastic wond of comic book adven
ture.

One way ttl do this is to impose "real life" laws. logical
reaction~ and conclusions to lIle actions orthe heme... and villains.

1. Louks Qver substance. Until a monstrous looking hero
gains a reputation as being a good guy, even the people he's
lfYing to rescue will be frightened of him. They may resist his
help, run away (perhaps into real danger) or fight him. Even
after he becomes a famous hero, there may be people who fear
him andIordon'( bUSt him. TIle minute he is accused oca wrong·
doing they are quick to believe it.

Similarly, a handsome villain is less lik.ely to evoke fear even
though he is a murderous devil. 11lese handsome fiends should
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realize this and use their good looks and charm to influence and
take advantage of people. They'll use people's trust to get what
they want, just as they use their powers or wealth. When the
handsome villain tearfully claims 10 have turned over a new leaf.
he is more likely to be believed (at least the first time) than the
monstrous looking hero trying to deny vicious lies.

It's human nature, logical, and creates a plausible and realistic
behavior toward implausible characters.

2. The human spirit. No matter how monstrous or alien, it
is the human spirit that makes the character what he is. This
human element can build memorable characters, epic adventures
and the feeling of realism.

We all recognize fear, hate, anger, sorrow, anxiety, doubt,
bravery, self-sacrifice, friendship, loyalty, joy, love and laugh
ter. Game Masters should use them to create logical story lines,
subplots, suspense and drama because they are all things we
scrawny humans recognize and relate to. No matter how powerful
a character may be, if he still suffers from the sante emotions
and indecision as us ordinary folk, he becomes more real.

Develop the strengths, weaknesses. fears. loves and joys of
all the characters. villain and hero.

3. Following a path of logic. Again, stop and think about
our real world and then insert a super being. How would you
react to him? Game Masters in panicular should think about
how he would react if placed in a situation with superhumans.

For example: If you were a police captain, how would you
respond to a person you have never seen before and is wearing
a mask and colorful leotards? When he refuses to identify him
self, do you get suspicious? How can you believe somebody
who hides behind a mask? How do you know he's not a criminal
or a lunatic? Is this a prank? If he has strange powers, is he a
danger to the community? Has he broken the law?

Unless sanctioned by the police or government, most so-called
"super heroes" are little more than reckless vigilantes and law
breakers themselves. The average independent super hero is
likely to perform the following crimes in a single night's work.
Illegal surveillance, illegal search and seizure, breaking and
entry, harassment, assault and battery, use of deadly force, car
rying a concealed weapon, damage to private property, theft and
trespassing. All of which are things that we will not allow our
own police to do. These are laws designed to protect our civil
rights.

That's on a slow night. If combat should be involved, the
destruction to propeny can escalate into lhe millions, hundreds
of people could be endangered, dozens injured or killed, "a1.
leged" criminals may be murdered or attacked and beaten, and
the list goes on.

lt may be reasonable that the vigilante hero (anti-hero?) en
gages in these extreme, criminal actions for the betler good (at
least in hislhcr m.ind), but is it "realistic" to think that the police
will approve. or that nobody will complain, or try not to sue
somebody? Not likely. However, this all makes for great story
elements and adventure in a role-playing campaign. Seize lhe
possibilities and run wilh it.

The heroes saved the city, but to the Kronkite family, whose
son was killed in the cross fire, lhey may be monsters. Perhaps
lhe older brother joins the mob and agrees to submit to experi
ments to get his own super powers to extract revenge. Maybe
members of lhe villain's family or his superhuman friends will
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seek revenge or try to rescue him from jail. Maybe they kidnap
an imponant person or take hostages and demand his release in
exchange for their captives. Maybe the authorities decide the
cost in lives or propcny is too high and disassociate themselves
from the heroes, and so on. Again, a realistic and logical prog·
ression of events.

Remember Newton's famous saying, "For every action there
is an equal and opposite reaction." That's just as true in building
adventures as it is in physics.

Note: In regard to damage and realism, lake a look at Some
Common Sense Rules Regarding S.D.C. in the section about
weapon proficiency clarification.

Combat
Clarifications
Modern Weapon Proficiencies
Energy Weapons --~--------

There appears to be a certain amount of confusion regarding
modem weapon combat rules and high-tech weapons, at least
among some players.

The first confusion arises in that all the modem weapon exam
ples as described in Heroes Unlimited are automatic type
weapons of the 20th century. Thus, the first question is, "Do
these rules apply to energy weapons?" Yes, and here's how
lhings work.

Understanding High.Tech Weapons
Most high-tech weapons, including automatic weapons and

lhc energy weapons, can fire multiple rounds or bursts. If an
entire payload can be squeezed off in less than a melee round,
the question then arises as to how accurate are lhe shots and
bow many melee attacks are used up by the shooter?

Rapid fire is considered either a comparatively controlled burst
or shooting wild. In both cases, the burst of gunfire takes only
a few seconds and will count as one or two melee attacks/actions.
Only one strike roll of lhe 2Q-sided die is made for all bursts.
A successful roll to strike means a percentage of lhe controlled
burst or burst of wild shooting will hit its intended target. A
railed roll to strike means the entire burst missed!

•

•
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Is this realistic? The surprising answer is yes. And the answer
is found in establishing a basic understanding of the concepts
behind modem (and future) automatic weapons.

As technology increased. gun designers came to a startling
conclusion. The great "equalizer," the gun, could be made to
make one person superior over his enemy. This could be done
if a weapon could fire more rounds more rapidly. The average
soldier receives minimal basic training. This inexperienced, new
soldier is vulnerable 10 an enemy with superior experience or
who possesses superior numbers. However, iflhal new I inexperi
enced soldier had a superior weapon, the odds would change to

his favor.
The concept is simple. The more rounds a weapon can fire

and the more quickly that weapon can rue those: rounds, the
rTl()(e likely its operator is to hit his target. Greater fire power
and speed equals superiority. It is simply a maner of odds and
percentages. The more roundslbullets one fires, the more likely

one is to !>trik.e his targct.

Another way to think of it is in teoos of a video game. Picture
one of the older video games whether it's an old arcade game
or wmputer type. In ffiO!'t of the old games. you. the player,
can only fire so many bullets or blasl.!i per so many seconds.
Once you've fired those handful of blasts it takes a few seconds
for the weapon 10 recycle and in those few seconds you cannot
fire the weapon. How many times have you wished you could
fire in those two or three seconds? And how many times have
you died because you could not shoot during those two seconds?

Now think about the super fast video games available today.
Many have unlimited ammunition and can shoot as quickly as
you can pull the trigger (depress the fire bulton) or, better yet,
continually shoot as long as the triggerlftre bUllon is depressed.
These games with the continual shooting element are fast paced
and give the player a distinct advantage over his enemies. The
level of shooting expertise is replaced by the speed of a continu
ously rapid firing weapon. This is the same rudimentary principle
behind semi-automatic and automatic weapons.

An au(omaUc weapon, whether it fires bullets or energy
blasts, is a weapon that continues to fire as long as the trigger
is held in the firing position. The nature of the automatic, rapid·
fire weapon is that an entire ammunition cartridge/clip, with 20
rounds, can be fired in a mailer of three to five seconds. This
is especially true of pistols, rifles and sub-machinegun style
weapons. Machineguns and rail guns are designed to fue a certain
number of blasts per second over a sustained period.

A semi.automatlc weapon will frre a bullet or an energy

blast every time the trigger is depressed/squeezed and released
and depressed ltgain. Thus, it can frre as quickly as the person
can pull the trigger. Not quite as fast as an automatic weapon,
but the !>hooter can usually squeeze off lI.D entire 20 round clip
in six to eight second...

More does nol mean better
Although the automatic weapon can fire far more ntpidly. it

does NOT necessarily mean more accuracy, nor, in a role-playing
game context, more damage inflicted to the enemy. When the
weapon is fired in the rapid succession of the automatic mode,
more rounds are fIred at the target. but a smaller number hit.
The accuracy is reduced. Some estimates based on the Vietnam
War indicate that only one out of approximately every 250 rounds
struck its intended targel; I in 250. But the rich Americans and
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Europeans could afford to spend more on ammunition and
weaponry Ihan they could afford to lose in actual manpower;
this is the infamous lechnological advaneage.

The Aimed Shot
lbc aimed shot is always a careful and deliberate act oflarget

ing and shooting of one roundlbullet or energy blast. The acl of
careful aiming takes a bit of extra time but provides far greater
accuracy and scill counlS as one melee attack per each aimed shot.

Aimed shots provide a + 3 10 strike, buc this bonus is avail
able only if the shooter has a W.P. skill in that weapon category;
i.e., W.P. Energy Pislol. Roll for each and every aimed shot
individually. Each aimed shot counl.!i as one melee anaclUaction.
Thus, if the character has five ateacks per melee he can shoot
as many as. five aimed shots (meaning five single bullets or
energy blasl.!i). ott: The roll of a natul'!" 20 (the die roll 001
modified by the addition of bonuses) always ~hil.!i the intended
targel and does critical (double) damage.

The typtcallase.r pistol is lightweight and designed for accu·
racy. It works jusl like an automalic pistol.

Snipe.r rines are either bolt-action rifles or semi-automatic
rifles that can be switched to single shot inode. 1bese rifles are
designed for accuracy. Weapons with an additional strike bonus
will usually have the bonus indicated in its description.

Pulse weapons that automatically fire two, three, or more
simultaneous blasts can NEVER get the +3 bonus for an aimed
shot. Instead, an aimed burst gets the bonus of + I to strike.
This bonus is available only if the shooter has a W.P. skill in
that weapon. Pulse weapons are burst weapons and the bu~t

rule applies even to one aimed pulse blast (really three simultane
ous energy blasts; i.e., bu~c: + I to strike, rather than the +3
for an aimed single shol).

Pump weapons & grenade launchers are not designed for
accuracy or great range, but those specialists who have a W.P.
in Heavy Energy Weapons do get the +3 bonus to strik.e on an
aimed shOl, bUI only if a single blast/grenade is fired. Shooting
more than one pump blast or grenade in rapid succession is
considered a bu~t (+ I to strike bonus if an aimed burst).

Characters without a weapon proficiency (W.P.) can at
tempt to use any weapon. It is not difficult to pick up a gun and
pull the trigger, anybody can do that. However, il is another
thing to be able to use the weapon with any knowledge, skill or
accuracy. Thus, a character who does not have a W.P. in the
weapon NEVER gets any of the W.P. bonuses, nOl the +3 for
aimed shots or the + I for bursts. Any bursts/rapid shooting by
somebody untrained in the required W.P. is considered shooting
wild (- 6to strike). An untrained person trying 10 shoot a single
aimed shot rolls the standard strike roll without benefit of

bonuses.
Cbaracttr P.P. Bonuses do NOT count when shooting an

automatic or energy weapon. The mechanical design and capa
bility of the weapon makes il.!i use and abilities quite standard.

Time required to reload: Most conventional and energy au
tomatic weapons require little time to reload. The process is a
simple matter of retrieving a new, loaded ammo clip from its
storage belt or compartment, removing the emply clip and slap
ping in the new loaded clip. Excepl for extenuating combat
conditions. the reloading takes a few seconds and counts as ONE
melee attack or melee action.
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Manually reloading grenade launchers, shotguns, bolt-action
rifles, revolvers and similar weapons requires more time because,
typically, the spent cartridges must be removed and each new
round must be loaded, by hand, onc at a time. Even so, a revolver
can be reloaded in about six to eight seconds and counts as two
melee actions, if the character has a W,P. in the weapon being
loaded. Characters without a W,P. will need a full melee round
or four melee attacks (whichever is shorter) to manually reload.

Revolvers can be loaded in the time of one melee attack/action
when a speed loader is used. Cost of the speed loader is 100
dollars. The speed loader must be hand loaded in advance.

Firing Bursts
A burst is fired whenever somebody fires a pulse weapon,

rail gun, or a rapid succession of blasts from a semi-automatic
or automatic weapon (bullets or energy). The aim is generally
more hasty and the recoil moves the weapon with the reiease of
each blast.

Automatic and Semi-Automatic Weapons (enelltY Hnd con
vt~ntional pmjediles Iypes): Generally, every burst of two to
ten rounds/energy blasts counts as one melee attack. Roll once
to strike for the entire burst. A failed strike means no rounds
hit. A successful strike means a percentage of the rounds hit.

For example: A short burst fires 20% of the weapon's total
rounds capacity. A gun with a 20 round magazine fires four
rounds/energy blasts per each short burst. If the burst hits, the
normal damage from a single round is multiplied by two(2).
Meaning two of the four rounds struck and damaged the target.
See the data and explanations under Bursts or Sprays from
aulomatic weapons and sub-machineguns in Heroes Unli
mited, page 41. These rules apply to automatic energy weapons,
as well as conventional, bullet shooting, automatic and semi-au
tomatic weapons. Unless otherwise noted, most energy weapons
are considered to be automntic weapons. Only weapons that
state a specific limited number of shots per melee are not automa
tic. The level of accuracy when shooting a burst is greatly re
duced: + I to strike if the burst is a controlled/aimed burst, NO
bonus if shooting wild.

Firing a burst from an aulomalic weapon (energy or con
ventional): An automatic weapon can fire a burst by simply
holding the trigger down. As long as the trigger is held in place
the weapon fires. A burst is fired when two or more blasts are
fired in rapid succession at the same, one, target. The player
can designate the size of the burst as Short, Long, or Entire
Magazine; see Heroes Unlimited, page 41.

Machineguns: Machinegun-like weapons are designed to fire
controlled and predesignated hUNOt.<;. Typically, a hurst fires 30
to 40 rounds with every one shot. Thus, a character with five
attacks per melee can shoot five bursts for a lotal of ISO to 200
rounds. The damage listing for an individual round is given for
informational purposes only. Each burst is given an S.D.C range
(606, 104 x 10, etc.) for quick game combat. The concentrated
burst from a rail gun is the equivalent of a mini-missile. Note:
It takes about one melee action to reload a rail gun ammo-drum!
bell.

Yes, theoretically, many automatic energy weapons can inflict
the same damage as a rail gun by firing one long bursl (50% of
the E-c1ip), but the weapon is not designed for suslained rapid
fire and the energy level is quickly depleted. Two long bursts
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(two melee attacks) and the weapon is empty and must be re
loaded, which means the attacker loses one melee attack for
every reload. The average rail guns can fire 8 to 13 bursts before
needing to be reloaded. Furthermore, the range of the rail gun
is far superior 10 all pistols and most rifles.

Shooting Wild
Shooting wild occurs .under the following conditions.

I. When a character is shooting in the general area of the
intended target, but has not taken the time to carefully aim.

2. Can nOI actually see his target. This includes shooting at
targets concealed by trees or other forms of vegetation, concealed
by smoke, shooling through a door or wall, shooting around a
comer without looking, when blinded or an opponent is invisible,
and when shpoting and trying to do something else like perform
ing a different skill at the same time; L~e., running, leaping,
Oying, driving a vehicle, talking to somebody,~orconcentrating
on a second task or action.

3. When shooting from a moving object; Le., a moving car,
hover vehicle, horse or other moving plalfoml. This docs not
include the firing of weapon systems built into power annor,
robots, cyborgs, or mounted weapons or turrets built into combat
vehicles. Nor is it applicable to super-heroes and mutants or
monsters that can shoot energy beams or similar powers from
their natural body. This rule applies to people who are shooting
a hand-held weapon while hanging out of the window of a
moving vehicle, dangling from an aircraft, standing on a moving
platform, shooting from the back of a racing animal and similar
conditions.

4. When shooting bursts with a weapon type in which that
character has no W.P. skill.

S. When terrified or in a berserker rage.

6. Whenever the shooter is spraying a general area with random
gunfire rather than focusing on a specific target.

The penalty for shOOling wild is - 6 to strike. See Heroes
Unlimited, page 41.

Combat Range and Rolls to Strike
Need 10 Roll an Eight to Strike from a Distance

A roll of 4 or higher strikes its mark in hand to hand combat.
The same is true of combat with frrearms at close range, combat
within a 60 fOOl area (18.3 m).

In combal al a grealer distance (61 feet and farther) the
combatants must roll an eight (8) or higher to strike. High-tech
sensors, optics, targeting senSOrs and human augmentation are
so incredible that there are no further penalties for greater dis
tances other than the limitations of vision and the weapon's
firing range. Editor's Note: No, you didn·t miss the number
eight to strike at a distance in Heroes Unlimited. This range
penalty is a new addilion (actually it's an old one that is being
reinstated).

Dodging and Parrying Energy
Like hand to hand combat, the target of an energy attack has

an option to dodge or in some cases, parry. One might argue
that it is impossible to dodge or parry a bullet or an energy blast,
bUI here are two things to consider that makes the dodge approp
riale.

•



I. Most of me player characters arc superhuman, whemer
meyare mUiants, aliens, magical, or have been mechanically,
or otherwise augm~nted beyond the nonnal range of human
ability. Characters wllo possess acceleraled metabolism and
heightened senses may be able 10 see or sense a blast coming
and dive out of hann's way.

2. One might think of the dodge roll, not so much as the
character seeing and moving out of the way of an energy biaSI,
but as a combination of an anacker's penalty for shooting at a
moving wget and the luck of the inlended victim. It is always
more difficult to hit a moving/dodging target than it is to hit a
slarionary one. Even leday, people "dodge !he bullet" by means
of running in a zigzagging pattern, executing a quick movement,
or wilh leaps and rolls.

In many inslances, it is more luck than anything else. Obvi
ously the intended victim cannol see the bullet coming, but he
can judge Ihe angle of trajectory by observing the movement of
his allackcr and the direclion of the attack and fry to muv~ out
of harm's way. Success may be luck, but it can work.

Does a dodge count as a melee acUon? Yes. Each melee
action counts as une melee attack, so each dodging action means
the characler loses one of his melee attacks. This could mean
using up all of one's own attacks by dodging, which will place
that individual completely on the defensive. But !his happens in
the movies and in real life. The character under attack eould
spend the next 30 to 60 seconds running and dodging blasts from
an attacker until the anacker runs out of ammunition and has to
pause to reload. or gives up the anack. At that momem. the
dodging person. on the defensive. can continue to run away. or
hide, or tum and counteraltack. At some point the character may
have 10 decide 10 stand and take his chances in getting hit in the
fire fight in order to shoot back and inflict damage of his own.

A Dodge and Parry Note: Anybody can attempt to dodge
an attack if they know they are under anack and can see their
attacker (via optics, sensors, muzzle flash of the attacker, etc.)

Robots. cyborgs, speedsters. characters with force fi~fds or
ma8neti.wl1 powers and those operating power armor or posses
sing heightened senses can attempt to parry a bullet or single
energy blasl. if they have a suitable item/shield with which 10
parry. Likewise, practitioners ofmagic who have a magic sword
or magic shield can try to parry energy attacks. Those who can
telepon, shrink or become intangible can effectively dodge by
engaging their power quickly enough (roll 10 dodge).

In the case of a parry. the item being used to block the attack
takes the hrunt of mc damage. Once the item is depleted of its
S.D.C. the additional damage strikes the defender. Large
amnunb of damage that oblilerme..... the parrying objcd will set
(he remainder of its dc!>t.ruetive force continue forwaru to strike
and dHmllgc lhe defender. Note: GMs may wish [0 apply knock
down rule... to those successfully parrying jX)wcrful altacks. espe
cially against attacks that inflict ID6 x 10 S.D.C. damage or
more. Also Note: A burst cannot be parrit:d, only dodged. Only
a single blast or bullet can be parried.

Grenades. missiles, explosives and other area affect weapons!
damage cannot be parried. but a dodge may be possible depend
ing on the size of the area engulfed in the blast, the agility of
the dodger, and the roll of the die.
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The Combat Sequence
Again, I'd like to clear up any confusion that mighl ~xist

about the sequence of combat and melee actions. Let me try to
stntighten lhis out ooce and for all.

In both hand to hand combat and gunfights, !he sequence of
combat is an integrated exchange of physical blows andlor gun
fue. FU'St one opponent strikes. the defender parries or dodges,
then the defender counterattacks, the fU'St attacker parries or
dodges. then he counterattacks, and so on.

Basically, the Palladium combat system is a trading of blows.
lI's based on simulating real life boxing, wrestling, fencing and
so on. Like most games that pit one opponent against the other,
from baseball and tennis to boxing and fencing, the combat is
a series of strikes. parries, and counter strikes,' exchanged by
thc combawtlts.

Strike/Punch ...
Parry ...
Counter Strike ...
Parry ..

Strike .
Parry .
Counter Strike ...
Parry ".
This is the basic flow of combat: strike, block. strike back.

It is repeated over and over until one opponent vanquishes the
other by wearing the other down and/or by penetrating his de
fenses. In many cases. one opponent will have a greater number
of attacks or higher S.D.C. and bonuses. Is this fair or realistic?
Yes. It's much like a boxing match where both boxers test the
other by swinging a punch and parryingfblocking that punch and
returning his own counter punch. This teeter-totter exchange
will continue until suddenly, a flurry of blows are swung and/or
landed. The guy on the receiving end has no hope of returning
the attack and must strive only to survive the onslaught. The
guy wi!h more attacks will, at some point, launch those strikes.

In the Palladium system, these extra attacks come at the end
of the melee round. Next melee, the character who has just
weathered the flurry of attacks without being able to strike back,
regains his composure and is able to strike back. and the teeter
tottcr exchange continues. Dodging, parrying, luck, the degree
of skill and experience, great strength, physical prowess, multi·
pIe opponents, weapons and strategy are all additional elements
thaI add to and alter combat. But il is still usually a back and
forth cxchange of punches, blasts or gunfm:.

We've all seen mismatches where one superior combatant
beals the s~ out of an inferior opponent. It happens, With luck
the defeated fellow has survived and gained some glimmer of
insight and experience from the c•.-onnict. Even if that insight is
something as anticlimactic as learning to recognize a superior
foe and avoiding Ii conflict (apologize, run away. hide. ctc,)

In the adventure filled world of Heroes Unlimited and most
RPGs, onc can ll()( alway~ know who his opponent is. nor what
powers be may possess. It i~ very common for an opponent to
be far more powerful than the player character. This is where
strategy, cunning, and teamwork becomes a necessity. If one
has no chance of dcfeating a more powerful foe, then perhaps
two, or three, or ten, are required to engage in combat. An
alternative might be the use of trickery and deception or simply
to retreat and fight another day. A good bluff can also be effec
tive.



Combat Damage-------
Wbere Damage is Inflicted

As stated before, generally, damage is inflicted to what we
call the main body. The main body is typically the largest area
of body mass offered by the target. In the example of the circular
target. the main body was lhe entire target area excludjng the
tiny center bull's-eye. On a humanoid, the main body is the
body trunk from the crotch 10 the shoulders. This is the largest
area of body mass and includes the lower abdomen/stomach and
chest. Specific target areas outside of the main body on a
humanoid include the head, hands, anns, legs. and feet. The
main body of an automobile is the large body mass that covers
the frame. Part." not considered to be part of the main body
include the tires/wheels, minors. headlights, radiator grille, pos
sible weapon lurrets, and internal engine parts. And so on.

To strike something other than the main body, the attacker
must makc an aimed, called shot, or roll a natural twenty.

The Natural Twenty & Damage
A natural 20 is the roll of a twenty-sided die in which the

number rolled is a 20, before adding any bonuses. A natural
twenty to strike is always a hit unless the opponent rolls a natural
twenty to parry or dodge. The damage from a natural 20 to
strike is always a critical hit, inflicting double damage! Some
Hand to Hand Combat skills increase the damage of a critical
strike 10 triple damage when a high level ofexperience is attained.
If a "called shol," the critical strike hits and damages the exact
target called.

The CaOed Shot & Damage
An aimed shot is used to strike a general target without

specifying a specific portion within thai target, e.g., "I'm taking
a careful aimed shot at the guy 10 the left. This unspecified but
aimed attack is directed at one overall target and damage will
be inflicted to the main body of that target. However. an aimed
ShOl can also be a called shot.

A called shot is an aimed shot that indicates the shooter is
aiming for a specific target area within a larger target, like a
hand, antenna, weapon, wheel. etc. To make a called shot. the
shooter must "call"/identify the specific targel before he flres,
take careful aim, and shoot. For example: When shooting at a
circular, bull's-.eye style target, a nonnal aimed shot is an attack
in which the shooter takes careful aim and gets a +3 strike
bonus to hit the target. The goal is to strike the target, but the
strike could be anywhere on the target.

A called .'ihnt might identify the target's tiny bull's-eyt!, in
the center, as the specific target of the shot. The shooter is
specifically trying to hit II particular llI't:ll within the larger, gen
eral target. Because it is an aimed shot, the shooter still gets the
+ 3 bonus to strike. A successful -"trike (3 roll of 12 or higher)
means the specific target, in this case the bull's-eye, is hit. A
roll that is below 12 but still above the number needed to strike
(above a 4 or 8 depending on range), lhe .'ihooter succeeds in
hitting the main body of the target, but misses the exact mark/area
he was shooting at.

An aimed, called shot is necessary to strike the tiny bull's-eye
of a target, the sensor eye of a robot, or the gun held in an
attacker's hand (the target is the gun, not the person himself).
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1be attacker must roll a 12 or higher to strike a stationary target.
However, the intended target may be able to attempt a dodge
or parry, in which case the roll to strike must be higher than the
target's dodge or parry roll, or over 12, whichever defense
number/roll i.'i higher.

For example: The shooter rolls a 17 (including bonuses) to
strike, but the defender rolls a 19 to dodge, the called shot
misses. No damage is .inflicted to any part of the defending
target. Because the defender used up an attack dodging, the
attacker gets 10 shoot again without the defender being able to
retaliate. The shooter rolls 13 and the defender, still trying to
dodge, rolls a 10, the shot hits the specific "called" target area.
Damage is subtracted from that one item (head, hand, gun, etc.).
The shooter fires a third called shot and rolls a 9, the defender
tries a parry and rolls a 5. The called shot misses il~ mark,
meaning tha't the specific target is NOT .'itruck, but the shot does
hit the larger, general target of the de~ender and damage is taken
off the main body. ..

The Knockout

The caUed shot also applies to knockout/stun attacks. The
Game Master can only assume that a combatant is trying to hult
or kill his opponent unless told otherwise. If the attacker "an
nounces" that he is trying to render his opponent unconscious,
that is a different story. Then, if the character rolls at or above
his Hand to Hand combat skill to Knockout/Stun, or rolls a
natural 20, his opponent is knocked unconscious rather than
killed. A knockout punch inflicts minimal physical damage but
knocks the victim unconscious or dazed/stunned/incapacitated.

An opponent is also knocked unconscious when his hit points
are reduced to zero. Anything below zero knocks the victim into
unconsciousness and a coma, with death a likely prospect unless
he soon receives medical treatment.

The Game Master can also allow obviously more powerful
characters to knockout far inferior characters even though the
character does not yet have the hand to hand skill to do so. This
should not be abused and 1generally require the player character
to have to strike roll of an unmodified 19 or 20 (if captive and
bound J might include bonuses). Unlike detective movies, it can
be difficult to knock somebody out. Some people are beaten to
a pulp before they lose consciousness or never lose consciousness
until they lapse into a coma.

In one play·test, a well meaning, but overzealous character
desired 10 knockout a captured security guard. "I'm going 10
knock this guy out so he won't be any trouble." I, being the
GM, said, "Fine. but you need a roll of 19 or 20, strike bonuses
are included." Pow! A terrible low roll. "Lousy punch," 1 said
with a wince, "You inflict normal damage and he's still con
scious." TIle hero frowned and said, "J try il again." BAM!!
Same results. "I try it again." Crunch!!! Same result! He pum
melled thai poor security guard in the head three times and wa.~

winding up for a fourth try.

Each roll for the knockout punch was lerrible, a roll under
10 every time, so in.'itead of knocking him out, the character
was inflicting great amounts of S.D.C. and hit poinl damage.
As he readied himself to punch this poor, battered, and bleeding
fellow for a fourth time, one of his teammates stopped him and
pointed out that he was literally beating the guard to death (down
to 9 hit points). The embarrassed hero apologized to the battered

,
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guard and to his teammates, tied the guard up even more, gagged
him, and srue" him in the comer.

"Hey, how come you can always knock these guys out in the
movies. but I couldn't?" My response as GM, "Hey, this ain't
the movies and based on your rolls you couldn't knock Qui a
ny." That's how it goes sometimes.

Optional Damage Rules: Knock·Down
1be impact from an explosion, parrying a powerful energy

biasi, or a powerful punch/impact from a robot, robot vehicle,
power armor, borg, or supernatural creature might knock a
character off his feel. even if the damage from the attack. is
successfully parried. It is the fun:c of the attack that is likely 10
knock the individual oIT his feel.

Being knocked down, or off one's feet, means losing one
melee anack/action that melee round.

The optional Humanoid Knock-Down Table can be applied
to most human size characters. even in body armor, but usually
fK)I applicable to characters in power antlOr, robots. powerful
supernatural beings, and cllaracters with a P.S. of 30 or higher.
But even these characters may be knock.ed down from impactS

mar inflict 30 S.D.C. or more.

Humanoid Knock·Down ImpaCI Tablt (optional)

The chance of being knocked down from impact is mea~ured

by the amouO! of damage the impact inflicts. The greater the
damage. the more likely one is momentarily knocked off his
fcet (losing one melee arrack). Nole: This table is sulClly optional
and its usc and/or modification i~ left solely 10 the Game Masler.
01-15 S.D.C.: No chance. Withstands the blow.
1~30 S.D.Co: OI-2l¥il chance of being knocked off fccl.
31-40 S.D.C.: 0\·30% chaoce of being knocked off feel.
41·50 S.D.C.: 01-50% chance of being knocked off feet.
51-60 S.D.C.: 01-70% chance of being knocked off feet.
61-70 S.D.C.: 01-90% chance of being knocked off feet.
71 or more S.D.C.: 100%! Knocked off feet and stunned! The
impact is so strong that. in this case, the character loses all
attacks/actions that entire melee round (15 seconds).

Super Foe Knock-Down Impact Table (oplional)

Applicable to characters in power annar. robots, powerful
supernatural beings (elementals, demons, dragons, etc.), charnc·
ters who are invulnerable or can alter their physical sttucture.
charncters with a P.S. of 30 or higher and characters with an
S.D.C. of250 or higher. 1llesecharacters may be knocked down
from impacts that inflict 31 points of damage or more. The use
of this table is strictly optional.
01-30 S.D.C.: No chance. Withstands the blow.
31-50 S.D.C.: 01-10% chance of being knocked off feel.
51·70 S.D.C.: 01·20% chance of being knocked off feet.
71·100 S.D.C.: 01-40% chance of being knock.ed off feet.
101·150 S.D.C.: 01-60% chance of being knocked off feet.
151·200 S.D.C.: 01-80% chance of being knocked off feet.
201 or more S.D.C.: 100%! Knocked off feet and stunned;
loses all attacks/actions that entire melee round (15 seconds).

Grappling
Occasionally. one may encounter a being that cannot be easily

hurt, but can be constrained or distracted. A constant attack,
e.g.• an unrelenting battery of punches, kicks, grappling, en
tangling, and pinning. can keep the thing too busy and offbalance
to attack anybody else. Super strong characters protected by
power armor. bionics. or body armor can also grapple. pin,
entangle. or crush/squeeze (bear hug) such a creature. As long
as the character hangs on or keeps the fiend unbalanced, his
attacks are limited to that one individual and cannot attack others.
11lc abiJity 10 grapple. pinlbold or otherwise incapacitate can
sometimes be a more effective assault than brute force.

S.D.C. and Combat
Over the yean I've heard some pretty silly and outrageous

incidents regarding players abusing the concept behind S.D.C.
for player characters. Fortunalely. these incidenls seem 10 occur
mostly in Palladium Books' super hero RPGs where the outrage
ous Is more common, however. I still wanl 10 set a few things
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First of all, most RPG characters are larger than life heroes,
whether they be set in the world of Rifts or Heroes Unlimited.
This means the player characters, and most of their antagonists,
are not the average guy off the Slreel. They are "heroes" (and
villains) and therefore, stronger, braver, and often endowed with
super-human abilities. The inclusion of personal S.D.C. defines
one of the ways that the player characters are different than you
or I. Like-a boxer or any professional athlete, these characters
are stronger and tougher than us average city folk.

In the case of Heroes Unlimited, most player characters are
super-heroes or advenrurers of some kind. or augmented by
technology or magic. They struggle against alien and superhuman
foes. Their training has made them physically stronger and skilled
in the ways of combat. But while they may possess powers and
ahilities beyond the nonn. they too arc subject to scientific logic
and common sense rules.

Fans have told me stories about other players whose characters
charge gunmen without fear. because the bullet damage is "nit
subltactoo from their S.D.C. points and they know they can
defeat the gunmen before their character gels shot more tban
fOur Or five limes ilIl" may oot even suffer hit point damage.
One character even jumped on alive grenade. took tht: full bliUst.
got up, dusted himself off and said. "Heck, it's only 40 S.D.C.,
I'm fine." Another player's character would shoot himself in
the temple to show the bad guys how tough he was.

Now, while the idea is that a character can endure more
physical damage than a nonnal person, this is ridiculous!! Yes,
this is also an example of poor game mastering, but I've heard
these horror stories often enough that I feel I should address this
problem along with everything else in this section.

Some Common Sense
Rules Regarding Physical S.D.C.

Come on guys, lhink about the situation and usc some conunon
sense. Let's tackle thil; gunmen scenario. The chard.cter may
suffer only S.D.C. damage. and that's good, because he's not
fatally wounded. However, what that means is that while the
wound is not immediatdy life threaLening, the character is hun!
Do not underestimate pain. Even if he may be abIt: to shrug uff
the pain amI impact of a bullet wound and keep on fighting (he's
a hem afler all) it does not change lhe fact lhat the character is
hurt and suffering.

The inunediate problems for the wounded character are pain,
further blood loss, and treating the wound. Unless each wound
is correctly bandaged (coli on the appropriate medical skill), the
character will continue to lose blood, which causes further phys·
ical damage. After the bleeding has been stopped, the heco must
still have surgery to remove the bullets and get cuts sutured.
The wound is also very painful!tlld ma)' impair further movement
and/or the perfonnance of skills. Think !thoul huw lilUe you can
do whcn you cut your hand or even cut or injure a fmger.
Something as simple as writing your name or opening ajar may
be impossible or, at best, difficult and painful.

Blood Loss
A character loses blood from every wound that has penetrated

the body. This includes cuts, stab wounds, and gunshots. The
injured character will suffer one point of damage for every
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wound, every minute (4 melees). Three gunshots means three
points of damage every minute (60 secondsl4 melees). The dam
age is first subtracted from the S.D.C. When all lhe S:D.C
poinl<; are gone, the damage is subtracted fmm the character's

hit points.

Only first-aid or paramedic techniques that bind the wounds
will prevent further blood loss and the wounded character can
often perform medical treatment on himself. Yes, a character
can function without medical treatment while losing blood and
taking more damage every minute, but he will pass out when
he reaches less than five hit points. This would be the classic
John Wayne: nobody knows I'm hun, keep on moving/fighting,
and then collapses or dies. This happens all lhe time in heroic
fiction.

When a chaniCIer is severely hurt, down to only 13% of his
hit points, he will suffer from internal bleeding. Only a medical
doctor and surgery can save him. First-aid and paramedic skills
can only be used to make the inj~ cl\aracter ,nafe comfortable;
they will nut save him. Without Ihe appruprialt: medkal aid the
pt:cwn will continue to lose blood and take one point of damage
every minute (4 melees). When the injured character's hit point<;
filII below zero he has lapsed hllo a COmil. See cOma recovery
rules in Heroes Unlimited. •

Game Masters may find it useful to use the Additional Side-Ef
fects Table from S.D.C attacks, projectile and energy. Or use
the table as a guide for side-effects to damage to specific body
parts (the random roll may not be appropriate).

Pain Penalties (optional)
Penalties are accumulative.

Leg
Minor damage to a leg will reduce speed by 20%.
Significant damage to a leg will reduce speed by 50%; - I on
initiative, - 10% on skill perfonnance.
Major damage to a leg will reduce speed by 75%; - 2 on initia
tive, roll and to dodge. - 20% on skill performance.
Head, Hand or Arm
Minnr damage lo head, hand or arm will reduce skill perfonnance

by 10%.
Significant damage to head, hand or arm will reduce skill perfor
mance by 30%; - I to strike or parry.
Major damage to head, hand or arm will reduce skill perfonnance
by 60%; -2 to strike, parry, dodge and roll.
Main Body
Minor damage to the main body: - I on initiative.
Significant damage to main body: - I on initiative. -I to strike.
parry, dodge and -10% on skil1 performance.
Major damage to main body: - 3 on initiative, - 3 to strike,
parry, dodge, and roll; - 20% on skill performance. Double rate
of blood loss.

Damage at Point
Blank Range (optional)

There can be a big difference between gelling shot from 300
yards away (about 300 m) or at a range of 10 feet (3 m). For
one thing, the assailant will be less accurate and for another.
the bullet will have less impact al the greater distance. Of course.
both can kill.

,
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We wiD define poinl-blank range as approximalely 10 feel
(3 m) or closer. At ten feet away, the assailant has a better
chance to hit his target (especially a human size target). the
bullet or energy bolt will have greater impact (inflicting more
damage). and the auaek is more likely to hit a vital organ.

The following rules take into consideration the damage and
effects of point-blank anacks.

I. If the target is immobile. such as an unconscious person
or somebody who is tied up, the attacker will automatically
strike his target at point-blank range (10 ft13 m or closer). No
roD to strike is necessary unless the target/victim can dodge or
unless the attacker is shooting wild. However, without the strike
roll, a critical strike (double damage) is impossible. On the other
hand. damage is automatically much greater.

2. Damage at point-blank range is full S.D.C. damage and
half hit pllinl damage. For example: Your character is shot at
point-blank range and suffers 12 S.D.C, point~ of damage. 1bc
full 12 puintS are !Oubtraeted from the S.D.C. and another 6
pOints (half of 12) i1l\! subtracted from lhe l:haracter'!O hit points
as weD. When all S.O.t:. puinls are gone. the full damage i!O
!Ouhtraeted from lhe hit points. Yes, this doe~ mean that a Chur..ll:
ter may survive a point-blank attack, but that's because this is
possible in real life.

3. Additional effects from point-blank attack! The force of
this brutal anack. will always momentarily impair its victim,
even if it is only S.D.C. damage. Roll on the following table
whenever a character is shot at point-blank range. Game Maste~
who want a more realistic game can have playe~ roll on the
following table whenever a character is shot from any distance.

Additional Side-EfTeds Table from
S.D.C. attacks, projectile and energy (optional)

01-20 Momenlarily stunned: Victim loses one attack that melee
(arone the following melee ifhe has no attacks left that melee).
2140 Slunned and knocked down: Victim is knocked to the
ground by the billst; loseor; IWO melee attacks, loses initiative,
and is -I to strike for the rest of thai one melee round.
41-60 Severely slunned and knockw down: Victim is in ter
rible p<1in and is knocked 10 rhe Rl'lunll by the blast, loses all
1l\Clcc attael.slitl:tiuIIS for one full melee aoo is·2 to sDike. parI)'

and dodge fnr thai lllClcc.
61.s6 Momentarily knocked UDconsciom: 'The !lohock. 10 the
nervous lIy!lotem tcmponuily n:nde~ the vietim um.""UII~ious for
1D4 melees (15 to 60 seconds). While unconscious the ehantcter
can not move, think, or plan, nor is he aware of evenl~happening
around him. The unc:onsdous individual is completely helpless
and open to attack. II~ may appear dead to his attacker.
81·96 Knocked unconscious: The victim is knocked out for
106 minutes. While unconscious the character can not move,
think, or plan, nor is he aware of cvents happening around him.
The uncon"Cioos ch3r.tctcr is wlllpletely helpless and open to
attack.
97-00 Mumt'nlarily stunned: Victim loses onc smIck That melee
(or onc attack the following melee if he has nu attacks Icft).
NOTE: Roll for each gun-shol.

Point-Blank Head & Heart Damage
Damage from a point-blank shot to the head or heart inflicts

full damage to the S.D.C. plus half damage directly from hit
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points. However, the side-effects are much more deadly. Roll
on the following table.

01·35 Lucked out! Missed all vital organs; however, the blast
knocks its victim unconscious for 304 minutes and cove~ the
character in his own blood. You look bad and feel worse; throb
bing headache,terrible pain, shortness of breath, and experience
difficulty concentrating; woozy. Penalties: Reduce speed by half,
- 30% on all skills, - I on initiative, 3 to strike, ~ 3 to pan)'

and dodge, and the character is still losing blood (see rules for
blood loss). The penalties apply for 24 hours.
36-70 Knocked unconscious! 11le victim's condition is bad,
but could be worse. In addition to the physical damage, the
character is unconscious for 206 hours and requires immediate
treatment to slap the bleeding and lIlay need hO$piwl \,l'eatnlent.
Penalties: Reduce speed by half, - 40% on all skills, - I on
initiative, 4 10 strike. -410 parry and dodge, The penalties
apply for 72 hOIlJ1i, then reduce them by bi\!f for another 72
houT!>. Afterwants, return to nomW,
71-00 Comal The shuc.:k to lhe nervous system is 100 much
and/or caused serious internal damage, The character lapses into
<t coma. This autoltWtically reduces the chamcler's hir poinu to
zero, regardless of the damage die roll. From all outward appear
ances the chardct~r will seem to be dead. Only a careful exami·
nation will reveal life signs. Under these special cireumstances
the chantCter can survive in a coma state three times as many
hou~ as normal. See Surviving Coma and Death on page II of
Heroes Unlimiled. lbe victim is +6% to save vs coma. Penal
lies are the same as #36-70 Knocked Unconscious, but the
duration is twice as long.

Nole: Depending on the situation, the victim of a point-blank
attack may be automalically killed too. But this is left up to the
Game Master's discretion. 11le general rules presented here are
to be applied 10 non-lethal situations. Likewise, similar effects
can be implemented for mega-damage inflicted to M.D. crea
tures, such as the dragon. when exposed to mas..~ive point·blank.
damage to the head; GM's option.

S.D.C. & Explosives
Again. 1 m\l,!,t say "U!iC some COlllmon sense," A character

can not survive a puint·blank confrontation with a grenade or
dynamite. 00 f1UIner how much S.D.C. or hit points be mighl
have. If your chlllllCler leaps on lOp of a grenade to save otheN,
that's great, but he's dead. And I mean DEAD! There is no
chance of survival. because he was laying right un the grenade.
At the risk of being gory, his guts were blown to smithereens.

At the GM'~ discretion, the character might survive, but a
limb or rwo will be blown off. like a hand, or hand and arm,
or leg(s), et cetera. That's the only realistic way 10 play explo
sives vs the human body.

A basic rule of thumb when using explosives is that they
infli(.1 double damage directly to hit lX"inl~ when at point-billtlk
range (10 ft/3 m), Point·blank rmgc could be increa.'led to cover
double (or mure) the nonnal area depending on the power of
the ell.plo~ive.

If the character is not caught in the point·blank. range of an
explosion then the oormal damage is subtracted first from S.D.C.
and then hit points. In the latter case, the character could walk
away with just a few scratches; no serious damage.



New Super Ability Descriptions

Minor Abilities---------------
Aller Physical Body
Horror Factor
Manipulate Kinetic Energy
NighlSlalking

Alter Physical Body
This power gives the chltnu.;ter the: ahilil)' to alief his body in

small but significanl way~. The change is instant and can be
maintained indefinitely.
• Change fingerprints at will. 1'u (,;Opy somebody else's fillg~....

prints. a good. clear reference copy or the person's hands
are needed. Copying skill is 30% + 5% per level of experi
ence.

• Change physical beauty attribute. Increase or decrease by
two points plus one for every three levels of experience.

• Change eye color. Can NOT copy other people's retinas.
• Change height, taller or shorter. by (Wo inches.
• Lighten or darken hair color by 25%.
• Lighten or darken skin color by 20%.

Horror Factor (optional)
Rue H.F.: 10 + J per every other level of experience.

1be ability to radiate an aura of evil. horror. or power thai
stops people in their tracks. Everyone encountering/facing a
character with this must roll a 20-sided die 10 save vs horror
faclor.

A sllcc~ssrul save is a roll higher Ihpn the HF, which means
the charactcr is not impressed and attacks withoul hesitation; he
rll'lC~ nnt have to roll to save ilgilin lIn1ilthcir next confrontation!
mceting.

A faikd mil means the individual loses initiative. one of his
melee attacks. and is the last tn attack. He must roll again next
mdt:e. Another failed roll means the loOlme penalties.

Note: SoUle readers may lind this power inappropriate in the
heroes sening so we have made its use optional.

Manipulate Kinetic Ener/:y
Range: Self or held objecl.
Attack.s Pc:t Melee: Equal to nand to hand.

The abilit)' to manipulate kinetic energy enables the character
10 survive: falls from a great distance, deflect bullets and 10

increase the kinetic velocity of objectS he's tbrown.

I. Protective Kinetic Energy Fic:ld: The kinetic aura radiates
around the chardeter and protects him from kinetic attacks/
energy. As a result, damage from a fall. explosion, punch, kick,
bullet. arrow. sword or club. inflicts half damage. Energy
weapons. magic. and psionics do full damage.
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2. Increase Kinetic force: The character can cause one of two
things to happen with this aspect of his power. A) Increase the
velocity to inflict greater damage (doubles nonnaI damage) or
B) Increase the velocily for greater range (doubles the nonnal
range. bUI is - 2 to strike). In both cases the character must
physically hold. charge with kinetic energy, aod·hurlthe item.
Thus, this power is only effective with thrown objects like knives,
dart... clubs,' axes, boomerangs, throwing irons/sticks, rocks,
etc. It a!!\(1 includes sling~ and the bo,!" arid arrow, but not the
crossoow or gun::!.

3. Kcdin.'Ction: An)' object that the character has held. charged
and thrown can be mentally directed 10 doone ofthe following:
• Return after it strikes.
• Curve lefl or right 10 hit a targel nol iIJ its direcl path.
• Suddenly drop or jump higher one foot (0.3 m) per level of

experience.

4. Deflect Kinetic Objects: A kinetic energy parry that can
denectlkoock away a bullet, arrow orthrown object (not punches.
stabs, kicks. etc .. connected to a body). Works just like a normal
parry. roll 20-sided die. bul has a bonus of +4 (the usual bonuses
fmm P.P and skills are [)Q( added to this mental parry).

Note that only one object can be parried at a rime; a hail of
arrows 01' bullels cannot be parried. Also note thai the item is
denected, which means it could hit somebody standing on either
side or above him.

Some Kinetic Weapons, Normal Range and Damage:
Arrow. Typical: 420 ftlI28 m - 106 damage
Arrow, Long or Composite 8uw: ROO ftl244m-lD8damage
801a: 60 fillS 111- lOG damage, plus entanglement
Doumer.lIIg: 60 fTiI R III - I D6 damage
Darts: 60 fll18 III - 1D4 damage
Discus. Metal: 100 f1l30.5 m - 204 damage
Discus, Metal with Blade Edges: 100 (t/30.5 m-2D6damage
Frisbee: 200 fll61 III - no damage
Frhbee. Metal or Blade: 200 fV61 m - 2D4 damage
Knife. Ordinary: 50 ftlI5 m - ID6 damage
Knife, Throwing: 100 ftI3O.5 m - ID6 damage
Marble: 100 ftl3O.5 m - I point of damage
Sling: 200 ftJ61 m - 106 damage
Softball: 300 ftl91.5 m - 2 points of damage
Softball Size R{x:k: 200 fll61 m - 204 damage
Spear. 100 ftI3O.5 m - 206 damage
Javelin: 300 fll91.5 m - 106 damage
Throwing Irons: 100 ftI3O.5 m - 108 small or2D6largedamage

Throwing Sticks: 100 f1l3O.5 m - 106 damage
Throwing Spikes & Shurikens: 60 fll18 m - I D4 damage
NOle: The ranges listed are the effective range when thmwn with
accuracy and with the intent to hit something. The ranges are
easily double when a person hurls them with all his might, bUI
are thrown wild (-910 strike).

•



Nightstalking
This ability allows the character 10 have temporary heightened

senses and abilities while 00 the trail of his victim(s). It can
only be used at nighl or in a dark. eerie environment, such as
a basement. cave. or abandoned building. Fear and darkness
seem 10 trigger an inner power in the individual which manifests
itself in tl)e following ways.

Nlgbt Powers:
• Hide in shadows/darkness: Similar to a motionless prow/

not likely 10 be seen or heard when hiding motionless in
darkness. 76% + 3% per level of experience.

• Sense the exact moment nfllie rising and setting of the sun.
• Recognizes vampires and sees shadow beasts even when

they are in shadow.
• + 10% 00 the following skills: tracking, land navigation.

and prowl.

• Night vision
• Horror Fat:lor of 15 (optional)
• +- I on initiative
• +2 to damage
• t 50 S.D.C. (onJy ill night)

New Major Abilities

Alter Facial Features & Physical Stature
Alter Metabolism
Bio-Gbost
Clock Manipulation
Control Inse<ls & Arachnids
Control Radiation
Control Static Electricity
Divine Aura
Gem Powers
Holographic Memory Projection
Multiple Beings/Selves
Multiple Lives
Negate Super Powers
Slow Motion Control
Spin at Extraordinary Speed

Alter Facial Features
& Physical Stature

The character has the }lbility (0 alter his facial features,
body shllpe'''-tnture and size,

1. Aller Facial Features
Range: Self
Duration: Indefinite - as long as the chantcler desires.
Restriction: Two limes daily per level of experience.

TIle cbaraclC:r can aIler his face in any and every way.
Facial features such as the nose, ears. moulMips,jaw, cheeks.
eyebrows, forehead, hairline, and even eye color can be ai-
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Iere<! with a thought. 1be character simply makes a lJlental
picture and within one. meleeJI5 seconds the face is a1lered
to fit that picture. To copy somebody else's features exactly,
the copier must have several detailed photogBphs (video tape
is much better) of the subjects face. hands. body and other
features and elements to be imitated. U is best is to have the
person himself available to study.

Note that this power enables the character [0 grow facial
hair. grow or reduce hair length, lighten or darken hair color
by 50%, or cause the hair to drop out, becoming bald (can
grow it back in minutes).

2. Alter Physical Stature
Range: Self
Duration: IndefInite - as long 8S the characler desires.
Restriction: Two times daily per levcl-of experience and the
height wm only be incrca."Cd or dccrbased by.,DC foot (0.3 m).

TIle character can altertbe appcar.mc:t of age, bcig.ht, phys
ical dimensiuns and characteristics (slouch. slumped shoul
ders. barrel chest. muscular, K-Tdwny, old. younS, elc.) of
his body 10 IOI.:tIc like a complctely diff~rentpenon. Note that
the key word here is "appear.lnce," No matter what the imper
sonator looks like, his physical and mental attributes do NOT
change. only his physical appearance. Imitating a specific
individual right down to all distinguishing birthmarks. scars,
moles. tatoos. etc., is possible, providing that infonnation
(and visual reference) is available.

3. Photographic Picture Memory
Range: Self
Duration: Indefmite - as long as the clwacter desires.
Restriction: Base skiU for completely accurate rocoUection:
40% +5% per level of experience.

The individual has a remarkable. photographic memory
when it comes to remembering faces and features of people
(only nonnal memory as far as remembering fa<..1ual data,
events, names, things read, etc.). An identity used in the past
can be recalled and used again at any time. This gives the
character a vast mental file that he can draw on in a moment's
notice,

4. Alter Voice
Range: Self
Duration: Indefinite - as long as the character desires.
Restrictkm: Four times daily per level of experience. Base
skill for completely accurate recollct:lion and imitation of a
specific person's voice and dialect: 40% +5% per level of
cxperience. Simply altering one's voice is easy: 90% profi
ciency.

1bc ability to alter one's voice and speech patterns to resem
ble/imitate IInulhcr pcrson'~, Vocal ranges within lhe same
gender are easy, but - 25% for the opposite gender anc.lIor
extreme vocaJ ranges. To imitate a specific voice, the imitator
must bear the person !>peak for seventl minutes or more; a
good quality recording will do the trick:.

Note: 1be imitator must know foreign languages in order to
speak them. In other words, if the character wishes to copy a
German national who only speaks the German language, be too
must speak the language.



5. Alter Finger and Hand Prints
Range: Self
Duration: Indefinite - as long as the character desires.
Restriction: Two times daily per level of experience. Base skill
for accurately copying somebody else's prints: 35% +5% per
level of experience.

The character can change his finger and palmlhand prints (feel
100) with a'thought. To copy another person's prints he must
study the person's fingers and hands or view detailed photos or
copies of fingerprints (the latter has a penally of - 10%).

6. Other Abilities and Bonuses
• Add 106 to Mental Affinity auribute.
• Add two (2) additional languages to skills.
• Add + 10% to the cosmetic disguise skill, if selected.
• Impersonation: 50% plus 5% per level of exp::.ricncc. In

cludes copying inflections and nuances in the person's voice,
movement and mannerisms. not just physical appearance.

Limitations:
• Si,.e can be il'crea~d or decl<:a~d hy a maximum of one

foot (0.3 m).
• Skin color cannol be changed, although the natural skin tone

can be lightened or darkened by 20%.
• Sex cannol be actually altered, although masculine or

feminine features and stature can be enhanced, but additional
make-up, padding, wig and clothing will be required to com
plete the disguise.

• Distinct bodily features such as birthmarks, moles. scars,
tattoos. or fingerprints cannot be reproduced unless seen by
the character firsthand or by way of detailed photographs.

Alter Metabolism
Range: Self
Duration: As indicated

This major ability gives the character the power to adjust his
metabolic system reducing the need for fOU<! or sleep, slowing
the progression of poison, increasing his speed or altemess, and
so on, by adjusting his body chemistry and metabolism. As
many as four of the metabolic altering powers can be used at
one time - all effects, bonuses and penalties are cumulative.

1. No Sleep, The character can function without ill effect for
two days plus eight hours per level of experience. Afler this
period. he must sleep for 16 hOllrs, olherwi!)e his speed, numher
of attllcks, skill proficic,ncic~ and bonuses are all reduced by half.
2. No food or water: Enables the charucter to go one day per
each level of experience without eating or drinking liquids with
Oul ill effecl. Arler lhi.~ lime period, the character is famished
and must eat the equivalent of three large dinners and drink at
least one gallon (3.8 liters) or Iluid.
3. Calm Self: Keep hean nUe steady and even, nul hecome
excikd, anxious or nervous. + 1 to save vs magic. +4 to save
vs horror factor. +4 fo save vs mind conlmllhypnosis whether
it is induced by drugs, psionics, magic. or by super ability.
Afterward, has a headache for one hour - no penalties.
4. Adrenal Rush: + 2 on initiative, + I to strike, parry and
dodge, +4 to P.S. and add one melee attack. Duration: One
melee per level of experience. Side Effect: - 1 on initiative,
strike, parry and dodge for one hour afterwards.
5. Hyper Metabolism: + 2 on initiative, + I to strike, parry
and dodge. add two aHacks per melee and triple nonnal speed
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(not applicable to flight or any super speed powers), Duration:
Three melees per level of experience. Side Effects: Hungry and
tired, reduce normal speed by 20% and is -2 on initiative-and
-2 to strike, parry, and dodge for two hours afterwards.
6. Slow Metabolism: The character becomes slow and lethargic.
Reduce his speed, number of attacks and bonuses by half. The
condition also reduces the effects, duration and damage of
poison, drugs, gases, and disease by half. Duration: As long as
necessary, at least four 'melees. There are no penalties from
using this power.
7, Accelerated Healing: Instantly restores 14 S.D.C. or 7 hit
points once every 12 hours. In addition, the normal rate of
healing is doubled and there is no scarring. Duration: One hour
per level of experience. Leaves the character feeling a bit drained!
tired; reduce speed 10% and - I on initiative for one bour.
S. One time. HonU!jt!f:j: +1f>4 to P.E., +1D{jlo speed, and
+ 15 S.D.C.

Rio-Ghost
Characters with this strange power feed on the biological

energy/life force of others, Although potentially lethal, it takes
many draining attacks to kill somebody. Here's how the power
works.

The effects of the Bio-Ghost power

Whenever the bio-ghost feeds, he momentarily becomes intan
gible (about three seconds) and can walk completely through
people or animals, absorbing their energy, Actually, just turning
intangible and sticking one's hand into somebody else will allow
the character to drain the energy he needs. The character with
the bio-ghost power can become intangible at will, but only to
feed. The momentary intangibility prevents most victims from
fighting back and hurting their ghostly attacker. Note: This power
does nol enable the character 10 walk through walls or use the
intangibility in any other way.

The victim of one bio-ghOSl touch feels momentarily weak,
losing initiative, 106+ J S.D.C., and two mclce allacks (im
mediately- stunning the victim who must pause from the action
for the two melee actions/attacks he loses) before he can resume
combat. The weakened state and penalties last for a period of
104 melees (15 to 60 seconds), then the victim recovers com
pletely, without Ia.'iting ill effects.

The victim of many touches over a short period of time is
not given an opportunity to recover and suffers the cumulative
effects of losing ID6 + I S.D.C. for each subsequenlll,uch. TIle
duration of their lost initiative and two lost melee attackS is also
extended by lD4 melees per touch. When the S.D.C. points are
gone, the <;hard.cter begins to lose 106+ I hit fX1inl(;! Wllile this
sort of attack is not likely to kill the average super human, it
can be lethal to most nonnal humans and animals. The danger
to super humans is that the ghost louch will weakcn and slow
them down, making them more vulnerable to Iitl.llcks from others.
Characters who don't want to hitrm anybody will want to use
their draining touch on severAl different people or animals.

A single touch/pass gives the bio-ghost the energy that a
normal human gets from a snack or light meal. Two touches
gives the bio-ghost the equivalent energy of a large meal and
gives him a + I initiative bonus. Each additional touch/pass
(3 or more in less than ten minutesl40 melees) gives the charac
tcr extra energy. strength and speed via bio-super-charging.

,



Bio-ghost super charging

The character can use the bio-ghost touch once per melee
(every 15 seconds). for a maximum of twelve times. The first
two only fills him up, the following len touches super-charge
the character, with the following results. AU effects are cumula
tive. but temporary, lasting about un hour depending on the level
of activity. Note: When II character knows he's about to enter
battle. he/she is smart to super-charge to some degree before
the battle starts. Maximum super-charging can be accomplished
in three minutes.

The Cumulative Powers & Bonuses:
• Add two poinl-" to P.S.
• Add five points to spe~d

• Add five point... to S.D.C. (can replenish lost S.D.C.)
• + I to save vs poison/toxins/drugs
• Replenishes 104 hit points (if any are lost).
• After eight bio-ghost tOllClle... in under five minutes. the

c:hiU"iICler gets two (2) iKkJilional melee attadu and an addi
tional +2 on initiative.

NQl:e: The super-cbarging can he performed ali often as every
four houn; (si~ times daily), but afterwards the eharul,;t~r is
weakened and cannot recharge himself to even nonnal strength
for two hours. During this weakened pcriod he suffers the follow
ing penalties; reduce P.S. by 10 points and reduce initiative and
,peed by half.

A need Cor bio-energy

Whenever the bio-ghost becomes hungry. tired/fatigued. or
suffers significant amounts of physical damage, he must feed.
A good rule of thumb for the GM is to weaken the character
whenever he has physically exerted himself for a significant
amount of time, such as working with little sleep or food. intense
combat (more than 20 melee rounds/five minutes). and periods
of intense or prolonged eJlertion. over 30 minutes, possibly less
depending on the circumstance (the maximum supcr-charge will
double all these time period<;).

An ordinary day will require Ihe bio-ghosl to feed like any
nonnal human, about twice per 24 hours. However, although
they can eat nonnal food for personal enjoyment, they must
draw on the biological energy of other living creatures to sustain
their existem.:e.

The characler will know it's time to feed when he starts 10

feel htmgry. If he does not drdw on bio-cncrgy, the character's
legs will feel like they w~i8h a Ion and the rest of his body feels
weak and IIChes. At Ihis point, all melee attacks. bonuses and
speed arc reduced to half. I D4 minutes later. th~ individual turns
compl~tdy intangible and must feed. When this um.·ontrolled
hunger response happens. he has only cwo melee attacks. no
bonuses and speed is reduced tu ol~-quaner. The individual can
remain in this statc without fceding for as long as 104 days
~fore la~ing inlo 3 coma, lotill intangible. The charactcr can
last in the coma Slllle for another I D4 days before dying - then
just vanishes. To Sl13p him out of this coma he only needs to
touch/pass through a living creature two or three times.
Nute: TIle bio-ghost's intangibility power has difficulty passing
through dcnse material. Thus. while lhe chardctcr has no problem
passing uuough articlcs of clothing, he cannot penetrate body
with an A.R. higher than 12. Nor can he absorb bio-energy from
roboIs. cyborgs. or mutants/aliens with a natural A.R. of 13 or
higher.
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Clock Manipulation
This strange power links the character to machines 'and

mechanisms that measure time. The character can stop, start, or
adjust the lime eountingtwalching mechanism of watches.
clocks. computers, alanns on a time system. timers, including
those in explosive devices. monitors, microwaves. stoves. sec
urily vaults, or any other time keeping device. It is important
to note that the link with the timepiece provides the character
with information regarding everything about it. schedule of times
and pur]Xt5e. who buill it. and a complete schematic.

For example. the character can prevent the detonation of a
time bomb by linking with the bomb's clock or slowing the
progress of the time nr learn which wire is attached to the clock
and detonator. or detonaLC it sooocr by fast f~lrwaid.iJlg it.
Likewise. ~ can link with the timer to a vault and adjust the
c1ockltimc: so that it opens the vault. I.;.ivin"g creatures cannot be
affected by this power.

--'"
,~.

Control Insects
& Arachnids

Like a general. the character can control and direct an anny
or insects or spiders. The creatures understand him and follow
his every conunand.

I. Communicate with and understand all insed5.

Range: 400fl (122 m) plus IOfl(3 m) perleveloreJlperience.

Inscct.s understand the commands of their controller, but while
the charnctcr is able to mentally direct his insect anny and can
sense basic eIlKll..iOil:S such a.<; fear. hunger, anlicip3tion. etc .. he
Cltnnot actually speak with them. This means he ClIJIJ10l have a
fly or spider spy on somebody and repon back 10 him with
infonnation.

2. Summon insects.
Range: One (1) mile radius.
Duration: Regulated by the character.

1lJe character is typically ahle to mentally summon up to 100
common insects or arachnids per level of experience and as
many as two different insect or arachnid classes. The number
of com..lll(ln colony insects. like ants, can be far ~ater (sec the
individual insect descriptions). Note thai while uocler the chante
ter'~ control, even tllt'O insect classes Utat are natural enemies,
like ants and praying mantises, will work together in harmony.
The l:alJ is irresistible, all insects or arachnids will respond.

3, Mentally control insects.
Range: 400 ft (122 m) radius plus 40 n (12.2 m) per level of
experience.
Duration: As long as the character desires.



The character can mentally control all the insects he has sum
moned. If the controller is physically moved beyond his range
of control or is rendered unconscious, his menlal influence over
the insects is broken and they will leave the arca. Bugs never
bite or bother this charactcr.

TyPeS of Insect Altack:

I. Blinding swarm: This can be flies, flying ants, moths,
butterflies. gnats. or other flying insects. They create a living
cloud and fly up the nose. into the eyes and mouth. collide with
the face, and cl1lwl all over the body of anyone in the swarm
cloud. Victims in the bug cloud are -.5 to strike and - 9 to
parry and dodge, and lose initiative. reduce speed by half and
lose one melee attn swatting away bugs. Optional: Swarm
Horror Factor 10, may frighten away people.

2. 1be itching swann: This au~ck has the same goal and
penalties a."lhe blinding swann, except lhey are cl1lwling insects
that cover the hody, climb into the eyes and orifices and itch.
Opc.ional: Swarm Horror Factor 11. may frighten away people.

.1. Biting swann: These are biting flies, ants, beetles, spiders.
or olhc:r insect" or arachnids. Norrnnlly the bile is Iiule more
than an irritant. but this. time their numhcrs arc so great and the
bites so numerous that they cnllcctivc:ly inflict physical damage.
Ants and flies rypically inflict )D4 damage per melee. Beetles
and large biting insects inflict 206 damage per melee, while
non-poisonous spiders inflict 306 damage per melee. Optional:
Swarm Horror Factor 13, may frighten away people. Note: Also
see specific damage and attacks described under the specific
insect descriptions.

4. Stinging swarm: These are stinging bees, wasps, hornets
or similar insects or arachnids. Normally the bite huns but is
not deadly, but lheir numbers are so great and the bites so
numerous that they collectively inflict serious physical damage.
Stinging insects like bees or hornets typically inflict3D6damage
per melee round and the victims arc - 2 to strike. parry and
dodge. Optional: Swarm Horror Factor 14, may frighten away
people. Note: Also see specific damage and attacks described
under the specific insect descriptions.

5. Swarm of Poisonous Arachnids: These include poisonous
spiders, like the black widow and scorpions. Even the sting from
one of these aruchnids is dangcrou~, but again their numbers are
so great and the .~tings so numerous that they can kill. Poisonous
arachnids typically inflict 306 damagc from a single sting. A.
group of 10 to 40 will inflict 21.>6 x 10 damage per melee unless
a poison/toxin saving throw is made (half damage). Even if the
victim saves vs poison. he or she suffers from dizziness and
nausca and is -4 to strike. parry. and dodge. Optional: Swarm
Horror Factor t6. people should run for their lives. Note: Also
see spec-ific damage and auacks described Ilflder the SpeCific
insect descriptions.

4. 1Dcl"t'~ Hit Points o( Insects.
Range: 400 ft (122 m) plus 10 ft (3 m) per level.
Duration: 104 hour5 per day.
Hit Point Incrcast: 10 hil points each (temporary)

The character is llble to increase the hit puinl" of one particular
class of insects. For e:campte: If the character is controlling both
red ants and fire ants. he can only incn:ase the hit points of one
type ofant. not both. The increase affects every individual within
that class, but the increase is temporary and the bugs will even
tually return to nonnal.
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5. Create Giani Insect.
Range: 400 ft (122 m) plus 10 ft (3 m) per level.
Duration: Remains giant for I D4 hours each lime used.
Restrictions: This power can onty be performed three (3) limes
per day (24 hour period) and can only transfonn one insect each
time (that's a total of three giant inse.cts a day).

The character is able to increase the size of one (I) individual
insect to use as a living tank or 10 ride like a horse. After a
certain amount of time (the dUl1llion is erratic - ID4 hours)
the insect reverts back to its nonnal size.

The General Abilities of Insects Transformed into Giants:

I. The insect becomes a giant (10 ftI3 m in length).

2. Armor Rating: Cockroaches, earwigs. crickets, moths, but·
terflies. and similar soft bodied insects have an A.R. IJ and an
S.D.C. of 100.

Aies. bees. wasps, ants, grasshoppers,. most arachnids. and
reasonably heavily armored insects have an A:R. of 16 and an
S.D.C. of 200.

Beetles. praying mantises and some ants an: heavily armored
and have 3n A.R. of 18 and an S.D.C. of 3OCI.

3. Average number of attacks is four fQf insects, and six for
ardChnids (varies with the type of insects - prWatun like the
preying mantis will also have six at giant size).

4. Damage from small pincers/mandibles will be 206, or 306
from medium and 406 from large mandibles (typically beetles).

5. Speed running is typically about 20 to 30.

6. Speed flying is typically aboul 30 to 60 mph (48·80 km)

7. Most flying insects have polarized vision and a heightened
sense of taste and smell equal to the minor super abilities.

Important Note: Mulants in Orbit, a source book for Rifts
and After .he Bomb. contains rules for creating mutant inset:ts,
complete with insect powers, abilities. chemical scents. Blo-E.
hostility index, and n dozen mutants insect types with data for
both the S.D.C. and M.D.C. system.

6. Other Abilities and Bonuses.
• Recognize and identify insect species 60% +.5% per level

of experience.
• Immune to all insect bites/stings/poison. including Black

Widow spiders and scorpions.
• Can create insect annor by (;overing himself in bugs (prefer

ably beetles with a hard shell); A.R. 12. S.D.C:
lD4x 10+30.

INSECT DESCRfPTIONS--------
The following infonnation only includes it small sampling

from the insect kingdom, but m08t insetts will fall into one of
these categories. Pay heed to the "habitat" section of the Slats.
For example: If your character is in upstate New York he can't
summon fife ants which are indigenous to the southern United
States and Asia. Likcwise. if it's winter or you're in a fro7.en,
winter environment. no insccu can be summoned outdoors. In
d()(.'n may be: another story. Most houses, ships, and definitely
large buildings will contain spider.;. cockroaches. centipedes and
even the occasional fly all year round. A character with this
power may also breed and bring his own insects with him,
releasing them as needed. TIle insects' speed and number of
melee attacks are reduced by half in freezing tempel1l1Ure$ (less
than 32 degrees FahrenheitJO Celsius) and they will die in
206 + 10 minutes.
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Common Red Ants
Size: Up 10 318 inch ~~
A.R.4 ~ ~ ~
Hit Points: I ~ 7~
Attacks Per MelCi!: 2; bite injects venom.
Natural Abilities: Climb 99%. venom doe~ no damage unless
30 or moce individuals attack, at which point 104 points of
damage are done each melee round. unJess a save vs poison/loxin
is successful. When provoked, they emit a repulsive odor of
fonnic acid that is barely IlOIiceable from even a swann of tiny

"'".
Speed: 4 running, 1$ nying.
Habitat: Thmughout southern Canada and the entire United
States cast of the Rocky Mountains.
Behavior: 1l'Iese ants arc fiercely aggressive. A typical colony
ranges in Si1,.e from 2.000 to as many as 4,000 individuals and
can be found in exposed soil or under stones. Jogs. stumps, and
in dead uecs.
Number Of Individuals That Will Respond Wben Called:
2D6x 100
Abilities When Giont Size: A.R. 16. S.D.C. 200. Speed: 20
running or 44 flying (30 mphJ48 km). Attacks Per Melee: 4.
Insect;~ t 5 to strike. parry. and dodge. Head bult does 306
damage. Kicking with OM: of its legs docs 306 damage.

Can pick up and carry huge objects with their mandibles. four
lans (8.000 1bs/3600 kg). This means the giant ant can easily
throw or pick up a car and use it as a gianl club or loss it around
like a toy. Crush/squeeze with mandibles: 506 damage. Venom
ous bite does 606 damage unless a save vs poison is successful.
Emilling fonnic acid counts as one melee attack and causes the
prey's eyes 10 water and bum and the nose and throal to be
irritated and bum. with the foUowing penaltie1i: - 3 to strike,
parry and dodge. Or the acid can be sprayed into wounds. cliusing
an additional 206 damage. plus lhe penalties.

Carpenter Ants
Size: Up 10 1/2 inch
A.R.6
Hit Points: 2
Attack.!! Per Melee: I; bite is irritating but has no venom and
a single bile does no significant dama.ge.
Natural Abilities: Climb 99%. chew thmugh wood 99%, bile
does no damage unless JO or more individuals attack:. al which
point 1J){l points of damage arc inflicted each melee round.
Speed: 3 running, II flying
Habitat: ThroughoUI eastern North America, west as fllr a...
Texas.
Behavior: Somewhat stronger and tougher but slower than their
red cousins. TIley nest in the wood of dead IItts. logs. stumps,
and old wood in buildings. A typical colony may contain up to
2.500 wortcers, a single queen, and several males.
Numbe-r or individuals That Will Respond When Called:
2D6x 100
Abilities When Gillot: A.R. IH, S.D.C. 300, Speed: 15 running
or 32 flying. Allack~ Per Melee: 4. Insect is +:s to sttikc. parry.
and dodge. Head bult docs 406 damage, Kicking wil.h one of
its legs does 406 damage. Can pick up and carry up to five tons
(10,000 Ibsl4500 k:g) with its mandibles. enabling this gianl to
easily pick up or throw a Mad lrUCk. Can chew through a door
or two fOOl thick tree in 104+ I melees. Crush/squeeze with
mandibles: 606 damage.
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Emitting formic acid counls as one melee attack and causes
the prey's eyes to waler and bum and the nose and throal 10 be
irritated and bum, with the following penalties: - 3 to strike.
parry and dodge. Or the acid can be sprayed into wounds causing
an additional 206 damage. plus lhe penalties.

Fire Ants
Slu: up 10 112 inch
A.R.4
Hit Poinu: I
Attacks Per Melee: I; bite injecls venom.
Natural Abilities: Climb 99%, venom does no damage unless
30 or more individuals attack. al which point 204 poinls of
damage is inflil.:led each melee round. unless a successful save
vs poiSOn/toxin is made (104 damage if the save is gOod).
Speed: 5 running, 10 flying
Habitat: Throughout the southern United States from Aorida
to California and Mexico and Cenuai Americl.
Behavior: These anls are fiercely aggressive ancJ extremely vi
cious if provoked. A typical colony numbers from 1,500 to
2,000 individuals and the nesl in exposed soil ur under the
l.:omers of stones, and other objecls. Nes~ in the ground consist
of a loosely constructed. irregular mound of dirt about two feel
(O.6 m) in diameter.
Number Of IndJvlduals 11ult Will Respond When CalJed:
2D6x 100
Abilities Wheo Altered In Size: A.R. 16, S.D.C. 200, Speed:
25 running or 44 nying. Attacks Per Melee: Six (very aggres
sive). Insecl is +6 to strike, parry, and dodge. +3 on initiative.
Hcad butt does 306 damage. Kicking with one of ilS legs does
306 damage. Can pick up and carry up to four tons (8.000
Ib!J3600 kg) with its mandibles (the ant could easily throw or
pick up a car and use it as a giant club). Crush/squeeze with
mandibles: 506 damage.

Veoomous bite docs 606 damage unless a save vs poisonltoxin
is made (a save reduces the damage by half). Emitting fonnie
acid counlS as one melee attack and causes lhe prey's eyes 10
water and bum and the nose and throat to be irritated and bum.
with the following penaltics: - 3 10 strike, parry and dodge. Or
the acid can be sprayed into wounds, causing an additional 206
damage, plus !.he penalties.

Common Grasshopper
Size: Up to thR:e inches long
A,R.4
HIt Polnu: 2
AUacks Per Meltt: 2; spits "tobacco juice" (actually the contenlS
of their stomachs) when provoked or handled.
Boouses: +2 to dodge:. + I 10 strike.
Natural Abilities: Jump/fly 99%. "tobacco juice- does no dam·
age at their natul1ll lii7..e. I lave the ability 10 "sing" (a loud buzzing
or dicking noise) by rapidly rubbing their legs against their front
wings, or by clicking their front wings logemer.
Speed: 4 running. 8 leaping. 15 when in flight.
Habitat: Throughout most of North America. Canada, Central
America and the world.
Behavior: Rather docile unless threatened or provoked. Make
exceUent riding beaJilS when transformed inla a giant.
Number or Individuals That Will Respond When Called:
100 per level of summoner.
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Abilities When Altered In Size: A.R. 16. S.D.C. 200, Speed
of 20 running, 30 leaping and 44 when in flight. Attacks Per
Melee: 4. The insect is + 3 10 strike. + 6 to parry and dodge.
Bile doe!> 206 damage. Head bult does 406 damage. Hind leg
kiek does 606 damage. Can jump up to 300 n (91 m) in a single
leap when giant sized.

Spilling "tobacco juice" on a victim causes a painful burning
sensation (caused by digestive acids) if shot into the eyes. Victim
is blinded until the fluid can be washed out of the eyes. Victims
are -5 to strike. -9 to parry and dodge until the "tobacco
juice" is removed with water. Gelling hit with the juice on the
body causes no damage but stinks and the character may vomit
from revulsion; roll to save vs non·lethal poison/loxin. A failed
roll means the person ICKeS two melee attacks and initiative while
he vomits. Spitting counl'; a.~ nne melee attack.

Singing (see natural abilities above) causes such a racket that
all characters within a 50 fl (15.2 m) radius have difficully
hearing and are distracted: -3 on iniliative and -2 to parry,
or dodge.

Common Honey Bee

Size: Up to 112 inch
A.R.5
Hit Points: 2
Attacks Per Melee: 2; sting injects venom.
Bonl.lSeS: + 2 to dodge, + 2 to strike.
Natural Abilities: Ay 99%, sense of direction 99%, find and
collect pollen and hooey 99%.

Stings do no significanl damage unless 30 or more individuaJs
allock. at which point 306 points of damage is inflicted every
melee round. Due to the pain and discomfon of the stings, the
victims arc - 2to strike, parry, and dodge and lose initialive.
Speed: 5 running, 22 when in flight.
HabUat: Throughout most of Nonh America and the world.
Behavior: Rather docile, but when threatened or provoked they
become extremely aggressive and vicious. Scents and odors,
called phemmone~, play an imponant mle in the life of a bee.
The act ur stinging releases an "aluml odor" that excites and
attracts other bees 10 form a common defense. A bee is able to
sting only once. After Slinging, the slinger is len in the victim's
body. and the tx:c will die a shon time later. They make excellent
riding ocaSlS when transformed inlo a giant.
Number Of Individuals That Will Respond When Called:
100 per level of the caller.
Abilities Whfn Giant Size: A.R. 16. S.D.C. 200, Speed 20
running and 88 when in flight (60 mph196 kin). Attacks Per
Melee: 5. The insect is +710 strike:, parry, and dodge while in
night. When on the ground it ill + 3 to strike, parry. and dodge.
Bite does 206 damage. Head butt does 306 damage. Hind leg
kiele does 206 Damage. Has ability to jump/hop 8 ft (2.4 m)
venicallyand 16 ft (4.8 m) horizontally.

TIle bee can creale a powerful rush of wind by ruming around
and furiously beating its wings. Range of the wind blast is 120
h (36 m). Wind gusls as high as 50 mph (80 Iem). The average
person caught in the gust is unable to physically attack or move
forward. Victims must roll a saving Ihrow vs losing balance or
having an ilem (gun, sword, etc.) blown from their hands; must
roll an 18 or higher, P.E. bonuses are applicable 10 the save. A
failed roll means it will take the victim an additional melee to

fully recover, and 108 melees to find and gather up any equip-
ment blown away.

Venomous sting does 206 damage plus an additional 606
damage from the poison. Roll 10 save vs poison. "be stinger
can not penetrate body armor that has an A.R. of 17 or higher.
11lere is a 1-65% chance: that the bee's stinger will break off in
the person (causing an additional 2D6 damage). If the stinger
is broken, the bee will continue 10 fight by biting for 106 melees
then dies.

Yellow·Jacket Hornel & Wasps
Size: Up to 3/4 inch
A.R.7
HIt Points: 3
Attacks Per, Melee: 2: sting injects venom.
Bonuses: + 2 to dodge. + 2 to strike.
Natural Ahllitles: Ay 99%, sense of direction 9~%, create paper
neSls 98%.

Stings do no significant damage unless 30 or more individuals
auack., ill which point 306 poinl~ of damage is inflicted cvery
melee round. Due to the pain and discomfon of the stings the
victims are -2 to strike, parry, and dodge.
Speed: 5 when grounded. 22 when in flight.
Habital: Throughoul all of North America. Mexico. South
America and the world; as far north as the Arctic Circle.
Behavior: Easily angered, becoming c=xtremely aggressive when
threatened or provoked. 1beir stings are more dangerous than a
honey bee's and are not lost after a sting attack. 1bey make
their nests out of paper and build them in trees and in bushes
close to the ground. The Yellow-jackel's toughness make them
excellenl riding beaslS when giant. but because of their volatile
temper:unc=nt they are hard to control (rider is - 2 for the hornet
10 respond to his commands; it doesn'l enjoy having a passenger).

Number or individuals That WUl Respond When Called:
100 per level of the caller.
Abilities Wben Giant Size: A.R. 16, S.D.C. 200, Speed of 25
running and 88 when in flight (60 mph196 km). Attacks Per
Melee: 7. The inseci is +8 to slTike, parry, and dodge while in
night. When on the ground it is +4 to strik.e, parry. and dodge,
Bite does 206 damage, head butt 306 damage. and a kick from
a hind leg does 306 damage. Has ability to jumplhop 8 ft (2.4
m) venically, and 16 ft (4.8 m) horizontally. Ability of wind
rush same liS the bee.

Venomous sting does 206 damage plus an additional 606
damage from the poison. Roll to save vs poison. 1be stinger
can not penetrate body armor thai has an A.R. of 17 or higher.
Afler stinging the homet and wasp does not lose its stinger and
does nol die. It can attack by stinging numerous times.

Horse Fly
Size: Up to 112 10 518 inch
A.R.6
Hit Points: 4
Attacks Per Melee: 2; bloodsucking bile is painful and itches.
Bonuses: +3 to dodge, + I 10 strike.
Natural Abilities: Fly 98%, sense of direction 98%, suck blood
98%. Bile does no damage unless 30 or more individuals attack,
at which point 204 poinls ofdamage is inflicted per melee round.
Speed: 6 running, 28 when in flight.
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Habitat: Throughout all of Nonh America, Mexico. Cemral
America and the world.

Behavior: Excessively pesky. 1beir bites are painful, become
swollen and badly itch. When they bite, they also suck blood
and can pass on livestock diseases (Tularemia and Anthrax) to
other animals and occasionally humans. 1be diseases are treated
with penicillin and if left untreated, they can eventually lead to
death. Roll to save vs poison/disease. A failed roll means the
victim becomes sick a few days later. with a terrible fever and
nausea. Reduce all bonuses, number of attacks. skill proficien
cies and speed by half. Victims remains sick until he receives
medical treatment/vaccination.

The horse ny is a lough and hardy insect, making them difficult
to kill. They can be found in swarms near water or wherever
livestnck or cattle are found. When gianl sized. the horse fly is
a tough hombre, like a flying tank.
Number or Individuals Thai Will Respond When Called:
100 per level of the caller.
Abilities When GililDt Sae.: A.R. 16. S.n.C. 200. Speed of22
running, 220 (ISO mphf241 kIn) when in nigh!. Auacks Pcr
Melee: 5. lbe insect is +7 10 strikc, parry. and dodge while in
flight. When 011 lhe ground it is +4 to strike. parry. and dodge.
Head butt does 506 damagc. Kick with legs does 206 damage.
Has ability to jump/hop 8 ft (2.4 m) vertically, and !6 ft (4.8
m) horizontally. Ability of wind rush is the same as the ny. Has
advanced sight same as the minor super ability.

Bloodsucking bite: 1be bite inflicts 206 damage. but the
vampire can continue to suck blood. inflicting an additional 206
damage per bloodsucking attack (each counts as one melee at
tack). Victims of six or more bites must also roll to save vs
poison/disease. A failed roll means the individual gets sick 104
days later. Also the victims of six or fI\C)I't blood draining atl1leks
will feel a bit weak from blood loss; - 2 on initiative and - I
10 strike. parry and dodge. The effecls are cumulative for every
six blood dmining attacks.

Praying Mantis
Size: Up 10 8 inches
A.R.6
Hit Points: 4
AtlHcks Per Melee: 3
Natural Abilities: Climb 98%, fly 96%. and prowl 95%. Excep
tionally skilled al stalking prey 98%. Can rotate head nearly 180
degrees. Foreleg pincen. are used 10 hold prey while they ear
them alive with their powerful mandibles. A Praying Mantis ha.~

two brains, one in its head. another in its abdominal region. If
it loses its head to decapitation the insect can continue to fight
on for 206 melees. The female is larger than the male and more
aggressive. No real threat to a humans at their normal size (but
a t~rrifying and cfficicnt killing machine when giant).

Ritcs do 00 damage to humalls uolc~s 30 or Tllore individuals
allack. at which poinl ID4 poinl~ of damage is inflicted every
melee round.
Speed: 4 running. 22 when in flight.
Habitat: lllrougtlout all of the Vnile<! States. Mexico. Central
Amcnca, southern Canada. Japan, China. Asia and most of the
world (originated from the Orient).
Behavior: Remarkably slrong and tough, but somewhat slow
moving. except durin!! combat. A vicious and efficient hunter.
Stalks and eats orner insects ~uch a.~ anl~. fruit !lies. house flies.
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and many others. including ils own kind. They will occasionally
eat raw meal. After mating. the femalc often dccapit81es the
male and eats him. They make exceptional riding beaslS and
monsters when giant. Number Of Indlvlduah That Will Re
spond When Called: 104 x 10 per level of the caller.

Abilities When Altered In Size: A.R. 18, S.D.C. 300, Speed
of 22 running. 44 when in flight (30 mph/48 kIn). Attacks Per
Melee: 6. 1be insect is +5 10 strike, parry. and dodge when in
flight. +7 to strike. +9 to pany. and +5 dodge on the ground.
Stalking/prowl abilily even at giant size is 70%. Bite docs 506
damage. Head butt does 406 damage. The kick of the other legs
(total of four) does 306 damage. Abdomen/tail swnt does 506
damage. Can carry up 10 six Ions (12.000 Ibsl5400 kg) with its
forelegs and can pick up a Mack tnlck. Has the ability to jump!
hop 20 fl (6 m) vertically and horizontaUy. Has advariccd sighl
and taste the same as the minor super abilities.

1llc two forelcg pince~ are large.. serrated and spiky they
ionict 406 damage from hit/swat. They are designed for grab
bing, pinning/incapacitating its prey (1-60% ehance) and crush
ing; 606 damage for lhe initial grah and cru.~h, 3Dti damage per
each additional crush/squeeze melee: attock. The pntying mantis·
standartl allack. is 10 hold its pn:y pinned in ils huge anns and
bite at the head and throat. A giant praying mantis instinctively
sees humans as prey.

Jumping Spider

(arachnid)

Size: Up to 4 inches
A.R.5
Hit Points: 3
Attacks Per Melee: 3; fangs injecl venom that liquifies tissue.
Natural Abilities: Climb 98%, jump 98%, prowl 90%. nightvi·
sion is 20 times its OOdy length. Exceptionally skilled at stalking
prey. The Jumping Spider hunl~ hy using its exceptional vision
(nearly as acute as a human's) and amazing jumping ahilities.
The spider's eight (8) eyes allow it to see in nearly every direc
tion. This spider does flO{ spin a weh 10 capture its prey. but

will anchor il'lelf with a strand of silk for safety berore making
a life threatcningjump. It can jump 40 times its own body length.
After capturing il~ prey the spider unsheathes IWO large fangs
that it sinks into the victim and pumps in a toxic venom. 1lIe
venom Iiquifies the victim's tissue which the spider later sucks
out. Vcnom docs no damage unless 30 or more individuals
attack, at which point 206 poinl~ of damage is innicled per
melee round. One Jumping Spider is no real threat to a human
being at their nonna! size. but a lerrifying and efficient killing
machine when giant.
Speed: 6 running. 10 jumping and running
Habitat: Throughout the world.
Behavior: It ha~ remarkable hunting and stalking abilities. A
vicious and efficient predator. Stalks and eats other insects such
as fruit flies. houseflies, the praying mantis, and othen;. including
their own kind. Usually have elaborate coloring and are covered



in hair. They make excellent riding beasts when giant because
of their speed and agility, but arc difficult to mount.
Number Of Individuals That Will Respond When Called:
ID4X 10 per level of the caller.
Abilities When Giant Size: A.R. 16. S.D.C. 200. Speed run
ning is 50 (35 mph/56 km) or 66 jumping and running (45
mph/72 Ian). Attacks Pcr Mclcc: 7. Insect is +8 to strike, parry,
and dodge; +4 on initiative. Head bUI[ does 4D6 damage. Kick,
crush with one of its eight (8) legs docs 406 damage. Can leap
40 ft (12.2 m) high and up to 400 ft (122 m) horizontally. Has
advanced sight. night-sight, and advanced taste. the same as the
minor super abilities.

Venomous bite: The bite inflicts 306 damage and the poison
an additional6D6 unless a successful save vs poison/toxin saving
throw is made (half damage).

The Typical Scorpion (arachnid)

Size: Up to 5 inches
A.R.5
Hit Points: 2
Attucks Per Melee: 3; fangs injcct venom that liquifies tissue.
Natural Abilities: Climb 98%, jump 80%, prowl 90%, nightvi
sian is 20 times its body length. Each scorpion's sting innicts
poison that does 306 damage. When stung by a swarm of 10
or more scorpions, the victim endures 206 x 10 damage per
melee unless a poison/toxin saving throw is made (half damage).
Even if the character saves vs poison he or she suffers from
dizziness and nausea and is -4 to strike. parry, and dodge.
Speed: 5 running
Habitat: Deserts and arid land throughout the world, including
the western and southwestcrn United States, Mexico, Central
America, Africa, China and Austl1llia.
Behavior: A skilled predator that feeds un insects and tiny ro
dents. They make excellent riding beasts when giant sized be
cause they are very stable and quick.
Number Of Individuals That Will Respond When Called:
ID4 x 10 per level of the callcr.
Abilities Whl!n Giant Size: A.R. 16, S.D.C. 200, Speed run
ning is 50 (35 mph/56 km). Allacks Per Melee: 6. The arachnid
is +8 to strike and parry. +4 to dodge, and +3 on initiative.
Large foreleg pincers inflict 306 damage from a hit/swat or 406
to snip/crush in a seissor mution. 306 damage per attack to
crush with pincers (1-4O% chance of pinning an opponent). Bite
does 206 damagc. head bun does 206. kick with one tlf iL..
eight legs also does 206 damage. Can leap 20 ft (6 m) high and
horizontally. Has advanced sight. smcll and taste the same as
the millor super abilitics.

Venomous Stinger: The stab from thc large stinger does 4D6
damage plus the poison does an additional 606 unless a success
ful save vs poison/toxin saving throw is made (half damage).

Note: The black widow spider is basically the same as the
scorpion. The tarantula on the other hand. is nut pOisonous. Its
venom innicts 104 damage and causes the perwn to itch for
304 days. During that periud, the victim is - 2 to strike, parry
and dodge and - 3 on initiativc (very distracted). The black
widow and tarantula are found in similar environments as the
scorpIOn.
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Greater Stag Beetle
Size: Up to 4 inches
A.R.7
Hit Puints: 5
Attacks Per Melee: 2
Natural Abilities: Climb 98%. fly 70%. and prowl 75%. Have
large, paired mandibles nearly as long as their bodies. Their bite
is painful and causes one (I) point of damage each time binen.
The Greater Stag Beetle is no real threat to humans at their
nonnal size, but are terrifying to behold when giant sized.
Speed: 3 running, 12 when in flight.
Habitat: Throughout the world.

Behavior: Extremely powerful and aggressive, but is not very
agile and is a clumsy flyer. They are primarily bU!l'Owel1i., feeding
on decaying plant matter, roots, dung, dead insects and the
occasional live insect. They make an excellent riding beast when
giant sized, because of their physical.po~er. llftllor and endur
ance.
Number Of Individuals That Will Respond When CHlled:
lD6x 10 per level of the culler.
Abilities When Altered In Size: A.R. 18, S.D.C. 400, Speed
uf 22 (15 mph!24 km) running or 33 when~n flight (22.5 mph/36
km). Anacks Per Melee: 6. The insect is +5 to strike. parry.
and dodge. Head bult does 506 damage, k.ickJcrush with one
of its six legs does 506 damage. Rake/slash with claws on the
end of legs causes 406 damage. Bite with huge mandibles does
I D6 X 10 damage. Can pick up and carry up to six tons (12,000
Ibs/5400 kg) and can easily throw a Mack truck.

Natural armor is extremely tough, P.E. is equal to 30, and
can take large amounts of damage; truly a living tank when a
giant. It has advanced smell and touch (antennas) the same as
the minor super abilities.

Mutant Insects and Mutant Insect
Player Characters -------------

See Mutants in Orbit, a source book for Rifts and After the
Bomb, which conlains rules for creating humanoid mutant in
sects, complctc with insec_t powers, abilities. chemical scents,
810-£, hostility index. and a dozen specific mutants insect types
with data for both the S.D.C. and M.D.C. system. Check it out!
They make great roonstel'l and villains and outrageous player
characters .

Control Radiation
This impres.~ive power enables the super being to control the

dangerous properties of nuclear radiation and reactionlheat.

I. Radiate Extreme Radiation Levels
Range: Effects up to a 100 ft (30.5 m) radius.
Damage: 306 per melee while within the affected area and those
exposed have a 30% chance of contracling rddiation sickness.
Duration: As long as character concentrates. No other attacks
are possible when nldiating extreme radiation levels.
Attacks Per Melee: Counts as all melee attacks per 15 second
round.

The super being can cause himself 10 emit extreme levels of
nadiatinn that are dangerous to unprotected victims (need radia
tion .suil~ nr similar shielding). The area where the radiation was
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emilled will remain irradiated and dangerous for 406 melees
afler he leaves. Everybody exposed to the radiation must roll
percentile dice. A roll of 01·30 means they have radiation sick
ness.

The victims of radiation poisoning have the following
symptoms: physical nausea. headache, loss of appetite. and vom
iting. Left untreated, the victim will take six. (6) points ofdamage
daily (dod not recover until treatment is m:eived) and !mffer
from hair loss, ulceration of the skin, bone marrow depression.
bloody diarrhea, lung fibrosis. premature thickening and harden
ing of the artery walls, and the possibile development of rnalig·
nancy and eventual death. Unless treated. the sickness remains
and can be lethal, especially to nonnal humans. Combat Penal
ties: Reduce all bonuses and P.E. attribute by half, reduce speed
and skill proficiencies by 10%. and reduce the number of melee
llttlld:S hy one. These penalties apply as long as the person is
sick. Immediate treatment will sec recovery within 304 days,
but add three days to the recovery time for every one day treat
mem was delayed. The average super human recovers twice as
quickly.

2. U~ Self as a Radioactive Dampener
Range: 100 ft (30.5 m) radius, plus 10 ft (3 m) per level uf
experience.
Duration: As long as character concentrates. No other attacks
~ possible when dampening radialion.

Attacks Per Melee: Uses all melee attacks.

1ne character's body becomes a sponge that absorbs all the
nuclear radiation in the immediate area. making it safe for others.
lbc: radiation dampening aura radiates around the character and
moves wilh him. Comes in handy when encountering radiation
leaks that injures Olhcrs. The character CANNOT prevent It

nuclear explosion. nor absorb the massive amounts of rotdiation
that would be released in a nuclear blast.

3. Detect Radioactive Elements
Range: 160 ft (48 m) +20 ft (6 m) per level of experience.

This is the ability to sense the presence and general localion
(ncar. far) of hidden or buried uranium, plutonium. r"d.dium,
thorium, polonium, and any other mdioacHve elements. The
charu.cter is unable 10 determine the exact amount. again gelling
only general impressions (large, pretly big, little, ctc.). He can
also sense the presence of nuclear power systems.

4. Generate Intense Light/Glow
Range: 500 ft (152.4 m)
Damage: None, but people within lOOft(30.5 m) ofthe character
have a 30% chance of conlnl.cting radiation sickness.
Duration: Controlled by the character.
Attack5 Per Melee: Counts as two melee actions/attacks and
lasts about si~ .seconds.

The individual can cause his body to glow, generating a super
bright light that makes it impossible to look at him. All attacks
directed against him arc - 5 to strike. Combatants in the brightly
lit area are -3 to strike, parry and dodge. because the light
mltkes it difficult to see without squinting and blinking. The
light genemtion ability can also be used to light a large area.

5. X.Ray Vision
Range: Equal to normal vision.

The ability to sec through walls, noors, metal, elc. Lead and
lead alloys IIfC the only substances that Ihe character is unable
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to see through. Same as the minor super ability found on page
168 of Heroes Unlimiled.

6. Discharge Nuclear Fin From Hands
Range: 100 ft(30.5 m) plus 10 fl (3 m) per level ofexperience.
Damage: 306 + 106 for each level of experienee.
Duratiun: Instant
Attacks Per Melee: Same as hand to hand.
Bonuses: -+ 3 to strike if II careful. aimed sho!..

The character has the ability to release flamethrower·like
streams of nuclear flame from his hands. 1ne severity of damage
can also be controlled in increments of 106.

7. Generate Intense Heat, Melt Objects, and Shoot Bolts or
Hea'
Range: A 20 ft (6 m) radius around the eh.llnlctcr ntdl'ating the
heat, or can' be directed up to 20 feet (6 m) away plus 5 feet
(1.5 m) per level of experience. 1·leal boks can be fired 100 ft
(30.5 m).

Area or Effect: Citn melt everything in a 20 ft radius around
the character (that's ahout 400 .square fl/36 sq. '" all around
him), or call be difC(:t~d lu II 20 squure foot area (that's appmx·
imatcly a 4 X 5 footll.2 x 1.5 m rectangular area) per level of
experience. '

Damage: Bolts of heat inflict ID6 damage per level of experi
ence. The melting of materials varies. lOOse exposed have a
30% chance of contracting radiation sickness.
Duration: Controlled by the charncter. The character must use
all his concentration to maintain and increase the temperature,
therefore, no other attacks arc possible while generating heat.
Attacks Per Melee: Counts as two melee attacks.

The character can generate intense nuclear heat frum his body
or throw it from his bands to melt dense materials sueh IU metals,
brick, glass, and concrete. The mltAimum temperature generated
by the character is 1500 degrees centigrade. The generated heat
does not affcct earbon based life forms, sueh a~ humans, animals,
and plants (ljfe forms do have the possibility of contracting
radiation sickness though), or ~arbon based products sueh as
carhon fiber body annOn>, plastic, diamonds. etc.

The generated heat can melt many types of body annor and
metals, causing the individual to be burned by the molten slag
(2D6x 10 damage, the victim loses all attacks for fnur melee
nmnds/one minute, and will need medical trelltment). Melting
concrete or asphalt can cause burns to feet and legs. Substances
with It higher melting point. like concccte. brick, iron, nickel,
manganese. and silicon, will not instantly me][ but must receive
a sustained heat for a certain period of time, sometimes lasting
severo melees (see Melting Point TemperatureslDamage below).

10c character with this power is unaffected by heat. fire and
molten slag, enabling him to walk through molten metal or rock
without ill effeclldamage, The character ean also ignite flamm
able liquids and gases (gasoline. keroseoc, natural gas, etc.).
He can select a specific pan of his body from which the beat
will be cx~lled. so it is possible to generate heat from only his
hand~ or feet and so on. Thus. if the chantclef wants to generate
heat but doesn't want to melt through the concrete floor he's
standing on, he can consciously will the heat to emit from his
upper body only.

The intense heat can also ~rve as a protective field that can
stop bullets, crossbow bolL~, alld other small projcctiles by mclt~

ing them before they reach the character. Rol.l as if it were a

I
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parry. A succ~ssful parry means the bullets were vaporized before
they hit and innici no damage. Entire bursts and volleys can be

destroyed in this fashion (roll once to parry/vaporize them all).

Melting Point Temper-atureslDamage

0-300 Degrees Centigrade: Instantly mells or ignites gasoline.
kerosene, lamp oil. all flammable gasc.... all flammable fabrics.
wood. asphalt, platinum, tin. gunpowder, explosives, and prod
ucts mltde from sulfur. sodium, or phosphorus. Can also cause
water [0 boil to scalding temperatures. Damage: The usual dam
age caused by fire or explosives. 106 damage from stepping on
melted asphalt with shoes or other protective covering (606 if
barefoot), plus initiluivc, speed and the number of attacks are
reduced while Walking/running over the boiling surface.
300-700 Degrees Centigrade: Can mdllead. aluminum, mag
nesium. and zinc, but heat must be: su.~tained for one (I) full
mdee. Concrete and brick can be made extremely brinle but
won't melt al this level. Damage: I L>6 damll.ge to human and
animal life per melee round/15 seconds from the heal alone.
Walking through molten substances causes lD6x 10 damage
plus initiative. speed ;tnd lhe number of all;u.;u are reduced
while walking/running over the boiling surfacc. Damage 10 can·
crete and brick: reduce the affectcd area's A.R. and s.n.C. hy
half (briule and marc fragile).

700-1200 Degrees Centigrade: Can melt calcium, gold, copper.
silver, concrete, brick. and rock. The heat must be sustained for
three (3) full melees before the materials become liquid. Damage:
206 damage to humans and animals per melee roundll5 seconds
from the heal alone. Walking through the molten substance
causes 204 x 10 damage plus initiative and number of attacks
are lost. and speed is half while walking/running over !he boiling
surface.
1200-1500 Degrees Centigrade: Can melt iron, nickel. man·
ganese, silicon, and potassium. At this level the character can
melt a lot of rocks tn create a large amount of molten lava, and
can turn cntire cars and small trucks into moltcn slag. lbe heat
mUSI be sustained for six (6) full melees. Damage: 306 damage
to humans and animals per melee round/15 seconds from the
heat alone. Walking through the molten substance causes
206 x 10 damage plus initialive and number of attacks are lost,
and speed is halfwhile walking/running over the boiling surface.
Note: Having one's body annor or vehicle melled on top of him
causes 206 x 10 damage, the victim loses all attacks for four
melee rounds/one minute, and will need medical treatment for
burns, Reduce physical hcauly by halffrom permanent scarring.
Substances and metals that lire NOT dramatically affected

Several substances and metals are not affected by this heat
and melting power due to their high melting points or abiliry to
quickly dispel heat:

Carbon and cllIrbon based objects: Most living crealures,
humans, animals. and plants (life fumls do have the possibiliry
of contracting ntdilllion sickness though). or carbon bliSed prod·
ucls such as carbon fiber body armors, plustic, diamonds. etc.
ITowever, the heat will CHUse some damage and touching boiling
substances causes damllge.

The metals Titanium, Chromiwn, Tungsten, and Van,
adium all have melting points well beyond the character's
maximum heat generating temperature. Tbese metals will still
conduct heat. burning skin or igniting any flammables touching
them. Fabricators Inc. "Aexi-Steel" ixdy annar is made from
a oombinalion of Tungsten and Vanadium.

8. Other Abilities/Bonuses
• The character is immune/impervious [0 all Iypes and levels

of radiation.
• Impervious to heal and flame, including molten substances.
• Add 30 points to S.D.C.

9. Disadvanlllges
• The character is oonstantly radiating small but potentiaUy

dangerous amounts of radiation. To prevent this he must
concentrate on absorbinglholding in the radiation. which re·
duces the numbers of attacks and bonuses by half.

• Lead lined body armor. vehicles, walls, eIC., block the deadly
effects of radialion but can still mell if the heal generating
ability is used.

Control Static Electricity
This major powcr sounds a bit lightweigh~but, in the right

hands, it can be quite formidable.

I. Joy Buner Shock
Range: Touch
Damage: Inflicts one S.D.C. damagc. bwt is stanling: shocked
person loses initiative ami there is a 1·50% chance thc [lCf'!IOn
will drop anything he is holding or release an opponent that is
being physically restrained, entangled, pinned or otherwise held.
Duration: Instant
Attacks Per Melee: Equal to hand to hand.

2. Static Cling
Range: Can be: cast up to 40 feet (12 m) plus 10 feet (3 m) per
level of experience.
Area or Errect: 20 feet (6 m) plus 5 feet (1.5 m) per level of
CApcriCnce.
Danulge: None other than combat penalties.
Duration: Five minutes plus two minules per level ofexperience.
Attacks Per Melee: Equal to hand to hand.

On the amusing end this static charge can cause hair to stand
on end, dresses to ride up, and clothing to cling and crinkle,
making them look messy and feel uncomfortable.

On the more menacing end of the spectrum, static cling can
be used to manipulate clothing like capes, jack.ets, scarves, ties,
shoelaces, and hats to cover and/or enwrap a person's head or
wave in his face, temporarily blinding and/or distracting the
individual. Likewise. the clothing can encin:le!he legs, causing
the person to stumble, oraround the anns, impairing movement,

In any case, the victim loses one melee attack and initiative.
Counls as one melee attack. Victims require ID4 melee actionsl
attacks to completely remove the clinging article of clolhing.

3. Sialic Charge
Range: Can he cast up to 40 fccl (12 m) piUS 10 feet (3 m) per
level of experience.
Area or Effect: 20 feet (6 m) plus 5 fect (1.5 m) per level of
experience.
Damage: None other than combat penalties.
Duration: Three minutes plus one minute per level of experi·
ence.
Attacks Pe.r Melee: Equal 10 hand to band.

Charges the air with static electriciry, causing hair to st.and
on end and brisLle, paper to rustle and fly into the air, and
clothing to cling and undulate. l1\e charge ereates a very uncom·
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moving into the air, across the floor, along one's body, and all
the other things associaled with static cling but on a larger scale.

Opponems lose the iniliative and lWO anacks/actions every
melee thai the stalic charge is in force.

4. Static Energy Bolt
Range: 20 feel (6 m) plus 10 feet (3 m) per level of experience.
Damage: ID6 S.D.C., but it also disrupts power lools and
electrical equipment. A sialic energy boll will erase computer
disks. cause dislOl1ion to audio lapes, and if directed at electronic
devices, like lelevisions, computer monitors, radios, clocks, sim
ple power lools. and similar, it causes a sudden energy overload,
temporarily (106 minutes) rendering the item useless.
Duration: Instant.
Allacks Per Melee: &iual to hand 10 hand.
Bonus: +3 10 strike
5, Crackling Static ElectricaJ Field
RanKe: Self and aboul six inches (0.15 m) beyond.
Oarnaae: 104 S.D.C, and possible knock-down.
Duration: Five minutes plus two minutes per level ofexperience.
Attacks Per Melet:: Not applicable.

Streams of crackling eleclricity and sparks of energy encircle
the character. The field appears to be a proteclive force field or
thai the individual is supercharged with energy, scaring away
the average citizen. Tbe crackling field makes an impressive
light show bUI offers no defense except thai anybody touching
the person is shocked and suffers 104 S.D.C. damage. 1bere
is a 1-50% chance of being knocked off one's feet (losing initia
tive and one melee attack).
6, Static Dust Cloud
Range: 40feet(12 m) plus 10 feel (3 m) per level of experience.
Area of Effect: 20 feet (6 m) plus 5 feet (1.5 m) per level of
cxpenencc.
Damage: None other than combal penalties.
Duration: One minute per level of experience.
Attacks Per Melee: Equal to hand 10 hand.
Bonus: + 3 to strike

A sphere of stalic electricity collecls panicles of dust and lint
into a large cloud. The movemenl of the cloud can be directed
by ils creator and used to obscure the vision of opponents and
10 cover a getaway.

Only shadowy forms can be secn of people inside the cloud
or on the other side of the cloud ( - 4 10 strike a shadow image).

Enlering the c1uud causes one's hair 10 stand on end and linl
and dusl to cover the lxxIy ilnd gef into lhe eyes causing blindness;
-910 wike parry and dodge while in me cloud. It takes one
full melee (15 seconds) to become unblindcd upon exiting the
cloud. Even lifter emerging from the cloud, the lint and dusl
will cover the body like a du.<;ting of powder. MUlant animals
wilh fur will find this particularly annoying and will have 10
bathe to get uoousry. This power can also be used 10 cover glass
and plastic like computcr and TV screen~, windows, lenses.
eyeglasses. elc.

Divine Aura
This major power provides Ihc character with the aura of

divinity, like Ihat of lhe mythical Greek gods. The character
carries himself with an air of supc:riority, charisma, and being
larger than life. An average person will feel inlimidated and may
acrually believe the char-dcter is some son of superhuman demi
goo.
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• Awe or Honor Factor 14: Enemies must roll a 15 or higher
on a twenly-sided die 10 avoid being momentarily awestruck.
A failed roll means the inclividualloses iniliative, one Ofhis
melee attacks, and is the last 10 anack. RoUeach melee round.

• Followers: One follower per every level of experience. Each
follower is complelely devoted and is automatically subject
to all influences of the Divine Aura. The followers believe
only their masler and will do anything he commands without
question. lbey will even sacrifice their lives for him. Nofe:
Followers IlCe always characters with a low self esteem and
intelligence (I.Q.• M.A. and M.E. of 7 or lower), so they
lend 10 be low level thugs, punks and fanatics.

• Power of Command: As often as every three melees (45
seconds). the character can issue a simple, a~ention drawing
command (not a complex set of instructions Of' plans or
something completely contrary to me person's narute) liJcc,
"SlOP," "look," "no! ," "duclcllook out," "unhand her:' "give
il to me," and so on. Everybody hearing. the command is
likely 10 pause IUldior obey, at least for an inslant. Roll to
save vs psionic attae1cJmind conlml or lose and be forced 10
obey and lose one melee attack/action in the process. Follow
ers are + I on initiative. + I to strike, parry and dodge and
get one additional melee attack when Ihey arc commanded
10 do something ("gel him," "kill," etc.).

• Power of Voice Amplification: Can be used simultaneously
with other powers. Voice is deepened and booming, as if
spok.en on a loudspeaker, and clearly heard for up to 1600
feel (488 m). 11Je volume and range can be controlled.

• Power of Illusion: 1be character can creale the illusion that
he is twice as big as he really is.

• Bonuses: Add 204 wbolh M.A. and M.E., + 10410 P.B.,
and add 104 x 10 to S.D.C.

Gem Powers
This major ability allows the character to draw powers and

abilities from gems, as well as reshape them into various forms.
"Gems" include cryslalS but not glass.

Gem Shaping: The characler can mentally shape a gemstone
as if il had been cut and polished by a professional, adding facels
and accents as desired. The person must be holding the gem and
requires a minule or two of concentration. Eleganl and intricate
designs can be accomplished and are especially desirable for
earrings, rings and necklaces. This power enables villains to cut
gems to disguise their original appearance and to sell them at
ncar full market value (75% of markel), I1lther than find a fence
or underworld gem cutter. Note: All changes are permanent.

For every level ofexperience, there is a 10% chance of success.
A failed roll means the slone is ruined - wonhless.

Power Stones: 1be character can draw certain innate psionic
or seemingly magic powers/properties from various precious and
semiprecious stones, 1be powers Iisled are idenlicallo the psionic
or super power of the same name.

Requirement: All SIOIlCS musl be f.rcc of any serious flaw, and
must be cut and polished 10 have H facetedlcrysta;1 appearance.
Chips and slivers cannot be used, only whole stones in cry~tal

CUI form. Only one type of power can be focused and released
from a particular gem al a time. May be made inlo rings and
other jewelry.
Limitauons: Power can be drawn from small gems three umes,
and large gems six limes. After the third or sixth usage, the gem



crumbles and turns to dusl. Even after the ftrst use, the gem
will become flawed or discolored (worth half nonnal value).
Range: Touch; the user must hold or have on hislher person,
and menlally concentnt.te on using the gem(s). If the power gem
is dropped or lost, that particular power instantly stops (but that

usage is still used up).
Damage and Abilities: Varies with the gem; can activate one
gem power per melee and can combine up to three diffe~nt

powers/gems.
Duration: One minute/four melees per level of experieoce. All
bonuses and power an:: temporary. Attribute bonuses from super
abilities are NOT applicable.

Penalty: Remaining focused on the use of the power gem(s)
means the user is - 2 on initiative and dodging.
'The Powers of the Stones:

• Agate (red-orange): Bio-regeoeration (psionic). Average
cost: 204 x 10 dollars per small slun~ (douhle for large
slUncs).

• Amelhyst eryslal: Any of the following psionic powers can
he drawn from this crystal: detect psiunil,;s, hypnotic sugges
lion, and meditation. Average cost: 404 x 10 dolllll"S per
small stone (triple for large stones).

• Aquamarine: Underwater power (minor super ability). Aver
age cost: 404 x 10 dollars per small stone (triple for large
stones).

• Black Tounnaline: Mind block (psionic). Average cost;
204 X 10 dollars per small stone (double for large stones).

• Diamond: Invulnerability (major super ability) or wingless
flight (minor super ability). Average cost for a small, nicely
cut diamond: 100x 1000 dollars. Large diamonds cost
12,000 dollars per carat. The diamond must be at least one
carat to use the power of invulnerability (counts as a large
gem).

• Emerald: Invisibility (major super ability). Average cost for
a small. nicely cut emerald: 404 x 100 dollars. Large
emeralds cost 8,000 dollars per carat.

• Gamet: Empathy (p!'ionic). Average cost for a small. nicely
cuI garnet: 404 X 100 dollars. Large garnets cost 1,000 dol
lars per carat.

• Quartz (clear): Bend light (minor super ability). Average
cost 304 x 10 dollars per smAll stone (triple for large stones).

• Quart? (ruhy): Energy expulsion: Lightllaser (minor super
ability). Average cosl: 4D4x 10 dollars per small stone

«(juadrupl~ for large stones).

• Quanz (smoky): Energy resistance (minor !>uper power). Av
er.lge cost: 404 x 10 doUars per small stone (triple for large

stones).
• Ruby (red): Energy expulsion: li~ (minor super ability).

Avemge cost for a small, nicely cut ruby: 304 x 100 dollars.
Large rubies cost H,UOO dollars per caral.

• Sapphire (most colors); Empathy or empathic transfer
(psionic). Average cost for a small. nicely cut sapphire:
204 x 100 dollars. Large snpphi~lI cost 5.000 dollan per
caral.

• Stllr Sapphire: BiD-manipulation (psionic). Average cost for
a small. nicely cut star sapphire: 104 x 1000 dollars. Large

star sapphires cost 7,500 dollars per camI.
• Zircon: Impervious to ftre/heat (minor super ability). Aver

age COSt for a sfllall, nicely cut zircon: 404 x 100 dollars.
L'U'ge zircons cost 2,500 dollars per carat.
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Holographic Memory Projection
This major super power enables the character to function like

a Jiving camera, able to record and project/replay recordedIseen

events. The image is holographic, a three dimensional, semi
opaque and seen as the character remembers it. If the character
didn't witness something then that element would not be part of
the memory projection, and hence, not shown. Also, the image
is presented from the character's viewpoint, and not a perfect
360 degree view. That is to say that events not personally wit
nessed, like something not in his fteld of vision. say behind
him, are not recorded. All events are presented accurately (total
recall in this ~gard) and can be recalled at will. Magical illusions
cannot be rewrded and ~played. However, the character will
instantly recognize an iIIusiun and cannot be affected. l1\e same

principle applies to optical illusions and other holoi,rntphic pro
jections.

The character does not have to expend tremendous concentra
tion to record an event, hut must stay focused on observing and
not participating. Uecoming involved in combat Or other activity
will prevent the recording of events. The replayed image cannot
be modified or enhanced in any way. 1lle lighting, sizes of
ObjeclS, aod their tnlC ooloNl remains a... it wa... secn. The imagc
does not necessarily require a wall or dark area, it can simply
be projected into any empty space. 'The image size is life size
and can be projected up to 100 feet (30.5 m) away. It takes 104
melees (15 seconds to one minute) to find and ~all a memory

projection. A head injury or insanity can block or erase a mem
ory. Likewise, a psionic mind wipe can erase memories.

This power is perfect for espionage, where the character can
look at blueprints, diagrams, memos, maps, books, computer
screens, demonstrations. and actual items, and record it all!

Creating illusions is another feature of this ability, but they
lack souod and can be easily recognized as fake at close range,

thus these illusions arc most effective as momentary distractiom.
The recorded visual memories can be projected to ereale what
appears to be very real image. The image can be a wall. door,
vehicle, weapon, police officer, guard dog, crowd of people,
heroes, villains, etc. NOle too, that the image can be a moving
sequence (as it really happened in the past) or freeze framed
(somebody just standing thcre).

Range: Projecl imag~ up ttl 100 feet away (30.5 m). Recording
range is also 100 feel.
Area Affected: C3Jl cover up to a 100 foot area (30.5 m).
Damage: None, other than being distracted, or momentarily stun·

ned, or faked-out and scared away. (GM Option: Can use a

horror factor type ~sponf.e to frightening illusions, bot the HF
should ncver be more than 12 and works only when the illusion
is initially created.)

Limitations: If touched or examined closely (within five fcetll.5
m) t~ image is clearly scmi-opaque and not real. However,
from a distance this can be very effective. Another limitation is
the absence of sound. which cttn be a real giveaway. Further
more, the projected image must have been a n::al eventlexperi
em_'C. nut u dreasn, hypnotic image, lelepalhic image, magic

illusion. nor television or lilm image (unless the TV and the
image being played on it were shown - not very ~al or scary).

Creating illusionary disguises is another ability. The char.tc
ter can create a holographic illusion over himself to look com
pletely different, (Uming into un old ma.n, police officer,
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businessman. woman. robot, elc. The beSt disguises are the
simplesi. like changing the color and style of clothes. hair. and
facial features. This requires far greater concentration, causing
the illusion maker to lose two melee attacks/actions. Further
more. this illusionary disguise suffers from the same limitations
as lhe projection illusions. most notably, that it is an obvious
hologram when touched or seen up dose (5 IVI.S m). Imperso
nalion is also possible if (he character has the e.'ipionage skill,
but the illusionary disguise will not hold up underclose s4.:rutiny.

When using an illusionary disguise. all types of film will
reveal what looks like a double exposed image of the character
and another (his disguise) and is 100 blurry/obscured 10 make
out the character's true fealUres. Everybody else in the picture!
film looks fin~. The same is true of photographing the larger.
holographic illusions/images - it can't be done.

Multiple Beings/Selves
This power allows the character to produce muhiple copies

of himself. TIle copic) can be thought of ali extensions of the
original being. One copy can be cn:ated per every two levels of
experience. wilh a maximum of seven at 14lh level or higher.
At rmt and second levcl, only one copy can be made, at founh
level, two completely identil;al beings. and so on. All copies
have the samc cxact skills. experience points. memory. powers
(other tha.n creating more duplicates), and physical traits as the
original at the time of duplication. However. clothes and physical
pos~ssions are not duplicated. In other words, the duplicate is
created totally naked and must acquire his own clothing and
equipment. Of course these will typically be provided by the
original crealor.

Only the original can make copies. This is the only ability
not passed on 10 lhe duplicates. TIle copies can operate indepen·
dently, bul all sense what the others are feeling (fearful. happy,
sad, etc.), as well as their general health (sick, injured, dying,
etc.) and generallocalion (city and country). The original being
is still the "master" (as in the originator and the leader/comman
der) and is the only onc who controls and commands the copies.
t( he dies the olhers vanish into thin air. Each copy is at the
same experience level as the original was at the moment they
were created and do not grow in experience independently. Nor
does the original gain any experience from his duplicates. To
completely assimilate the copies' memories/experiences (but not
experience points). the duplicate must merge back with his
creator. If the copy should die, his recent experiences die with
him and the creator will not know exaclly what has transpired.

Wben a duplicate is lnJured or dies, each of the eurrent
copies and the original sense it. However, only the original
suffers any permanent side effects. First, mat duplicate is forever
lost (cannot be recreated). Sccond, everything the duplicate has
experienced is lost. Third. the original permanently loses one
P.E. and p.n. point and !l S.D.C. points.

Injured duplicl:llCS, even those on me verge of death, can be
reabsorbed by the original and saved, but the original must be
within 100 fcct (30.5 m) of the copies. Copics are completely
restored within 48 hours. Copies can only be merged into the
mal.ter, not into each other. A copy cannot refuse merging other
than by running away. This never happens unless the copy has
suffe~ severe uauma. mind control or possession.
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Creating copies in an instant. A few or all can be created
in one melee action (about 4 seconds). Which means an opponent
might suddenly find himself facing several opponents where
only one had stood moments before.

11Je advantages of this power are extraordinary! II enables the
superhuman to create competent, 100% loyal assistants who are
as capable as he is. It allows him to be in one or more locations
al once (no limit in range/distance). creating the opportunity for
lhe perfect alibi (l was right here with dozens of witnesses). Thc
downside is that careless u~ of this power can cause serious
and permanent physical or psychological damage.

Multiple Lives
This bizarre. major super abiJity allows the chancte. tn <:om

pletely regenerate his physical OOdy sho"ly after the final m0

ment of death as a reflex action. 1lJe regqleration OCCUni when
the character is completely dead. nOl just in .... coma or near
dealh. As long as the body is not disintegrated, regeneration
will occur. even if dismembered.

The chantCler's life force/essence is ~ powerful that it will
not easily succumb to death. The moment the physical body dies
it turns to dust. The life foree then driftS 10 a reasonably safe
location and hegins to generate a new body. Scientists spcculute
that lhe body is fonned in lhe same way as a psychic medium
can create ectoplasm, only this organic subslance becomes real
living flesh and the new body is identical 10 the old. The life
force can travel up to 100 miles (160 kIn) in its search for a safe
and isolated location for regeneration.

While in energy fann (when seeking a regeneration location),
the life force is immune to a.U suacks. However, 8S soon as the
regenerdtion process begins, !he character is vulnerable and can
be killed. Only the body is recreated, not material posSCS1lions.
weapons. armor. or implants. The recreated body will be perfect
in the ~n~ of being disease and injury free, and wilh all body
pans complete and fully functional. The new body will look
identical to lhe previous one, including attributes (other than
P.E.), moles and birthmarks. Memories, insanities. and phobias
are part of the life force and will be included in the regenerated
character. Finally, no additional insanities result when the
character dies, since death is actually a normal part of ils exis
tcnce.

The regeneration process takes 606 minutes per level of the
dead charotCter. Unfortunately, the lifc force is drained with each
regeneration and results in a somewhat weaker chanteter - one
level lower and minus two from the P.E. auribute. Reduce hit
points. skills, and experience points appropriately. Experience
points are: dropped to the minimum number for the next lower
level. Consequently, It ninth level character with a P.E. of 18
would be reborn as an cighlh level character with a P.E. of 16
and the regeneration process would last 606 minutes times nine
- as long as five and a half houni.

The character can regain and exceed the lost level by gaining
experience points as usual, however. the P.E. is pennanentiy
losi. In addition, a fm;;t lcvel character, or a character brought
back to life as a fm;;t level character. cannot rt:generate itself;
the life force is simply too weak. Noir: A chancier's life force
is able to n:generate itselfnine (9) rimes. The tenth time is death.

Other bonuses: Can regenerate missing or damaged limbs and
organs in 48 hours. Never scars, heals twice as quickly as normal,



add + 106 to P.E. (one time bonus), + 10% to save vs coma
and death.

Negate Super Powers
Range: 120 ft (36.6 m) plus 10 (3 m) feet per level of experience
when focusing on a specific target. or a blanket negation of
everybody'within a 10 foot (3 m) mdius, plus 10 feet (3 m) per
level of experience.
Damage: Temporarily negates/stops/prevents super abilities.
Limitations: Does not affect psionics. magic, bionics, or phys
ical attributes/training. Requires concentration and focus.
Duration: While the negator is concentrating and focused on
his target(s).

The negation power will momentarily prevent super beings
from using any of their superhuman powers while they arc within
range and/or thc target of !he negation anack. The negation
attack is a powerful psionic type bio-manipulation anack that
confuses and blocks the parts of the brain !hat control the super
abilities. elfectively making them temporarily inert. This abiliry
only effcet.. so called "super abilities" ami is puwerless agaillst
psionks, magic. mechanical or physical abilities.

The character must concentrate and stay focused on !he target
of negation. This means he can unly perronn IWO o!her actions/at
tacks per melee (defensive moves m,t included). unless he drops
the negation attack. Similarly, skill performance is minus 25%.
Being knocked out, experiencing pain or being forced to concen
trate on something else (like an all-out anack) will instantly
break !he influence of the negation. Of course. the character can
stop the negation at any time.

Note: The power of negation can be used on a specific indi
vidual fit a greater range or as a blanket aUI1i !hal will negate
!he super abilities of everybody within a ~pecific radius of the
negator.

Slow-Motion Control
The character has the awesome ability to slow or distort time

for short pcriod!\ and within a limited range. Time itself will
actually slow within the area under his influence. The time
distortion is not pennanent and time snap~ back to normal within
a few seconds after the character has stopped using his power.
Only lhe character who possesses this power is unaffected within
!he area of effect.

1. Slow lndividmds and/or Vehicles
RllnKe: Up to 140 ft (42.7 m) away. piUS 5 ft (1.5 m) per level
of experience.
Area Affected: 40 ft (12.2 m) f1ldius.
Duration: ID4 Melee....
Attack... Per Melee: Once per melee, count.. as one anaek,m
allowing additional attacks/melee actions.

The super being can slow up to two (2) individuals or one (I)
vehicle (car, truck, etc.) per level of experience, for 15 to 60
seconds (I D4 melee rounds). Victims of the time distortion feel
us if lhey arc weighted down and cannot move quickly no m(lIter
how hard they ley. Reduce all combat bonuses, attacks per melee,
and speed of the atleeted persons or vehicle by half. Likewise,
damage inflicted by slowed atlaekers is also half.
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Z. Split-Second Slowing (Automatic Dodge)
Area Affected: Up 10 40 ft radius.
Duration: A split-second.
Attacks Per Melee: Equal to the number of hand to hand attacks.
Bonus: Automatic Dodge

The ability to slow time and speed for a split-second allows
!he character to dctennine the path of an adversary's attack
(punch, lunge, kick, etc..), and side-step it. This character can
even dodge a bullet or burst of bullels, energy blast or !hrown
weapon, as long as he can see it and knows it's coming. Roll
to dodge wi!h an additional + 2 bonus. The automatic dodge
uses up one melee attack/action.

3. Slow lVIetaboli...m
Area Affected: Self, or ano!her within 40 ft (12.2 m)..
Duration: As lung as the character desires and concentrates.
No other altack... or actions are possible ,:"hile the character is
concentrating to slow bis metabolism,

This abiliry allow!\ !he super being 10 slow his or another,
willing or unconsdous pe~on's metabolism to extremely low
levcl!\. It can be. used to simulate death, slow bleeding, or slow
the spread/effects of a disease, poiSOn/toxin through the body
(half damage and duration of lOX ins). Adds a bonus of + I to
save vs poison/toxins/drugs ,md + 10% t9 save vs C()ma.

4. MenlaUy Control ClocksfI'imers - 85 %
Range: 100 ft (30.5 m)
Area Affected: Up to four different (4) clocks/timers within the
specified range.
Duration: As long as the character desires and concentrates.
No o!her attacks/actions are possible while !he character is con
centrating.

The character has the ability to menlally slow or stop !he
internal mechanisms of clocks and time~. Comes in handy to
prevent the detonation of a timer activated bomb, or to lbrow
orr a lime release lock on a bank vault.

s. Slow Aging Process
Ran~e: Self
Duration: Constant
Bonus: A one time bonus of +6 to the Physical Beaury attribute
(Take note of attribute bonuses for !he ability to impress and
chann).

This innate and ongoing process slows the ravages of time on
!he character's face and body. The character will look and feel
younger !han he really is and doubles the average life expectancy
lo about 140 years.
6. Additional Bonuses:
• Add one extra atlack per melee.
• Add + I to initiative.
• Add + I to strike.

Spin at Extraordinary Speed
This is the ability to spin Ijke a tOp, at incredible speeds.

1. Spin SeU At Extraordinary Speed
Spinning Speed: 220 mph (353 kIn), plus 20 mph (32 km) PC'
level of experience.
Traveling/running Speed: 100 mph (160 km), plus 10 mph (16
km) per level of c:xperiel\Ce.
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The character can spin himself at high velocity. bUI no ground
friction is caused because the character is actually riding on a
small cushion of air.

2. DeDen Projectile and Gas Attacks While Spinning
Rang" Self
Duration: COOS[afl( while spinning.

While spinning. the character is impervious to bullets, thrown
weapons (knives, shurikcns. arrows, etc.), and all gas attacks.
Any projectiles or gases are blown off course by the high velocity
winds caused by the super being's spinning ability. There is a
30% chance of a projectile or gas attack meant for the character
being deflected and hitting a comnKle or an innocem bystander.
Psionics, magic, and energy attacks arc not deflected and do
full damage.

3. Create and Cootrol Mini-Tornados
Range: loon (30.5 m) plus 20 ft (6 m) per level ofexperience
Duration: One full melee (15 seconds).
Attacks Per Melee: The creation of a typical mini-Iomlluu's
counl~ as three melet: action~anacks.

'The super being creates lht: tiny tOl"nadocs by spinning in one
spot for one melee (15 seconds), stops. and sends the swirling
gust of wind forward rowards a target. 1ne direction and move
ment of the tornado can be controlled while the creator concen
trates on it, but he cannot perform any other melee actions/attacks
if he is directing the tornado. It disappears in 15 seconds.

One mini-tornado is strong enough to pick up. hurl, or knock
down a man or as much as 300 Ibs (I 35 kg). Anyone caught by
a mini-twister is completely helpless while in the tornado (no
anacks). When the tornado stops/disappears, the individual is
dropped to the ground and is diz.zy and di50riented for ID4
melees (-2 on initiative, -2 to strike, parry. and dodge and
speed is half - legs are wobbly). Counts as three melee actions!
attacks.

1be tornado can also be used to pick somebody up and slam
them into a wall or other solid object. inflicting bD6 damage.
This is an instant attack and counts as two melee attacks.

4.•'Iing Fusillade of Small Debris While Spinning
WanJ(e: 100 ft (30.5 m) radius.
Damage: ID6 and temporarily obscures vision.
Attacks Per Melee: Uses all melee anacks - must be sustained
f~ the entire melee.
Bonus: Automatic Strike.

This power enables the character to use his spining vortex to
pick up and hurl pebblcs, sand, dirt, dust, paper and garbage.
Unfonunately, Ihis ability docs not allow for accurate aiming or
.'lel~ctive targeting. Both friends and foes will be peppered by
the nying debris and tiny particles. Characters without a protec
live fliCC r.;overing (eyes, nose and mouUt) will have difficulty
seeing or speaking because the plU1icJes ny in their face. Victims
are -4 on initilitive and -4 to strike, parry and dodge, as well
as suffer minor 106 damlige.

S. TunneJin2 AbUity
Range: 40 n(12.2 m), piUS 10 ft (3 m) perlevd ofexperiencc.

The supcr being ha.c; !he ability to tunnel through 50ft earth
or sand by spinning at high speeds, like a drill. 11le friction
eaused by the character's passage superheats and tightly packs
the sides of the tunnel. preventing an accidental collapse. The
tunnel's dcpth will be the same a!:i the character's height. For

every JO n (3 m) of tunneling, the character has a 30% chance
of striking a large rocklboulder. tree roots, metal piping, and/or
chunks of concrete, causing 306 damage to himself.

6. Spirming Airborne Usps
The character can cn:ate enough velocity to take-ofT into the

air and leap/fling himself 10 feet (3 m) per level of experience
into the air and 20 feet (6 m) per level of experience lengthwise.
With prnctice, the height lind distance can be controlled as the
spinner desireni.

7. 360 Degree Vision While Spinning
Range: Self; equal to normal vision.
Duration: Constant
Bonu.~: + 3 on initiative. + I to parry, +2 to dodge.

While !!ipinning. the cbantcter can clearly see in a1tdiroctions
ar ooce.

8. Other Abilities and Bonuses
• Sense of Blllllnce - 88%
• Add one (1) extm .mack per melee

• + 1 to strike
• +6 damage while spinning only
• Add ID6 to P.E. Attribute
• Add +20 to S.D.C.

33



-

Organizations By Erick Wujcik and Kevin Siembieda

1

Designing Player
& NPC Organizations

When it comes 10 the game of super villainy, international
espionage. and secret operatives (heroes and villains), one of
the player character's IDO!>t powerful resources may not be his
super ability. bionics. or gun. but the character's base of oper
alion or secret organization. Secrecy, for many reasons, can be
a tTitical factor for th~ mell and women behind the mask. Many
have eSl.ablished secret hideouts and/or a base of operation. while
Olhers have created or joined a much larger organization with
other super beings and many agents and resourcc~.

Secret agencies come in all ~j7.CS, ranging from the:. om:l-Illiln

oulfits over the comer laundromat. to the worldwide organiza
tions of inrcmationa.l importOUK.'t:. Of COUN>C. not all super villain)
or heroes are affiliated with, or~ members of. an organi7..ation.
On the other hand. a significant number(3O%) have either created
or joined forces wim a secret organization. Many independent
villains will find memselves selling their unique services to crim·
inal. espionage. government. or private organizations. which
means they may be affiliated with different agencies and. from
time to time. may be ahle to utilize their facilities and resources.

lbe following rules are based on Erick Wujcik's excellent
method for designing spy agencies as found in me pages of
Rerised Ninjas & Superspies. lbc basic agency rllJ~s are un
changed, with only a few spedfic modifications and additions
for creating an organi7..ation for super powered characters. 1be
game master can nmdomly roll-up bulb player and non-player
agencies easily. Just roll ID6 for each category. The GM can
also feel free to modify any of the results so that the agency
will fit wdl into thc rest of the campaign world.

Creating an Agency
or Secret Organization

Group Participation in Agency Design -----

If the organization is an existing one. the Game Master can
create it all hy himself. At his option, he may include the players
in thc creation process. If the GM is creating a specific organi
zation as H Non-Player Chann::ter (NPC). the players un: not
likely to be pan of the creation process, even though they may
be employed hy that agency.

However, a group of player heroes or villains can put together
their own agency by using the point :.ystem that follows. This
saves the GM time and K5SUre5 the playen that their agency is
exactly what they want it to be. However, players must lint
consult wim the Game Master to get his approval. GMs should
try to be accommodating but nnt to the point of unbalancing the
game or his plans for adventure. This means that players may
not be able 10 randomly roll or select from all thc pote.ntially
available organiz.ations. The type and size of the agency may
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be limited by the GM and the financial resources of the charac
ters. Unless thc group is hooking up with an eSlablishcd organl
7..3.tion, they are very unlikely to have the money or manpower
to establish and maintain a large national or international organi
zation. Players should try to be understanding and cooperative.
This means mat most playerorganizalions are likely to be limited
to the selection of agencies numbers I, 2, 3 and 4.

If the group designs the agency it should be by consensus,
wilb evcry~nt agreeing to the way the points are distributed.
The exact number of points available depends on the type of
agency. Here are the six basic types:

Step One:
The Size and Orientation-----

To detemUnt: which one iJO right for your partiGular game, the
GM and players should talk about what type of advent~ they
can expect to be involved in. Game Masten should pay anention
to the players' goals and needs, because unlike real life. you
can mold the agency around those needs. Also use logic. If the
chardclers want a lot of freedom. and desire to be their own
boss. they are likely to be a pan of a smaller outfit; numbers
1-3. If they are very secretive men number 3 may be the most
appropriate. The bigger agencies. numbers 4. 3 and 6. offer
great n:sources. but may also mean answering to bosses. super
visors. and a host of administrators. as well as following company
rulC$ and dealing with interpersonal relationships and conflicts
with co-worken.

The game master can easily roll up both player and non-player
agencies hy the rmdomlQuick roll method. JUSt roll ID6 for
each category. The GM I.:an also feel free ro modify any of the
results so the resulting agency will fit well into the rest of the
campaign world. Otherwise, the game mastcr or players can
selt'ct the ugern:y that best suits thl'm und design away.

Note: 11le points listed under each category is the total avail·
able points for all the different agency features. Even with 500
points. selecting agency fearures can be difftcult. If no poinlS
arc spenl on a particular fearure (A through R). then the agency
automatically has the worst level , leve:! I (None), in that feature.

I. Small.time Gang or Private Agency. This is a very small
organization seldom cXl.:ccding more than a dozen personnel,
induding superhumans. These agencies usually run on a. shoes
tring and will have very fcw resources and even less political
power (virtually none). 30 POINTS are available. plus an addi
tionall0 POlNTS forthe hideoulS aoolO POINTS forresean:h.

Note: lbe additional 10 points mUJOt be applied only to those
specifie features. Additional poinlS can be spent from the gcncntl
point pool. Organization dc:signen can speod the general points
(in this case, 50) when:ver they desire.

2. Crime Gang or Crime Ru.'iting Agency. Typically, a local
operation (limited to one or two gcographic locations) dedicated
to criminal activity of all kinds. Crirm:S are likely to indude
robbery, kidnapping, baltcry, protection. destruction of property.



extortion, and can include murder. Although a small outfit, this
group may have over two dozen employees. in addition to super
villains.

If heroes, this would be a crime buster ageDcy. An organi
7.ation dedicated to fighting super villains, criminals and evil in
all its forms. Like the criminal gang. these heroes probably
operate in one or two ltI-pecific geographic areas (i.e.• a panicular
city, state or province).

'These organi7.atinn are sometimes funded by wealthy patrons
and/or private corporarions. Of course the sponsor(s) mayexpeer
the members of the organization to give their needs and desires
priority consideration or withdraw their support. Although these
groups can be quite formidable, they are. generally. given low
anemion and have little political powcr. 90 POINTS are availa
ble, plus add an additional 10 POINTS for equipment and IU
POINTS for the vehicle features.

3. Secret Club or Society. 'I'his is an organization that typi
cally has one lar8c central oflice and local members, but also
ha.~ mcmben. asSOCi'llt:S, and supporters sc.anert:d throughoul
the country (occasionally international). These organizations are
almost always seCl'Ct and privately fundelJ un<ltor co-financcd
through word of mouth marketing of their special services,
abilities. or goals.

Typically. secret societies will have a core group or founding
members composed of people related in body or ideals, such as
being predominately mutants, or alien, or cyborgs, or all believe
that mutants are evil and must be exterminated, or the government
is weak so they will be the secret manipulators. etc. Some of
these groups can acquire a frigh~ning amounl of political power.
145 POINTS are avllihtble, plus 10 POINTS for internal security.
10 POINTS for external infiltration (typically government and
law enforcement agencies). and 10 POJ.NTS for the budget
categories.

4. Super Agency. If a criminal organization. this group is
involved in major crimes. terrorism and activities thai can affect
or endanger thousands of lives. enti~ cities. and occasionally,
the world. Their crimes are bold. always grab media Ilttentinn
and net them millions of dollars in cash, information or equip
ment. All key operatives will be powerful and farTlQus supc:r
vill.uns and evcn low level ilIK.I new 3gent'i are likely to htlve
some degree of extraordinary abilities. They will typically have
agents, spies and freelancers scattered throughout the country
and the largest may even have a fcw international connections.
1bcsc groups seldom have significant political power.

Champions of good will be super heroes of renown, dedicated
to fighting powerful super villains and villain organi7..a.tions. 200
POINTS are available, plus 10 POINTS for outfits.

5. Super Network. The player characters' main enemies arc
other beings with extraordinary powers and powerful organiza
tinns and governmcnts, The organization is generously funded
Ilfld equipped. 300 POLNTS &:re available plus 20 for mililat)'
power or budgct.

6. Mega-organlzatlon. An agency of this size and power
indicates that the role-playing world is eJ[tremely dangerous.
1bc group is powerful, with supcrhumans as their elite force
and an army of well equipped and well trained onlinary men
and women. 1bese fiends can have their hands in everything:
blackmail, sabotage. multi-million dollar thefts. gun running,
drugs. lI....sassination. murder, terrnris;m. and worse. Power and

3S

wealth are the typical motivations behind this group's members.
1be resource of these rare mega-organizations can be the equi
valent of some entire countries. 500 POlNTS are available: plus
20 for internal security and 20 for budget.

Non-military or super powerrd agencies are sltUetured a bit
differently. but still fit the general size and avaihtblc points for
the agencies listcd. though they are not likely to have any (or
many) "known" superhumans working for them. Here are some
basic comparisons in regards 10 point allocation. A small news
agency is roughly equivalent to #3, a large news agency is equal
10 #4. network T.V. is equal to #S plus 100 POINTS. a large
university #5, police force #4. lab orrcscarch facility sponsored
by a large university #3 or #4, small independent lab or research
facility #2. a large private detective agency 114. a medium
private detective agcncy #3 or police Slation, and 3. small private
detectiveagtncy #1 or #2. The F.B.I. andC.I.A. are both #6,

Note: Give an additional 10 POrN;TS io all non-superhuman
agencies or a mudilic:ation bonus of5 ('If 10 point... when ncccssary
or desired.

Step Two:
Agency Features --------

A. Outfits
The standard clothing issued by the agency to its members.

Replacement of any agency issued outfits is automatic.

1. None. The characters are responsible for their own clothing.
No replacements ofany kind are available. Agency Cost: None

2. Utility Oulfits. 'The agency has a standard unifonn for all
its employees. This is typicaUy a one-piece coverall, with insig.
nia pate~ and shoes also providcc.l free. The agency has plenty
of replacements. in standard si7.e5, and also provides free laundry
servia:. Agency Cost: 2 Points

3. Open Wardrobe. A comple~ range of civilian clothes,
including disguises and foreign uniforms, is available to any
agent of the organization. Quality is comparable to the stuff
found in a discount departmenr slCl~ or in a cheap mail-order
catalog. Agency eml: 5 Points

4. Specially Clolhing. Standard annor. protective clothing,
pilot outfits, SCUBA gear. plus any other st3ndard outfit'i, ace
available. In addition, the civilian clothing is fairly classy. equi
valent to what's available in expensive clothing stores. Agency
Cost: 10 Points

5. Gimmkk CkKhing. A fuU range of clothes, including
standard armor. plus lip to $10,000 per outfit for clothing Gim
micks. The quality is high-fashion, with designer labels in the
very latest styles. Asency Cost: 30 Points

6. Unlimited CloLhing. TIle agency offel'lltny and all clothing
Gimmicks for any standard clothing, uniforms or specially out
fib. Any quality level is availahle, and the world's top designers
lire (In call to specially makc appropriate outfit... for any agenl.
Agency Cost 50 Points

B. Equipment
This describes all the equipment and supplies: provided free

of charge by the agency. Replacement of any lost or damaged,
agency-issued equipment is automatic.

SPECIA.L NOTE: Unlike other categories, it is possible to
pay points 10 combine several of the foUowing featured eqUip-



ments. For example: by spending 15 Points. an agency would
provide both Ninja (#3) and Electronic (#4) equipment as de
scribed below.

I. None. The characters are responsible for buying and replac·
ing their own equipment. Agency Cost: None

2. Cheap Gear. Each character has up to $500 wonh of
equipment available for each mission. N()(c thKt replacement
costs. al the completion of a mission. are subtracted from the
amount available for the next mission. Agency Cost 2 Poinl~

3. Ninja Equipment. An unlimiled ttmount of Ninja and
Martial Arts equipment is available. Agency Cost 5 Points

4. Electronic Supplies. Up to 55,000 worth of sensory and
communications equipmenl is available for cltch agent. No other
equipment is available. Agency Cost: 10 Points

S. Gimmicked Equipment. Each agenl has a budgel of
530,000 for any and all equipment issued at anyone time.
Replacement of losl or damaged equipment is automatic. bul
the tOlal amount of agency supplied equipment can never exceed
$30.000. Agency Cost: 30 Points

6. Unlimited Equipment. Characten. can take any equipment.
with any gimmicks included. without a budget limit. Note that
this docs not include clothing or weapons. Re4ue~ts around half
a million dollm or more may be subject to review and final
approval. Agency Cost: 50 Points

c. Weapons
'Ibis includes all the weapons issued from the agency'sarmory.

Any ageDCy-issued weapons (,."(Jme with an unlimited supply of
ammunition. Any expended ammo or damaged weapons are
replaced automatically.

I. None. l1le characters mu.~t buy their own weapons and
ammunilion. No automa.lic replacemem. Agency Cost: None

2. Ammunition. The agency provides ammunition for
weapons supplied by the characters. Agency Cost: 2 Points

3. Armed Agents. Each agent is issued two (2) conventional
weapons. with a maximum value of $1.500. Ammunition is
provided free. Agency Cost: 5 Poinl<;

4. Ninja Wellpon.~. Any and all Ninja, martial arts, ancient
and stealth weapons arc provided. This includes sword.~, bows.
lopem and thc like. May include gimmick weapons and ammun
ition like explo!tiveltrick arrows, sling!thot pellets and so fonh.
Agency CO!tl: 5 PoinlS

S. The Arsenal. Each agent is allowed tochoosc up to 550,000
worth of conventional weapons aJK.! up to $500,000 wt.nth of
gimmick or energy weupons (lasers. etc.), with all appropriate
ammunition included. Agency Cost: 30 Poinls

6. Unlimited Weapons. Characters belonging to the agency
can take any and all convemional weapons. energy weapons,
gimmick weapons, and explosives as Lhey are needed; may he
limited by assignment Minor bionic and cybernetic impillflls
and disguises are also available (see Heroes Unlimited and
Ninja... & Superspi~s). Agency COSI: 50 Poin~

D. Bionics & Robotics
Uiorucs includes all the bionic and cybernetic implanl~, giz

IIlOS. disguises, weapons. limbs, intcmal organs. body armor,
aJK.! reconstruction as presented in Heroes Unlimited and inj:.s
& Superspies.

Robolics offers the various types of robol constrUctions. both
drones and intelligent, as foond in Heroes Unlimited.

I. None. 1be characteni have NO access to bionics or robotics.
Must buy or steal and modify any robots on their own. No
automatic replacement of robots, parts, or bionic devices.
Agency Cost: None

2. Basic Systems. The agency provides one person, other
than possible player characters, who has a fair underslanding
about cybernetics and robolS. The mcmben> of lhis agency are
able [0 reeogni.re bionic pariS and how they worle Very simple
bionic implants can be removed, repaired, and installed, but
installing artificial limbs, organs. or major operations are impos
sible. Similarly, the agency understands the basics behind robots
and artificial intelligence and can perfonn minor reRairs and
reprogramming of basic robot syslems. Must buy or steal and
modify any robots, robot pans, or bionic implants. but can
modify and install basic systems and featu~. No automatic
replacement of robots. parts, or bionic devices. Agency Cost:
10 PointS

3. Cybl'r Agents. This organi7.3tioo ha.~ a lcnowledge and
access to cybernetic technology and sy:su:rns, ahhough limited.
Qualified agent.. can receive three (3) bionic implants. 1bese
include bionic features for the ear. and eye. eye weapons, sen
sors, lung, and throat implants from I-It:n.M:S Unlimited and any
of the cyber implants from Ninjas & Superspies. Bionic organs
arc also available to agents who are seriously injured. however.
bionic reconstruction, Ijmbs, weapons. and armor ItfC NOT av
ailable.

Only the type 3 (exoskeleton) robot can be built and given to
operative.,. No other robots are available, unless they a~ pW'Ch
ased or stolen. TIle emphasis of thb organil.ation is human au
gmenlation, not robotics. The annual budget is limited to
ID6 X 10 million dollars, which limits the rn:ation of new eyber
agents and may affect the availability of bionic parts, feature.~,

implants and exoskeletons. Agency Cost: 25 Points

4. Robot AlRnal. Type one, two and three robots can be
constrUcted. repaired, and modified by this agency. The only
limitation is money for pmduction. The annual budgct is
304 X 10 million dollars, which limits Ihe total number of
finished robot Iypes and features available, in addition to robot
player characters. Agency Cosl:35 Point...

S. The Bionic Arsenal. Full bionic reconstruction, features,
and implant." are available as found in Heroes Unlimited and
Ninjas & Superspie5, although limited to special agents and
for the restor.ttion of .serioosly injured and valuable openrives.
30% of the organi7..ation's operalives will have one 10 four bionic
impliu'lts. weapons or disguises. 20% will have a bionic limb or
two and that limb will have lhree special fealures or weapons,
plus the agent can have one additional bionic implant or feature.
Furthennore, 10% oftheoperalives will havc major bionic recon
strul.:tion, with a b\.dget (If 7.2 million. Repairs, replacements,
ammunition, ttdditional features (if proven worthy), and body
armor are available upon approval. The annual budgel is
SD4 X 10 million. Agency Cost: 50 I~oinls

6. Unlimited Robotics :.tnd 8ionk!. Characters belonging to
the agency can receive any number of bionic implanl~, organs
and m:onstrUction. subject 10 approval from the organizalion's
leaders. TypicaUy, only valuable and experienced agents are
bristling with bionic fealures ur given powerful bionic bodies.
However. as many as 50% of the agents will have ID4 bionic
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implants/features. Robots can include all four types, but lhe most
common are type one and two. Repairs, replacements, and am
munition are automatic and supplied quick.ly. See Heroes Unli·
mited and Ninjas & Superspies for the full range of available
systems. Agency Cost: 60 Points

E. Vebic)es
Transportation provided by Ute agency 10 the characters. Also

includes infonnation on the agency's fleet of vehicles.

I. None. Can you run? Ay? Swim? We sure hope so, because
you"re nOl going to gel any kind of ride from the agency. Agency
Cost: Nom;

2. Puhlic Transportation. The agency hal. no vehicles of its
own and send... all agents out via commercial transit facilities.
In other words, lhe characters can lake huse.... regularly scheduled
airlil'lCS, lnIins and ships. It's also possible for the charncters to
hire: taxic.abs and rent vehkleli. but they have lO use their own
flWlley and will be reimbtmed only if Ute proper nxeipts and
paper wort are IUrnc:d in. A n!:nl£d vchic1edcstroyed by an agent
will be paid for by the ugent:y, bul may result in a reduction in
!MY, ~in~ prohibited the use of rented vehicles Itgain or II desk
job (reserved for reckless repeal offenders). Agency Cost: 3
Point.;

3. Fled Vehicles. The agency maintains II fleet of standard,
unmodified vehicles. Small cars, mini·vans, smail bollis and
small aircraft arc available. All vehicles arc the most common
and cheapest kind available. Agency Cost: 10 Points

4. Spy Cars. Aside from an unlimilcd selection of unmodified
vehicles (valued at $20.000-$30,000), each agent hIlS 58:5,000
available for customizing or upgrading his or her own vehicle,
including limited !iuper vehicle featur~ (see Heroes Unlimited.
pages 80-87, for features). The vehicles are of high quality, but
are limited to standard production line versions. Agency Cost:
2:5 Points

5. Specialty Vehicles. Unmodified ground and air vehicles
are available in unlimited quantity and can be fairly expen!'>ive.
ConventionAl. new mndel sport'i cars. luxury can. airplanes and
helicoptc~ arc also available. Each agent's special car may have
up 10 .~500,OOO wnnh nf modifications, gimmid.s aJld super
feut~ (see lIerotti Unlimited, page!'> RO-R7, for super vehicle
fcatur'C!\). Agency Cost: 40 Points

6. Unlimited lind Super Vehicles. Any t'xisting vehick is
available, including rare and cxpensive models (rlltake a 1928
Ducsenhe'l:, Model 51.) and aircraft. Special QlXratives can also
receivc one super vehicle with Ii budget of 12 million dullars,
or opt for two or three super vehicles constl'Ucted from a total
budget of 12 million (see Heroes Unlimited, page n & 16.
and pages 8O-R7). GnlUOO and air vehicles are available. Agency
Cost: 60 Points

F. Communications
This is II mea!'>urt or how good the communications network

and devices are in the agency.

I. None. Characters must use public phones and pay fOt all
calls out of their own pockets. Agency Cost.: None

2. Basic Servl«. The agency h3.-'ii telephones. two-way radios
(walkiNalkies) and uses regular mail servk-e. No scrambler or
bog detectors available. Agency Cust: 2 PuinlS
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3. Secured Service. All the agency's telephones and radios
are equipped with scramblers. Imponant messages go by bonded,
private courier and armored trock services. Agency Cost: 10
Points

4. Computerized. A computer network links up the various
offices of the agency with the central HQ. In addition. all radio
and telephone communications have SOphisticated computer
scrambling available. Special private couriers and armored truck
services are also used. Agency Cost: 15 Points

5. Satellite Network. Instant communications anywhere in
the world is provided through a system of ground·based, micro
wave transmitters and satellite relay stations. Each and every
individual agent is wired with It scrambled, private signal chan
nel. Computcr nClworks and other sophisticated services arc
employed. Agency Cost:30 Points .

6. Unlimited Communications. The agency has a private
wellite network with 12 dedicated satellites covering the globe,
it.. own private telephone netwnrk, and a pri;ate mail C'"oIfI'ier
sySlem. Plus a worldwide data netWuB. serviced by a ~uperrom

puter at each main 110. A eoc COM: 50 Points

G. Offices, Hideouts, and Distribution
1u~1 how widc!'>prcad arc thc nffice~ and personnel of the

organization?

1. Nonc. All agency personnel, including the director, work
out of their homes. There are no real offices connected with the
agency. ID4 abandoned buildings lIJ'e known and used as tem
porary hideouts, as wen as the homes of friends and fellow
agents. Agency Cost; None

2. Urban. AJI the agency's offices an; crowded into one
building in one city. No remote offices. 206 abandoned buildings
are known and u!'oed a.. tempnrary hideouts. Four speciaJ "safe
houses" have been established as hideouts; two in the city and
two in the country. AU are small. accommodating four to six
individuals comfortably, and have aJI the common appliances
ltnd fltCilities one would find in a home. Special items include
$600 dollars in cash, first-aid k.it, two 9 mm pistols and 12 clips
tlf ammunitiOn, a two week. supply of food for four and an old,
bUl reliable clunker of a car. A cnc Cost: 5 Points

J. NatioD.ll1. The agcnt=y has offices aJld field agenlll in only
one country. An office is located in every major city of that
country, with field agents in every medium-sized community.
Each major city also has two "safe houses" (same as described
in #2. except that there can be S6000 worth of additional special
items, whether it be plane tickets, wanln>be, metal security
doors, aJann, weapons, orequipment). 204 abandoned building
are also known and used in each city as temporary hideouts.
Agency Cost: 15 Points

4. RrglonaJ. The agency has an orfice in all the large cities
ur its own counuy. and in All the major cities or neighboring
countrie~. field agents cover all :stclltcgic areas In the home
country and in any bordering countries. Each key city bas four
"safe houses" (SlUlle as described in #3) secondary locations
have only nne. Agency Cost: 25 Jloints

S. InternaUonaJ. Agency maintains a major office in every
major city in the: world and has field agents in every capital city,
and in most strategic locations. Each key cily of operation has
five sare houses identical to #2 with the exception of $25.000
worth nr additional special items. Agency Cost.: 35 Points
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6. Ubiquitous. Every city in lhe world has an office or a field
agent representing the agency. This agency is everywhere. with
their people covering every population center of 50.000 or more.
Key areas of operation have ten "safe houses"lhideouts identical
to #5. plus one super hideout, usually subterranean. and three
million dollars wonh of special features, which can include
armed guards, robot guard, energy weapon defense system, an
entire arsenal, energy weapons. severnl vehicles. jet packs. exos
kelelon. fellow agent assistants. medical facility, laboralOry. and
so on. Agency Cost: 50 Points

H. Military Power
1bc amount of military force rnat the agency can command

directly. Note that directly means just that, the agency elln order
around the unit wilhoUi needing pcnnission or aUlhori1..atinn from
any other soun:e.

1. None. The agency's main sceurity force i!t colnposcd of
it.. "own" ugents, No additional suppor1 is available. Ageocy
Cm.1: None

2. St."t'urily Guard!;. A few hirW S<eCllriry guard". with revol
yers, arc all the agency has. Agency Cost: 5 PointS

3. Militia. 'Ibe agency can call directly on a 150 man force
of national guurtlslI1en. They have au.:ess to ~1;Hld3rd military
weapons and equipment. Agency Cost: 15 Points

4. Private Army. A small unil of200experie.occd mercenaries
and combat veterans. 1bey come complete with weapons and
equipment. Constantly on dury and ready to be mobilized.

If lhe bionic feature is pan of Ihis agency then 20% will have
bionic implants and 10% will be full conversion cyborgs. If the
robot feature wa... laken. thell .5% will have basic exoskelelons.
5% will be type one rohol." and 2% ltfC type two robots. Agcn<.:y
Cost: 30 Points

5. Strike Fora:. One of the I.:ountry·s commando battalions,
with up to 450 soldiers, is ready (0 be airlifted to anywhere in
the world at a moment's notice. Includes infantry weapons. eight
huiks, and four artillery picees, plus three armed helicopters.

If thc biunic feanJre is part of this agency then 20% will havc
bionic implants and 10% will be full conversion cyborgs. If the
robor feature was ltlken, then 5% will h,we ha~ic exoskeletons,
5% will he type une rohot... and 2% are type IWO mbots. Ageocy
Cost: 40 Points

6. MMjur Strategic Force. The agcncy directly command~ a
5,000 soldier force cumplete with vehicles, aircraft. artillery lind

shipping.

If the bionic feature is part of this agency then 20% will have
hiunic: implants lind 10% will be full convcrsion cyborgs. If the
mlxJl. fc:ature WIiS tuken. then 10% will have basic exoskeletons,
5% will be type one Roots and 5% are type two robots. Agency
Cost: 50 ~Iints

I. Super Powered Operatives
Does Ihe agency employ any superhumans, other than the

player charactcrs?

I. None. The agency's main security force is eomposed of
its "own" agents. No additional super support is available.
Agency Cmt: None

2. Freelance. A!t many as fOtlf, known super beings who
possess few or comparatively insignificant super abilitie", magic
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or psionic powe.rs. or special training, or who arc low level (lsi
and 2nd level) ~ infrequently hired for special assignments or
for prot:tction (can include characters from Beyond the Super
natural ). Reasonable fees. Agency Cost: JO Points

3. A rew Regulars. The agency has as many as five superhu·
mans. hardware or special training agents on staff. However.
these agent:- typit;aJly have comparalively minor psionic or super
abilities. or an: low level (1st to 4th), which means they are nOI
too expensive to keell on ~taff. Agency Cost: 20 Points

4. Super Strike For«. An elite team of six to eight super
powered trouble-shooters. Can be either frtt.laoce or full-time:
employeeJi, but all are tough, experienced (typically 5th to 10th
leven, and possess formidable powers (can include any super
category: alien. cyborg, robot, mulatll. psionic, elc.). Agel\CY
Cost: 40 Points

S. Super Army. This organization actively recruits superhu
mlln individuals of a like mind. A small unit of 60 cxp::rienced,
mercenary superhurnans (mutant anirrnds, mutant humans,
psionics, cyhorgs. etc.) arc constantly on duty and ready to be
mobilized. 80% of the force will have, comparalively, minor
pOwers. like mutant animals. manial artists. minor psionics,
minor bionics, etc., and/or lack experience (first and second
leye!). However, 20% compose an incredibly powerful, experi
enced, super-strike force that leads the anny (average level (If
experience is 5th to 10th level). All come complete with weapons
and equipment. Agency Cost 50 Points

6. Major Foret:. Similar 10 #5, except that the anny has 140
membe~ and 2.5% possess formidable powers and experience.
Agency CO!it: 70 Points
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J. Sponsorship
Exactly who is controlling the agency, providing them with

their leade~hip and their real source of funds?

I. Secret. The player character agents have no idea who is
really behind (he organization or what hidden Illotives there
might be in their assjgnment~. Agency Cosl: None

2. Military. The ag~ocy is run by a unit of the military that
is specifically concemed with military goals. Spying on enemy
armies. stealing miliwy secrets, and national security are always
top priorities. Agency Cost: 4 Points.

3. Private Industry. The agency was set up by a private
company that expeclll the organization to show a profit. Industrial
espionage i~ important. itS well as gaining inronnation on inter
national lrade. May also offer its services (agents) fl)T hire.
Agency Cost 6 Points

4. GovtrnmeDI. This kind of agency is sponsored by an
official government and is covered by the government's legal
framework. The group's empha..o;is can range frum fighting crime
to internal security (ferrc.ting oullTlole~ and uaitors in government
dcpanments). (t) external investigatiun (illlcrnational spying).
Agency Cost: 10 Points

S. International Organization. Sponsored by all inlernational
body, the agency is free to set ils own policies and to wage war
againsl inlemationally distributed octworks of criminal activity
and terrorism. Agcncy Cost: 20 Poinls

6. Agent Sponsored. The agenls themselves CQnlIOl the
agency. and can set policy and choose whatever goals they like.
Agency Cost: 50 Points

K. Special Budget
Reveals the money Ilvailable, not for regular operating cools,

bUI for any kind of special projects. In other words, how much
money is available to "fronl" an opcllltion. For example. if the
agents are ready to uap some drug dealers. this would determine
just how much cash the agency could afford to risk.

1. None. No money available for any special projects. Agency
Cost: None

2. Nickels and Dimes. Up to $5.000 or even $10.000 is
available for any one operation. But it bener be a success! Agency
Cost: 5 roinls

3. Small P"tlIloes. Agency can dig up S5O.000. Agency Cost:
15 Poinls

4.Large Loans. Agency has up to $1.000,000 to kick inlO
any impon:mt mission. Agency Cost: 25 Poinls

5. Big Bucks. Agency can get up to $100 million. Agency

Cost: 35 PoinlS

6. Mega Bucks. Agency has up toSS billion available. Agency
Cost: 50 Points

L. Administrative Control
This determines jusl how mueh freedum lhe agems have.

I. Ri2id Laws. All agems must alwl.lys abide by the lener of
the law or face prison. Agency Cosl: None

2. Loose Laws. Agents can get away with minor violations
(traffic offenses. littering) but must Ilvoid committing any serious
offenses. like kidnapping, murder. assault, blackmail. etc.
Agency Cost 5 Points
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3. Free Hand. Characters are free to break most laws in the
pursuit of official agency goals. StiJlliable for damages (can be
sued) and will be held accountable for any accidental deaths.
Agency Cost: 15 Points

4. Agem.:y Prol.ecUon. The agents will be protected by the
agency at all costs, shielded from any legal suits or prosecution.
Agency Cost: 25 Points

S. License 10 Kill. Each agent is specifically authorized 10
break any and all laws in the execution of their duty. Murder.
assassination, theft and illegal interrogation are all allowed.
Agency Cost: 35 Points

6. Above the Law. The agency is given authority above the
laws of it... COuntry. Agents can do anything they wish. NO[
possible in the U. S.• or most Western democracies, but definitely
an option in communist. masl oriental and third world countrieS.
Agency Cost: 50 Points

M. Internal Security
This is the level of internal infiJtrdtiol'l that !he agency is

vulnerahle to. Note !.hill this is the only thing thill prevent" ~pies

fmm already having been placed in !.he organization. It varies
u~~ontiTl3 10 the agency's sc:clJtity mea.~ures. enemy agent..,
moles, "tumed" employees. and other unreliables can only be
prevented with high levels of internal security.

1. None. No security. Anyone can walk in or out. and employ.
ees are not screened or given security background checks. 25%
chance of each and every employee being an infiltrator.~
Cost: None

2. Lax. A security guard al each entmnee checks visitors in
and out. Identification is simply primed and signed (no pictures
or fmgcrprints). 15% chance of each employee being an infil
trator. Agency Cost: 5 Points

3. TIght. Alert security guards, electronic aJanns. and elec
uonic picture J.D. cards are all part of the agency's security
system. A rigid check of prospective employees reduces the
chance of infiltrators to 10%. Agency Cost: 10 PoinlS

4. Iron-Clad. Every entrance and exit is under conslant video
monitoring. Everyone entering is ehecked for correct finger
prinlS, and signatures. subjected to a metal detector and must
be personally recognized. Only a 5~ chance of finding a mole
in any offICe. Agency Cost.; 25 PointS

S. Paranoid. Everybody entering is strip searched. and no
one can 50 much as enler a bathroom withoul surveillance. Mul
liplc checkpoints and constant personnel check.ing reduce infilt
rations to less lhan a 3% chance in each office. Agency Cost:
30 Points

6. Impregnable. An insanely complicated bal'Tll.ge of tests.
signs and countersigns. searches, and (choose nne) either X-ray
Checking (comparing skelelonldenral patterns to make positive
£0). Retinal Scans, or Biochemical (checking It person's blood
type and genetic markers for positive identification) for each
and every person entering any office of the agency. Only a 1%
chance of an infiltrator being found anywhere in the agency.
Agency Cost: 50 PoinlS

N. External Infiltration
A measure of bow well the player characters' agency has

infiltnated and corrupted enemy organizations. There are even



attempts at infiltrating friendly or allied agencies Gust in ca.<oe).
An important side benefit of e~ternal infiltration is that captured
characters may be provided with "accidental" opportunities to
escape by friendly infiltr.llors.

I. None. 1bc agency has no infiltrations. Agency Cost: None

2. Rare Minor TraJtor. Tbe agency occasionally managc.~

to pay of( some low ranking persons in other organizations.
These are usually janitors. clerks or technicianl> who rarely have
any idea of what is really happening where they work. Ar besl,
they can give clues. 10%' chance in each office uf each enemy
agency. Agency CO~[; 5 Points

3. Information Source. A critical person who is privy to lhe
enemy agency's secret cummunications is a.n age", of the group's
agency. Thi~ agent is usually a secrelary or cummunicalions
officer who sees about half of all the secret messages. A 12%
chance of an agent in each major office of each enemy agency.
Agency Cost: 10 Points

... Genenl lnfiIlnltion. The agency has placed infiltrators
;uk.! moles throughout the encmy agency's sltUcture. There is a
5% c-hance thai e;tl,;h employee of each enemy 3gency is working
wilh the player characters. ~nc Cost: 2.5 Points

S. Blanket Infiltn,liun. Every enemy agent encountered is
5% likely to be s«:retly wurking for Ihe group's agency. Agency
Cost: 35 Points

6. Major infiltration. Not only is the structure of all enemy
organizations filled with infonners. bur the acrual leadership of
Ihe opposition has at least one mole among them. Of course.
this mole can only be used once, so it's likely lhat beJshe will
not be e~posed for anything short of global catastrophe. Agency
Cost: 50 Points

O. Research and Information Gathering
1be available resources and method.~ of collecting. collsting.

storing, and acce...sing infonnation.

1. None. The characters are responsible for buying Iheir own
books. newspapers. computers, reeordingequipment, and paying
for research/information facilities. They must do their own fOOl
work 31 libraries, etc. Agenl,;y Cost: None

2. Cheap Resources. Each l,;haracter has up to $2000 worth
of computer equipment. as well as a TV, VCR, police band
radio. and commercial radio. The agency has 104 national and
one international clipping service. NOIe lhat replacement costs.
at the completion of a mission, are often subtracted (rom the:
amounl available for the next mission if the equipment is de
stroyed. Serve yourself. Agency COSt: 2 Point

3. Good Connections. TIle agency ha.\ 5 I0.000 worth of
computer equipment. two modems, is on line will) a dozen
national and inlcmational compurer networks. a scure ofClipping
services. both national and international (with t D4 staff sorting
and updating dala), amI ha.~ a source at 106 major newspapers.
allowing access to newspaper files/records and wire services.
Agency Cost: 10 PoinL~

4. Excellent Connedions. 530,000 computer system, with a
compuler and modem for every field nperator, is on line with
40 national and 20 international computer networks. I D6 x 10
clipping services. a staff of 304 legmen to do research and
monitor the news services. Plus, connections at 406 different
major newspapers and I D4 TV SLatiOIlS nationwide and 106
foreign news agencies. Agency Cost: 20 PoiOlS
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S. Superior Connections. Has twice as big budget. services.
news connections and staff as described in number four. Special
conneclions include Interpol and several police forees. scieiltific
agencies. and universities across the globe. Has reasonable ac
cess to laboratories and research facilities at half price (agency
picks up all lab and research fees). Agency Cost: 30 PoinL<;;

6. Unlimited Connections. Massive research and infonnation
network with full-time staff monitoring all data, up to the minute
updating, and assistants and private re..<>earch personnel for grunt
work. Staff of technical specilllisl.~ and laboratory facilities are
also available at key centers around the world. Connection~ with
2D6x 100 news agencies around the globe, InlerpoJ. the milit
ary, and spy agencies. Agency Co~t: 50 Points

P. Agene~ Credentials
Jusl what is the reputation and authority of the ugc:ncy? 11Ie

credentials determine just how much reSpect the characters'
agents can command. ~

L Hunted. 1l1c group and its memben are assume<! to be
niminals, lIutlaws, vi~iI3nte.., or termrist.... Police and
superheroes will try to apprehend them for known crimes or
questioning. Other superbeings will uld&rT'I offer any help and
view thc:m with intense dislike and suspicion. The average citizen
will fear contrlct, and will avoid fhem and/or call the authorities
(1-80% likelihood). The media will paint an ugly picture of
recklessness and mayhem. or worse. Agency Cost: None

2. Unknown. No one has even heard of the organiz.ation or
the superbcings in it. They lack credibility and get no cooperation
frum anybody and little positive media coverage if thcy get any
coverage at all. Agency Cost: 3 Points

3. Faceless. 1be group is regarded as jusl another bunch of
misguided vigilantes, mutants, monsters or villains to be av~

oided. Heroes will find cooperation from authorities, particularly
police, to be slow and reluctant. Villains wiU be pursued by
authorities if they are recognized, but few have earned a reputa
tion and few have heard of their group. The response from
individuals. to both heroes and villains, will vary dramatically,
from a friendly and helping hand (especially from fans) to avoi
dance, suspicion, fear, and hatred. Agency Cost: .5 Points

4. Known. The organization and its key agents are known to
the public as heroes or villains. Heroes will find police and local
authorities helpful in matters lhat are in !heir jurisdiction. Media
coverage will, generally, be positive, although mistakes and
misquotes will be given strOng coverage too.

Villains will be quickly identified and pursued by authorities.
Media coverage wiu usually be negative. The average citizen
will react the same as #3. Agency Cost: 10 Points

S. RccognI7.ed. "Good guys" are typically admired and
quickly recogni:r.ed. They gel positive cooperation and respect
from the averuge citizen. Police. foreign governments, and
bureaucrats will all help and cooperate fully with any investiga
lions and operations. Media coverage is lypically positive.

Villains will be also be quickly identified and pursued by
authorities. Media coverage will usually be negalive. TIle aver
age citizen will react in fear. Agency CosI: 30 PuinLS

6. Super.lleroes or ArchoCriminals. 1bese characters are
known as bigger-than-life personalities who are loved or feared.
Any official or any citizen will jump al the chance to risk their
Jives helping one of these heroes or his agency. Conversely.



they will quake in awe and terror or nee arch<riminals and their
minions cooperating only out of fear or intimidation. 10ese
characters always receive major press. Agency Cost: 50 Points

Q. Agency Salary
The amount of mOlley received weekly by Ihe player charac

ters. Check the charaeter's O.C.C. for Ihe bao;e salary. if any.

I. None. The character must get a day job and work to make
ends meet, or steal what they need. Agency Cost: None

2. Pittance. 1bc organi7.ation is strapped for money. Many
member; earn just enough to get by. Average annual salary is
about 15.000 to 24.000 dollars. The agency runs a 5% chance
per week ofe:lOperiencinga laburstrike. AgeneyCost: 2 Pllinl~

3. Freelan«. Chllrueters are paid at the completion of each
assignment. Price can vary dramatically, (mm a few lhouStlnd
to tcns of thousands (average is abom S6lMJO per job). He may
have to supplement hi~ income with conventional worir, charity.
or theft. Agency cos~ 5 POlDts

4. Good. Characters ~eive a weekly pay of about SIOOO,
plus reasonable expcn:\Cs. The job doesn't pay well compared
TO private industry, bul job security is solid. Agents will oftell
get a 2D6x 1000 dollar bonus for a successful or profitable
assignment, as much a.'i $120,000 annually. Agency C~ 20
Points

5. Excellent. Chantcters receive a weekly pay Ilfabout S4OOO.
plus most expenses. Agenrs will often get a 104 x 10.000 dollar
bonus for a successful or profitable. as.~ignment; as much a)
$300.000 annually. They can aITord to dress welL eat well, and
live upper-class lives. Those who are well known and respected
can earn an additional lD6x 100.000 dollars annually through
commercial endorsemenls in advertising and merchandising.
Agency Cost: 30 Poinrs

6. Outrageous. Want your chantcters to hang around with
millionaires and the jel set? This featun: pays all expenses, a
week.ly salary of $20.000 and annual bonusc!> of 104 x 100,000
dollars. Plus commercial endorsements can 8arner an additional
3D6x 100.000 dollllTS. Agenc):' Cost: 50 Poinl'i

Oth~r lnrormntion
Each organization should also have a name, in!>ignia and "ym

bol. Irs also a good idea to come: up with 3 director. an agent's
executive officer, and ufew t~hniciam,all as non-playercharac
ters. Remember that interesting guards. secretaries, anti fellow
(or !'.Cnior) ut,jenls call make an organization it lot mnTt. interesting.

EXAMPLE: A Typica' City Police Smtion
Here's a breakdowlI of a typical city pOlice stalion or sherifrs

offi~. 1bc blL'iic l·lI.tegory is a crimt: bW'ling agt'nry, Note that
most city police are paid somewhat less than comparahle federal
police. bUT fypically 011 the high end of a pittance (24,000 to
ahnut 35,000 for offjccn; and special agents). Total points avail
able: 110; all available points (10 not have to be spent. Also, the
GM could charge 5 to 15 points for modificlliions such as the
police officer's slightly modified salary. Note that in a town or
even a small city. this i.. likely to be the enlire police department.
In large cities the poli~ department is equal 10 a number three
or four S17.c ag.ency.
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A Crime "Busling" Agency - 'folal Available Poinls: 110

A. Outfits: #2 Utility Outfits - Standard Police Uniforms: 2
points. Stations in large or wealthy cities may spend more points
on an open wardrobe, specialty clothing or gimmick: clothing
fur undercover officers and special agents.

B. Equipment: #2 Cheap Gear - Police Department: 2 points.
Includes the departmcnt's investigative equipment (fingerprint
kits. etc.). handcuffs. nffice equipment. radar detecLoTS. and
first-aid kits. Available to most police officers.

C. Weapons: 113 Am'lC:d Agents - Stamhud sidcaffl\, nightstick.,
lear gas. rines: 5 points

D. Bionics &: Rohntks; # I None

E. Vehicles: *3 Cumpany Aeet - SqulId Can> and Helicopters;
10 poinl"

F. Communications: #4 Computerized: 15 points

G. Offices and Distribution: #2 Urban/Precinct Stations: 5 puinl'i

H. Military Power. II I No puinl"

1. Super PowerM Operatives: #1 Typically: No poinls. Some
larger police stations may have a special division/strike force
equal to if3 llOd rarely, #4.

J. Sponson>hip: #4 Government: 10 points

K. Budget: #2 Nickels and Uimcs (genernlly speaking): 5 poinl~

L. Adm.inistrative CunlrOl: #1 Rigid Laws: No points

M. Internal Security: .,2 Lax: 5 points. The internal security at
most police stations is fairly lou. with criminals. lawyers and
citizens walking in and out all the time. On the other hand,
prospective employees arc screened. possible obvious LTiminal
backgrounds.



N. External Infiltration: #2 Rare Minor Traitor: 5 points. Al
though police occasionally infiltrate criminal organizations, most
of their tip-offs come from crooks who are plea bargaining or
trading favors.

O. Research: #4 Excellent Connections: 20 points (smaller op
erations might only be a #3).

P. Agency Credentials: #4 Known - 10 points

Q. Agency Salary: #2 Pittances - Poorly Paid Civil ServlUlts:
2 points

The average police slation: 96 total points. Bigger and more
prosperous stations/departments might spend all 110 points.

Government Sponsored Superbeing Control Agencies
(S.C.R.E.T.)------------

By Kevin Long

Many world governmenL" wh(}s~ countries have known
supcrbeing vigihtnh:S 'lUd/or criminals operating within their bor
ders have forn\cd special agencies to help ~ontrol, capture,
monitor, or eliminate them. These agencies usually have large
budgets, access to state of the art weaponry, and the backing of
their country's intelligence community. police forces. occasion
ally the military and/or some politicians/government leaders.

When a supcrbcing problem arises, the agency sends out a
S.C.R.E.T. (Superbcing Control, Retrieval, and Eliminatiun
Team), usually consisting of three to six highly trained, heavily
armed men and women. When a moderate to largc superbcing
tcam is involved a S.C.R.E.T. will number from eight to fifteen
opemtives, plus one or two armored vehicles or tank, and one
armored gunship (helicopter). Robot exosk:eletons, robot vehi
cles, and bionic lwgmentation may also be available to the team.
Occa..ionally, the teams may consist of loyal superhumans re
cruited by the government. However. even firepower of this
magnitude doesn't always bring success. An American
S.C.R.ET., consisting of twenty-five personnel, with three
heavily anned and armored vehicles and two exoskeleton agents,
was incapacitated in a maHer uf minutes outside Buffalo, New
York, by the super villain organization known as the Ma<;ters
Of Speed. This was the second S.C.R.E.T. to fall to the
speetlsters .

The Uniled SlaleS, Canada. Englund, <tnd Russia have the
must sophisticated, best trained and funded S.C.R.E.T. agencies
(equal to agency size number live: Super Network). The German
S.C.R.E.T. agency was, at one time. one of the largest and
most sophisticated until they suffered terrible losses after a large
portion of their personnel broke away to form the anti-reunitica
lion terrorist gr(lUP knOWn as the Brolb~rhood or Arma2eddon.
Thcy are currently in the process of rebuilding.

Mexico, South Africa, France, Israel, AUSlrdlia, anti China
have each just created their own S.C. R. F..T. lIgencie.... , but these
arc new and small. Nole: Equal to agency size number three,
but should expand ttl nUlIlber four over thc next five years 

avet3!le a!lcnt is 104 Icvel.

Typical SoC.R.E.To Squad
A typical S.C.R.E.T. consists of one team leader, and two

or three special agenLvmilitary specialists (can be a special train
ing character from Heroes Unlimited or martial artist or agent
from Ninja.'i & Superspies), onc hcavy weapOnS specialist (can
be II hardware charactcr from Heroes Unlimited ), one light
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weapons specialist (usually uses the standaIJlla..;;er nne, M-16A I ,
the 03 HC(k]er & Koch ano sniper rifles), and..one cOlllrmlltica~

tions specialist. When a team numbers more than eight (8) agents,
a second team leader is assigned or a second squad is created.
All have access to modem military weapons, equipment, vehicles
and facilities, and often experimental weaponS and devices as
well. •

USA S.C.R.E.T. Agency
A Super Network - Tolal Available Points: 320
A. Outfits: #4 Specialty Clothing: 10 points
B. Equipment: #4 Electronic Equipment 10 points
C. Weapons: #5 The Arsenal: 30 points
D. Bionics & Robotics: #3 Cybcr Agents & Exoskeletons: 25
points
E. Vehicles: #4 Spy Cars: 25 points
F. Communications: #4 Computcrized: 15 points
G. Offices and Distribution: #3 National: 15 points
H. Military Power: #4 Private Army: 30 points
I. Super Powered Operatives: #2 Freelance: 10 points
J. Sponsorship: #4 Govcrnment: 10 points
K. Budget: #5 Big Bucks: 35 points
L. AdminiSlr.a.tive ContrOl; *3 Free Hand: 15 points
M. internal Security: *3 Tiltht: 10 fXJjnL~

N. Extemallnrlltrntioll: t/2 Rare Minor Traitor: 5 points
O. RC::lCarch: #4 Excellent Connections: 20 points
P. Agency Credentials: #5 Recognized: 30 puinL"
Q. Agency Salary: #5 Excellent: 30 points

The USA S.C.R.E.T. Agency: 325 total points; including 5
point... for modifications. Most established S.C.R.E.T. agencies
are very similar.

A Typical SoC.RoE.T. AKonl
A1ignmenl: AllY, but often anarchist or abeITllnt
Hit Points: 30, S.D.C. 130
Weighl: Male: 1851bs. (83 kg), Female: 130 Ibs. (58.5 kg)
Height: Male: 6 ft 3 inches (1.9 m), Female: 5 ft 10 inches
(1.74 m)
Age: 23 to 35
Altributes (average): I.Q. 12, M.E. 17. M.A. 10, P.S. 21,
P.P. 18. P.E. 15. P.B. 10. Spd 24

I



•
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I)jsposition: P-dullllic, moral. steadfast. loyal, amI hrdve. Be
lieves wholeheartedly in their govcmmcnl and the agency.
Willing to die for their beliefs.
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Experience Lc't'el (avenge): Second (USA and Other experi
enced IIgcnL'i range from third to eighlh level; roll 21.>4).

Comh.llt ~kilLi: JllIJl(( LO Ha.lld: Assassin or Manial Ms.



Attacks Per Melee (average): Six (6)
Bonuses (average): Strike + 4. parry + 7. dodge + 7, damage:

+6. roll with punch. fall. or impact: +5. strike with body
block/tackle: + I (does 104 damage), crush/squeeze does
104 damage, pin/incapacitate on roll of 18, 19, or 20.

Bonu.w:s To Save: save vs. psionic anacklinsani()': + J, Save
vs. coma/death: + 10'%.

Weapon Proficiendes: W.P. knife. W.P. paired Weapons.
W.P. revolver, W.P. automatic pistol. W.P. semi and fully
automatic rifle, W.P. rifle, W.P. sub-machinegun. W.P.
heavy, W.P. energy pistol, W.P. energy rifle.

Weapons: Any, but usually a laser or other energy rifles and
pistols, an automatic pistol (9 mm). grenades: two (2) tear
gas. two (2) knockout. two (2) nerve gas; sill. (6) shurikens
and/or two (2) throwing dagg~rs. Remember. can use just
about any military weapon. SpedaJ WeMpons: Agents arc
equipped prepared with special weapons or equipment to help
lK'utnlliz.e a panicular superbeing's power. For eumple. if
the S.C-R.E.T. is going up against a superbeing with the
power to control and discharge electricity. they will wear
specially insulated unifonns and appropriate body armor.
Robot exoskeletons, robot vehicles, super vehicles and bionic
implants and reconstruction may also be supplied.

Body Armor: Genernlly, wear hard armor vest (A.R. 12, S.D.C.
120) or Class 4 Annor (full 5uit- A.R. 17, S.D.C. 280).
Helmet with a laser targeting system, thennal and ultraviolet
imageB, infl1llt:d sensor system. and an independent air sup
ply. Robot exoskeletons. robol vehicles and super vehicles
may also be supplied.

Super Power Category: Primarily physical lraining. but can
also be hardware, special training, or bionic. Occasionally
use superbumans, in which case the agent can be just aboul
any of !he super power categories.

SpKiaI Abilities: Vary with each agent. Physical training agent..
l)'pically have power punch (306 damage), power kick: (406
damage), and force of will (see page 124 in Heroe!!i Unll·
mited).

F..ducntion Level: Military Specialist
Scholastic Bonus: +20%
Skills or Note (typically): sniper. tracking 20%, concealment

20%. climbing 78%, prowl 74%, swimming 78%, geuerol
athlelics. body building, boxing. wrestling.

Secondary Skills (typkaUy): forgery 35%, land navigation
44%, pick locks 40%, pick. pockcLS 35~. wildcrnc.ss survival
45%. pilot: atltoR4~. pilot: mocorcyelc64~, fiBtaid 55%.

Occupation: Professwnal Agent

Typical S.C.R.E.T. Team Leader

SanlC as a Typical Agent except:
Hit Points: 51. S.D.C.: 160
Attributes (anrage): I.Q. 19, M.E. 18. M.A. 2U, P.S. 23,
P.P, 18, P.E. 22, P.B. I J. Spd 28
Experience Level (average): Sixth (6)
Combat Skills: Hand 10 Hand: Assassin Or Martial Am.
Attacks Per Melee (average): seven (7)
Bonuses (typically): Strike +6, Parry +H. Dodge +8, Dam

age: + 12. Roll with punch, fall, ()f impact: +8. StriJcc with
body block/tackle: + I (does ID4 damage). Crushlsqucc7.e
does ID4 damage, Pin/incapaCitate on roll of 18, 19, (11'"20.
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Bonuses To Save: Save vs. psionic attack/insanity: +2. Invoke
trust/intimidation in others: + 60%. Save vs. coma/death:
+24~. Save vs. poison/magic: +4.

Skilli of Note (Iypically): sniper. tracking 25%, concealment
25%. climbing 83%. prowl 79%. swimming 83%, general
athlelics, body building. boxing. wrestling.

Secondary Skills (typically): forgery 40%. land navigation
49%, pick locks 45%. pick pockets 40%. wilderness survival
50%, pilot: aut089%. pilot: moton:ycle69%, fin>t aid 60%.

USA S.C.R.E.T------
Weapon PlatformslVehicIes

A S.C.R.E.T. typically has access to mosl military )It'eapons
and vehicles .. but typical teams will also have a number of mod
ified and/or experimental weapons and vehicles made available
to them. The following are common items used py the American
S.C.R.E.T. agency.

Modified Verne Corp. "Dragoon"
Armored Personnel Carrier

1be Dmgoon is a four wheeled, fully amphibious. anno~
vehicle used by the U.S. military and many NATO countries.
The S.C.R.B.T. version has been modified wilh additional
ceramic composite armor. heavy electrical, thennal, and sonic
insuhltion, and special puncture proof t~s.
Weight: 27.998 pounds (12.700 kg)
Length: 18'4" (5.6 m)
Maximum Speed: 72 mph (I 16 kmIh)
Maximum Range: 650 miles (l04S km)
lliw: 3 + 6 (Commander, gunner, pilot and 6 agents/specialists)
A.R.: 12
s.D':"C. by localion:

WheelslTires - 40 each
Laser Turrets (2, small) - 40 each
Hcavy Machine Gun (I) - SO
Cannon Bll!Te1 (I) - 80
C.aIlOon Tum:t - 100
Mini-Spotlight (I) - 5
Main Budy - 550

Weapon Systems:
90 mm £aBDOD : 204 x 10 dHmagc per blast. Range: 6000 ft

(1600 m). Maximum rate of rue: 3 per melee. Payload: 30
blasLS.

.SO caliber heavy machine gun : 7D6 damage. Range: 2000 ft
(610 m). Maximum rate of fin:: RursLlI or wild. Payload; 300
munds before needing 10 reload (takes one melee to reload).

Two (2) ~mall1aser turrets (OtH: each side) : 406 damage per
hlasl. Range: 6UO ft (183 m), Maximum rale of fire: 4 per
melee per each turret, Payload: (!ffeclively unlimited.

Cyberworks Network "Thunderclap"
Sonic Cannon Tank

A new tank still being tested by lhe U.S. Anny, Four have
been given 10 lhe American S,C,N..E.T. agency fot testing in
the field. The Thunderclap bas a newly designed sonic cannon
as its main gun, accompanied by a smaller, sec:oodary laser

•



cannon and two small laser cannons. So far, the new tank and
sonic cannon hal'e proven to be extremely reliable.
Weight: 43 tons
Length: 21'0" (6.2 m)
Maximum Spt:ed: 45 mph (72.4 kmfh)
Maximum Range: 470 miles (600 km)
Crew: 3 (Commander. gunner, pilot)
A.R.: 15
S.D.C. by Location:

Treads (2) 100 each
Sonic Cannon - 120
Laser Cannon - 70
Laser lUrrelS (2. small) - 40 each
Main Body - 600

WeaponSy~:

Cybenvork Network's "Danshee" Somc Cannon (I) : Sonic
blast does 204 x 10 damage per blast. Range: 6000 ft (1600
m). Maximum rate of tlrc: 3 per melee. Payload: Effectively
unlimiteu.

High-Speed LllSer Cannon (I) : Mounted un lop of turret.
lD4x 10 damage per blast. Range: 4000 ft (1200 m).
Maximum rate of fin::: 4 per melee. Paylu;l(I: FJfcctivc:ly un
limitro.

'l'"lfU (2) srnalliaser tuITCls (one t':ucb side) : 50ft damage per
blast. Range: UU) ft (305 m). Maximum rate of lire: 4 each
Lurrel per melee. Paylnad: Effectively unlimited.

Modified AH-IG Huey Cobra Helicopter
The S.C.R.E.T. version has been modified with additional

ceramic complXile armor. heavy electrical, thennal. and sonic
insulation, bulletproof canopy windows, and heavy-duty rotor
blades. The additional modificatinns have slowed the helicopler's
speed (- 1 to dodge).
Weight: 4. I tnnli
length: 53 n (16 m)
Cruising Speed: 110 mph (176 kmlh)
Maximum Range: 359 miles (578 km)
Payload: 2,500 Ibs (1125 kg)
Crew: 3 (pilOI, en-pilot. gunner); there is en(lujoth mU1ll1O squeeze
in s... many as four ptt~sellg,er.;.

A.K.: 12. S.D.C..: 500
weapon Syslems:
XM-30 30 mm Automatic Gun XM·l40 mounted in a tUJ'f't':.1

on the nose: 204 X 10 damage. Range: 11,000 fl (3355 m).
Rale of lire: Bursts. spray. wild. As lIIarly as 80 rounds per
full melee burst. Payload: 1600 munds (20 full melees).

lfj~·Speed La.~r (CybelWorks Network design) mounted in a
turret on Ihe nose along with lhe XM-30: ID4 x 10 d~m~ge

per blast. Range: 4000 ft (1200 m). Maximum rate (If fire:
4 per mdee. Payload: J:::ffcclively unlimited.

Two (2) st"en·tube XM-158 2.75" rocket laulK'.be", , (lne
each side: ID6x 10 damage per rocket. Range: 10.000 ft
(3048 m) or about 1.6 miles (2.5 k.m). Rate of fiTe: Can he
need one Al a lime or in volleys of 2 or J, 4. Payload: 14
missiles.
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Standard EX·7 Equalizer (USA) Exoskeleton
The: availabilily of robot exoskeletons/power armor is limited

and Iheir assignment must be authorized by a commanding of
ficer. The EX-7 Equalizer is the most common among American
squads. It is worn like hndy armor and supplements the wcarer's
physical strength lind prnvides special weapons. It is the design
of the KLS Corponllion.
Body Frame & Size: Human. about 6 ft 6 inches 107ft (1.9
2.1 m)
Weight: 300 Ibs (135 kg)
Power Supply: Nuclear
Attribute Enhancemeot Increase P.S. to 28. P.P. to 27. Speed
(running) lu,77 (53 mphi85 km); can leap 20 feet (6 m) up or
lengthwi!>e.
A.R., 13. S.D.C.: 260
Senlinrs: Bio-scan (pilol) , lIucro-radar, radar detection. and mdi"
alion ueleClor.
Optics: Infrared, night-sight. telescopic. and targeting sight.
Audio: Wide hand radio and loudspeaker.
~ns (built into the llower armor): Knuckle spaes (+ ID4
damage to punches). wrist blilliter (306 damage), nptionallaser
rod, ion rod or flamcthrower (pick one).
Note: All sensors, optics and. audio systems an:: described on
pageli 146 & 147 of Heroes Unlimited. Weapons an:: fuund on
pages 147-149.

EX-9 Super (USA) Exoskeleton
1bc EX-9 is a new suit of power annor designed by the KLS

Corporation for the American military and is being field tested
by the S.C.R.E.T. agency. Limited availability.
Body Frame & Size: I-luman, 7 ft (2.1 m)
Weight: 400 Ibs (ISO kg)
Power Supply: Nuclear
Attribule Enhancement: Increase P.S. to 30, P.P. to 24. Speed
(running) lO 132 (90 mphll48 km); can leap 20 feel (6 m) up
or lengthwise.
Limited Hight: Call ny or hover up lu I()()) fcct (305 m) above
the ground. Maximum speed is 120 mph (192 kmlh). + I to
dodge in flight. However, syste:m starts to overheat after 10
minutes of continuous night (at any speed), causing lbe flying
jc:t5. weapon and sensor systems to bum out within 21>ti minuteS:
require replacement of parts to get to wort: again.
A.R.: 14: special new alloy - laser ru;istant (lasers do half
damage).
S.D.c': 440
Sensors: Bi()-~ (pilot). micm-nuJ.ar. radar detcction, lind rddi·
alion tlclcCtor.
~: Infrared. night sight, telescopic, and targeting sight.

Audio: Wide band mdto and loudspcu.er.
~ns (buil! into the power armor): Spike and tow line, retract·
able blades (one ann 3D6 damage piUS PS bonus), wrist
bhlstc:r (306 damage), option.allascr rod. ion rod, flamethmwc:r
or chemical spray (piek one).
Note: All ~n!;ors. optics and audio systems arc described on
pages 146 & 147 of Ih~rl)tS Unlimited. Wellpol\s are found on
pages 147-149.



The Brotherhood of Armageddon ASuper Nelwork orT",,,risls-TotaI Availabl.Poinls: 320

1nt: Brothechood of Annageddon began a~ a sub-group within
the German S.C.R.E.T. agency; that has bmken away from it
and in the process, crippled the Gennan's S.C.R.E.T. operation.
SlIbotage. defection. security leaks, thefl. murder, mismanage
ment. and bad publicity have all plagued the German agency,
and most of it has been instigated by the Brotherhood.

The Brotherhood of Annageddon is a group of fanaticll1 fas
cists with a twisted view of the world. They have lhree goals.
One. to prevent the unification of the twO Germanies. Having
failed this they now hope to create a schism between the two,
causing them 10 again separate. This will be accomplished by
sabotaging the guve:nllnent. industry and I~ authorities. and by
pmmoting hatred and dissension among the people.

Two. iwlitlioni<;;.n and the propagation of the ae...."an people.
Tbey take this to mean lhe exportation and/or elimination oC aU
foreigners. Primary targets include Jews, Arabs, Turles, Asians,
Africans. IlDd even people who have been Gennan cilizens for
generalions.

Three. re-establishment of military power, including cyberne
tic augmentation, mbolics. and the recruitment of superhumans
(mutants, experiments, psionics, ctc.; the only restriction is they
must be Aryan).

The Brotherhood's greatest strengths are its military and es
piooage background (lhanks to the S.C.R.E.T.s program), secrel
high lcchnology bionics facilily (research and developmcnl and
manufacturing), !he recruiunent of superhumans. and !heir (liIlal
icaJ dedication 10 the COlUse. lbe lerror1S1S arc ruthless and well
organized. Even more frightening, they are growing in power
and ~ rumored to have begun hiring super villains as mer
cenaries (pawns) for their activities outside of Gennany.

A. OutfilS: #4 Specially Clofhing: 10 point~

B. ~ent #4 Electronic: 10 point~
C. Weapons: #5 The Arsenal: 30 points
D. Bionics & Robotics: #5 Bionic Arsenal: SO points
E. Vehide....: 11-4 Spy Cars: 25 points
E Cummunil,:i1lioj)s~ #4 Computerizetl; 15 point..
G. Offices and Distribution: 11-3 National: 15 point...; but does
engage in international freelance men.:enary activity and ter·
rorism.
H. Military Power: 11-3 Militia: 15 points
I. Super Powered Operatives: #3 A f:ew Rcgulars: 20 points
J. ~nsorship: :# I Secret: No points
K. Budget: #5 Big Ducks: 35 points

L. Adminislr.1tive Conuol: #3 Effectively Free Hand: loS points.
The agency doesn't have any authority to break laws, but they
actively break the law to achieve their goolls.
M. Internal Sccurily: :#4 Iron Clad: 25 poinls
N. nKtemal Infiltration: #3 Inronnarion Source: 10 puints
O. Research: :#4 nxcellent Connections: 20 point..
P. Agency Credenlials: # 1 HlInted: No points
Q. Agency Salary: 11-4 Good: 20 poinQi. FamlticaJly dedicated,
nol in it for the financial reward.

The Brotberhood of Annaxeddor'l Terrorisl Agency: 315 total
POUlt::.. includes a no point mudification adjuslmcnt.

Adolf HolfmeJjer
Leader of the Brotherhood of Armageddon
AJlgnmenl: Abemtllt
Hil Points: 67, S.D.C.: 40
Attributes (average): I.Q. 15, M.E. 24. M.A. 23. P.S. 17,
p.r. 17, I'.E. 20, P.B. 19, Spd 18
DiSpo!iition: Fanatically patriotic (in his own twisted way),

diabolical, cunning - It masu:r at suatcgy and tactics, rutt'!·
less, reWUl'Ceful, a brave and merdJess opponent. Believes
wholeheartedly in tbeircause and willing to die for his beliefs.

W":bl: 188 Ibs (84 kg). SIu:: 6 fl (1.8 m). Age: 27
Experience l.evel: Sixth (6)
Super Power Cattgary: Natural Psionic
P5ionic Powers: I.S.P.: 108. Telekinesis, bydrok.incsis, CI1l

pathic tnmSfer, mind block. hypnotic suggestion. sixth sense,
summon inner strength, detett psiooics. and see aura.

Combal Skills: Hand to Hand: Martial Arts.
AttacJui Per Meltt: Five (5) hand to hand Or fout (4) psionic

attacks and can perfonn a Karate style kick (IDS damage),
jump kick, and entangle.

Bunuses: Sltike +6, parry +S, dodgc +8. damage: + 12. roll
with punch. fall. or impact: +8, strike with bodyhluckllackle:
+ I (dues ID4 damage). critical strike on a roU of IS, 19,
or 20.

Bonuses To SlIve: Save vs psionic anack/insanity +5. invoke
uustfintimidati':m in others ~. charmlimpn:ss others 45~.
save vs coma/death +24%, and save vs poison/magic +3.

•

•



Skills of Note (Espionage & Military): Sniper, tracking 75%.
intelligence 82%. interrogation 80%. escape artist 70%. dis
guise 80%, impersonation 80%. demolitions 95%. demoli
tions disposal 95%. pilot tank 80%, n:ad sensory equipment
80%. W.P. knife. W.P. pistol. W.P. semi & fully automatic
nne. W.P. cnergy nn~.

Secondary Skills: Pick lock~45%. pick pockcts 40%. wild~mess
survivaJ'50,*,. pilot: auto 9H%. climbing 82%/50%. swimming
82%, and hand to hand: martial arts.

Note: Loved and trusted hy all members of the Brotherhood.
Alway!> wears fuJI. heavy body anuor when he is knowingly
entering inlo combat with superhumans.

Death Witch
Dealh Witch. is second in c.:onuuand and is also Adolf's best

friend and one-time lover, Hilda Hertz.

Alignment: Aberrant
Hit Points: 62, S.D.C.: 58. plus bionir.: imllur.
Weight: 800 Ibs (full t:yborg - both arms. legs. reinforced
spine. imoor and other features). Size.: 6 (t 5 inches (1.95 m).
Ali:e: 29
Attributes (a\'erage): LQ. 14. M.E. 18. M.A. 20. P.S. (bionic)
24. P.P. 23. P.E. 12, P.B. 12, Spd 220 (ISO mphl240 kmlh)
Di'ipositiou: fanatically patriotic (equal to AdolO, rulhless.

cold, calculating, cunning - a master al field cUlllb:l.t: a
mcrcilcss and brave opponent. Good at intimidation <lnd tor
ture. Believes wholeheartedly in Iheir cause and willing to
die for her beliefs.

E1l"pericnce Level: ScvcnTh (7)
Super Power Category: Bionic
Bionic FClItures: Sensors: Amplil'ied hearing, car microphone

and radio receiver/lroillsminCl. thermo-imager. inf.rared vis
ion, night-sIght. targeling ( .. 1 10 strike), radar. bin-scan and
mini-oomputer. Weapons: Eye laser (206 damage). electrical
discharge (306). rctnlelllhie claws (left arm- 306 damage).
chemical excretion. and a concealed mini-laser(2D4 damage).
Other: Bionic lungs wiLh independent oxygen and gn.'i filtid

tioll. Loudspeaker. voice synthesizer. and 3/4 body armor
(A.I{. 16. S.D.C. 6(0). Note: See !.he bionic seelion in HerOl'5
unlimitrtl ,l),'s,cs 61-67. for detiLils Oli bionic features.

Combat SkiDs: Hand to Hand: Assassin
Altacks Per Melee: Six (6) hand 10 hlllK.!.

Bonuses: Strike +6. parT)' + 7. dodge + 7. damage + 13. roll
with punch. fall. or impae;l: +6. stun on an unmodil'iod roll
of17,19.or20.

Bonuses To Save: Save vs psionic attack, +6 save vs gas. and
invoke lTUstlintimidalion in others 65%.

Skills ot Note (Espionage & Military): Sniper, tracking 75%.
inleJligem.:c 86%. interrogation 85%. escape anist 75%. wil·
deme...s survivai9O%. coocealmenl70%. boxing, gymnastics.
body building, swimming 98%. climbing 98%n5'11. W.P.
semi & fully automatic rifle. W.P. heavy, W.P. energy pistOl,
W.P. energy rine.

Secondary Skills: W.P. knife. W.P. blunt. W.P. pistol, pilot:
auto 98%. pilot: helicopter 84%. phologrdphy 90%. and lan
guagc: Gennan 98% and English 95%.

Weapons otNole: Standard particle beam riOe.laser rifle. la~r
pistol, plus bionic weapons.

Not ...: Loved and trusted by all mel/libel'S of the Brotherhood.
Always wea", full, bionic body armor. Still carts deeply for
Adulf. Ohen leads important strike forces.
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-Criminal Organizations-·
The Dark Tribunal
By Steve Sheiring & Kevin Siembieda

TIle Dark Tribunal's origin is extralelTestriaJ. Its chief
operators and founding members, though they may look human,
were originally members of 8 highly uained team of deep s~l.:e

explorers. 'They were sent (0 Earth to res.earc.b and infiltro!te the
pJanel. Several years of srudy indicated lhalthe planet was too
densely pupulaled with existing. intelligent and hu~(ile life forms
and suffered from pollution and dwindling natural resources.
The Earth was deemed unsuitable for use by the aliens and they
prepuretl Cor thdr 10°8 journey home. As fute wouJtl have iI,
the seven alien spocecmft flew too low over the Persian Gulf
during me Middle East crisis and were attacked by the United
States Air Force. Five of the smaller vessels were totally de
stroyed. The two. larger. personnel carriers were irreparably
damaged, but the pilots were able to escape their anackers and
crash·landed in the mountains of PakiSlan. Furthermore. com
munication with their homeworld was also lost, and the likeli
hood of an investigative team coming to look for them was
remote (they arc presumed dead). Thus, escape from this tiny
blue planet was impossible. The aliens salvaged everything they
could and destroyed the remAins oflheir spaceships. The military
confliets at that time covered the alien nature of the destroyed
vessels and allowed the extraterrestrials to make good their es
cape. However. the attack aud subsequenl hardships have m~
the aliens biner enemies of humankind. TIM: sut'Yivors have
pledged 10 avenge the lliaughier of their comrades by launching
a vendetla against mankind - mus was created the Darlc Tri
bunal.

The members of the DMk Tribunal view themselves as the
champions of all intclligent non-human creatures. including
other aliens. mutant animll.ls. deformed mutants of all kind~.

and Ol.he~ illlclligcnt and semi-intelligenll:retlWres considered to
he "monsters" ur "freaks" by human standards. The ul!imale
goal of the Dark Trihunal is the enslavement and/or destruction
or mankind and to establish a new order. Of course, they will
be tile ruler.; uf this new order. Untililley accomplish this goal.
however, the: Datk Tribunal is occ;upied wim ~re[}y comrolling
and punishing mankind for crimes cOllUlutted against non-human
intelligences. These crimes include, but are not limited 10, hu
mans starting wars in which non-humans are killed, creating
environmental ha7.ards in which non-humans II~ killed lIT are
made to suffer, the l1esttuetion of cnvironmcn~ conducive 10

non-human life fonns. cruel and unllsll011 tTeatmenlfeJl.perimenta·
lionlsluWesli.lllprisonIDem of non-human captives. the irrespon
sible creation and subsequent treatment of mutants. and the hunt
ing. enslavement and extermination or inLt:Ilih.~nt non-humans
(mutant creations fTl)m biological experimentatioo, i.e., mutant
humans, mutant animals. clones. rene.gade cyborgs. etc.),

Individuals. groups, organizations. corporations. and-govern
ments may all suffer the wroth of the Dark Tribunal. The pre·
scribed methnd.~ elf punishment arc many. The more direct meaS·
ures include tem)rism. beatings. tonure and/or murder, and as-
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sassinalion of Ihose held n::sponsible (often, being an employee
of an accused company can be crime cnough). Mass murder,
injury, and wholesale genocide are also common. as are acts of
vandalism. arson. and other means of destruction, nulging from
small and isolated incidents to massive cata.~tmphes. It was the
Dark Tribunal that was responsible for the chemical disaster in
India and the AJaskll.ll oil spill from the Exxon Valdez. 1bc:ir
anacks a~ of~n disguisW as tragic ltCCidcnts. but arC" somelimes
obvious acts of deliberate sabotage. though the perpetn.tor may
remain unknown.

The Dark Tribunal also uses subtle metlsures to inniet their
punishment. This can include wrporitie take~o"el'll followed by
the liquidation or lIIiSlJl3n3gcment of the company. damaging
rulllOrs and innuendo. evidence regarding criminal or dangerous
activity (thereby impairing and sometimes destroying the com
pany's operations and/or eliminating key ",vlllp;'lny officers), sec·
~tJy supponing competitors, secretly supPorting forces hostile
to the target company or individual (this can range from money
and equipment to murder and theft). conuption (payoffs, spies.
stool pigoons. saboteurs, etc.). extortion. Ihreal". and political
power games.

The control and manipulation of humankind comes in the way
of sccrelly gathering wcalm and power by purchasing stocks and
controlling intereSIli in corporations, establishing highly placed
agents within powerful corporations and guvernments, and sub
verting potentially dangerous individuals. companies. and gov·
cmments.

Thousands of humans serve the Dart Tribunal as active agenls,
spies, assassins, assistants. and freelance agents, but most (85%)
of these operatives havc no idea that they set'Ye an inhuman
master. Remember, most DT aliens look completely human.
Cnnscquently, their human operatives are just greedy. unscrupul
~lU~, and/or power hungry opportunislli who see the forces behind
the Dark Tribunal (IS II means tn set what they tksin::, TIle
iivtrtlge human pawn knows nothing about the aliens or the
secret society known as the Dark Tribunal. Allegations from
others about aliens or a secret ~ety mat subverts world govern
ments and plans human genocide will be dismissed ItS being
outlandish IlIId totally ridiculou!O. Also. bear in mind th:1t many
of the corporations conuolled or influenced by the DT aliens
~em to be independent and unrelated. None arc military; most
are involved in the devclupment of advanced computers and
technology or special set'Yices (mainly information gathering and
dissemination).

Tbe Dark. Tritxlnal i~ t:onsUu'ltly looking for intelligent nonhu·
mans to liberate: from human oppression and 10 join their cause.
As long as the oonbuman has the proper attitude and philosophy
(mainly. hates burruuu and is obedient to the OT), the Dart
Tribunal will accept them into their membership. regardless of
any handicaps or limitations in power or eduC8.I.ion. The physi·
cally handicapped and inf1ml are maled with kindness and re·
speet, while the uneducated are given al lellst busic training in
some arca (GM Note: Equal to high school education or low
levellipedal uaining: scholastic bonus of +S% on sltills). 1bose
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with questionable attitudes, especially those gifted with super
abilities, are frequently recruited as freelance assassins and
agents, but the true nature of the Tribunal is seldom revealed to
them. They arcjusl hired guns, pawns, in a much larger game.

The Structure of the Dark Tribunal
There are seven (7) key leadcrs of the Dark Tribunal. Most

are located in North America, but three head uperdtiuns in other
countries, although they visit the main headquarters often. Each
has one vote in deciding the innocence or guilt of an individual
human, organization or government accused of crimes against
nonhumans. The seven also vote all most of the Dark Tribunal's
important decisions. Majority always rules in all votes. The
seven also serve as the generals and directors in their war against
humankind and the growth of their li&ret socielY·

The Dark Tribunal operates as a looscly knit democratic rcpuh
lie. All DT aliens vote regarding matters that affect them all.
but regional groups call ael fairly ill(lepen(lerll of fhe avetall
secrel society, as long as they stay within the parameters of
operations and work for the advancement of the society. The
most important mles indude; never reveal the existent:e of the
Dark Tribunal (punishable by death), never reveal the alien nature
of its founding and core members. never jeopardize the secret
society (cspecially out of pcr.;unal revenge ur grectl), never hctray
a 01' alien, and all must he willing to die to preserve the society
and the ruling seven.

Important meetings to decide the fate of an accused, be it the
I;riminal in person or an effigy representing the individual or
institution, have ritualistic overtones. Typically, only the seven
regional or seven central leaders need to be present, but often
dozen~ or even hundreds of DT aliens Illay attend the ceremony
as SPCCtfllOrs. Each of the seven voter~ dre.<;,<;e.<; in the gllm of
the Grim Rc~pcr. sidJe alld all. A mask covers the face of each
individual, and eye contact is frowned upon. The entire outfit
is referred to as "The Robes of Judgement." Voting is perfonned
by poiming onc's sickle in an upward direction to vote for inno
cence. downward to vote for guilt, and laid tlat to abstain.
Regional leaders and their most trusted officcrs (seven aliens
total) pcrfornl a similar ritual regarding serious dedsions. fonnal
Iri,th ;lnd t!xeculil)ll.<;. Humans arc never completely uu.<;tcd under
any circumstances and are never given a vote nor al;cess lu
I;ritil;al infunllation. However, nonhumans, like other aliens and
mutant animal.<;, who have proven themselves worthy may be
given the privilege of voting as if they were true DT aliens,

The Dark Tribunal Organization
A ML~lJ.OrKani:l.fltioll - 540 available points

A. OUlfil~: #3 Open Wardrobe: 5 points
B. Equipment: #4 Electronic Supplies: IU points
C. Weapons: #5 The Arsenal: 30 points
D. Bionics & Robotics: #2 Basie Systems; 10 point!;
E. Vehicles: #.'i Specialty Vehicles: 40 points
F. COllllllunieations: #4 Computerized: 15 poi",s
G. Offices and Distribution: #5 Intemational: 35 points.
H. Military Power: #4 Priv3te Anny: 30 puinl';
I. Super Powered Operatives: #5 Super Anny: .'i0 puinl.~

J. Spon~lJrship; #-6 Agent Sponsored: 50 points
K. Budget: #5 Big Bucks: 35 point~

I.. Administrative Control: # I Rigid Laws: Nopoints, The mem-
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bers of the Tribunal must abide by the letter of the organization's
laws or face punishment, even death.
M. Internal Security: #5 Paranoid: 30 points
N. External Infiltration: #4 Generallnfiltration: 25 points
O. Research; #6 Unlimited Connections: 50 points
P. Agency Credentials: #2 Unknown: 3 points
Q. Agency Salary: #3 Freelance: 5 points. Fanaticallydcdieated,
not in it for the financial reward.

The Dark Tribunal Organization: 473 total poinl", include.<;
13 points for special modification.

The founding leaders
I) Divine Master

Special Power: Divinc Aurd.
Occupation: Leader of Ihe Dark Tril)unal and Chienudge
Experience level: 15
Resides at the California eompoun~.

2) Phantom Panther
Special Power: Multiple Lives(9)
Occupation: Head of Terrorist Activities.
Experience level; 9
Resides at the California compound.

3) Quo
Special Power: Invulnerability
Occupation: Head of Internal Security.
Experience level: 7
Resides at the California compound.

4) Holo
Special Power: Holographic Memory Projection
Occupation: Head of Espionage.
Experience level: 5
Resides al the California compound.

5) The Grand Inquisitor
Special Power: Control Others
Occupation: Chief Medical Officer and Head of Torture.
Experience level: II
Resides at the Vancouvcr compound.

6) Plexor
Special I'ower: Multiple Hcings
o<;cupation: Head of Rer..:mitlllenl,
Experience level: 6
Resides at the New York office.

7) Gemstone
S~illl Power: CiemlCry!\tal Manipulation
OCcupation: Head of Assassinations.
Experience level: 7
Resides at the Paris compOlllld.

Base of Operation (California)
The Dark Tribunal ha.~ il~ main base of operation in California,

with major secondary operations in New York, Vancouver, lon
don, Paris, Dresden, Calcutta, Singapore and Brasilia. These
are all seemingly hannless businesses or organizations engaged
in trading international commodities, infornlstion and services.
1be Dark Tribunal al~o ha... about a hundred highly placed alien
operatives and anoiller 300 loyal hUIll8J1 agents in major corpo
rations and governments throughout the world. One DT alien is
even a US cnngressmall from New Mexico. A dozen 01' agenl"
are active within the FBI and IJ1terpol (middle level). while a
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half doun have infiltrated the United States' CIA and Bril.ain's
MJ-6 (all are low level civil servants at this poinl).

TIle central base for the Dark Tribunal organization is located
on an isolated ranchlfann in Northern California. The sprawling
ranch covers a hundred acres and is disguised as being a commune:
for a UFO cult. A small cattle ranch and. fann area are maintained
for the sake ofappeanlflCe. Most oflhe barns and storage facilities
are used for things other than fanning. suc.h as hangars for
aircraft and ground vehicles and equipment storage. Three large
ranch houses, five smaller houses. four large barrack-Slyle build
ings, and a doun storage sheds complete the surface suuctures
found on the compound. The nicer houses serve as the living
quarters for the 200 DT aliens and 60 other nonhumans. while
the other buildings serve as the quaners for their 600 human
cultists and workers, 11le only other structures of note are three
satellite dishes and onc IlIdar dish. A small neet of vehiclc$
(mostly small ttuek.s and jeeps) and a large stoclcpile of weapons.
armor and equipmenl a~ kept on the r.mch. A number of the
weapons and pieces of equipment have been iJlegally purcha"Cd
or stolen.

All the humans on the ranch are willess pawns who believe
Ihat the roundc~ of the cult are in contact with aliens from
another world. The cult leaders have them convinced that the
noble aliens will someday return to Earth and purge it of aU that
is evil, ridding mankind of sickness and tuming the planet into
a paradise. The cultists also believe that some of the nonhuman
mUlants recruited by the DT aliens are visitors from other planets.
All the cultists are a hundred percenl loyal to the leaders of the
cult and to their "alien brothcn:." Ironically, the alien members
of the Dark Tribunal are not suspected of being aliens.

The cultists are so fanatical that they will not believe anything
bad that even the most famous hero mighl have to gay. and will
do whatever they can to pre>erve and protect the commune, even
die fighting. This means heroes who altack the commune or its
leaders will be confronted by hundreds of innocent. although
dangerous. humans. Many of the human dupes have ~pecial

training in military. weapon. physit::al. computer, mechanieal,
and medical skills. About 50% have some sort of combat and
weapon Imining. liM Note: Average level of experience is third
level or roJi H>4,

The I'3nch is guarded by armed pillrols wilh shotgun!;, autnma·
tic weapons and padded body armor, 'The patrols often appear
to be nothing more than handymen, gardeners. and ranch hands
Working on the estate. WeapOlls and armor arc typically con
cealed. 'The patrols will typically try to scare off ROSe)' inuuder$,
but if that doesn't work. they are captured, inlCl'1"Otated and
either converted or lUlled. TIle bodies and 1111 evidence of the
victims will completely disaprcar oc be found hundreds of miles
away from the UFO C\lIt.

The neighboring. rural community has srown so accustomed
to the strange lights. flumes of lIl'livit)' at the conmlUne, lind
the odd behavior of the LIFO cullists. Ihat they don't think twice
about what might be going 011. One other notc about security.
The Dark Tribunal never receives mail directly at their residence,
They prefer nollo have mllilmen snooping around the premises.
C.onsequently, mail is eithc.r sent to various local post office
boxes or to one of scver.t1 small businesscs the Dark Tribunal
have set up as fronts formail, messages. and outsidecOOtaClS.
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The Armory
The Head of Security is a burly mutanl gorilla known as Big

Gun. He was one of the fIrst nonhumans to be rescued' and
recruited by the Dart: Tribunal. He is a fuU voting member and
complett:ly loyal. It is his job to maintain and protect the armory
and oversee the: sc::curil)' of the compound.

SeventJ underground vaulLli are used to stOl'C the various
weapons. annor. and special items used by the Dark Tribunal.
The vaults are guarded by two sentries and electronically locked
and wired to an alarm system. A password, which is electroni
cally voice printed. and retina sean are required 10 gain entry.
The vault is also equipped with an automated delivery system.
which retrieves the item requested.

GM Note: Each vault is SO ft by 50 ft by 8 ft (l~xl.5x2.4

m), is made, of alien meuls. and has an S.D.C of 8000 and an
A.R. of 16. The pair of guards do NOT have access to the
vaults. 'They are typicalJy armed with sub-inachineguns and hard
armor vel.ts. Even if they can be defeated oc iricked, eotering
the vaults will be nearly illlpossible. Any explosion doing enough
damage to open a vault will cause the roof to coUapse, inflicting
massive amounts of damage and burying the vault under tons
of rubble. While the vaults can be viewed as it fonn of treasure,
transporting all the various items will be extremely labor inlen
sive. Entry to the vault area is via a secret entrance somewhere
on the estate grounds.

Armor & Equipment Vaults (2):
Two bovecclllft
406 anti-gnavity nighl harnesses
6D6 psionic communicators
204 Robes of Judgement (complete with mask and sickle)
204 x 10 riUl jackets (A.R. 10. S.D.C. 60)
2D4x 10 hard vests (A.R. 12. S.D.C. 120)
2D4 x 10 riot armor (A.R. 14, S.D.C. 180)
204 x 10 hard annor (A.R. 16, S.D.C. 260)
Plus: A variety of bugging and surveillance equipment, radial

communicnlion equipment, rare or expensive electronic gear and
other vllluunlc: items, as well as various types of Illl·weather
hunling, cumbat, and anti-radiation clothing (at least 2.5 sets).

WCHpUD VAull (I):
Weapons
ID6x 100 survival knives
I[)6x 100 total of various common revolvers
lD6x 100 tOial of various common aUlomatic pistols
lD6x 100 MJ6 style assaull rines
206 x 100 total of various sub.machineguns
l[)6x 10 light machineguns
ID4 x 10 heavy machioc:gulls
406 rocket launchers
406 M mm LAWs
6D6 DT iUII pistols
606 uT laser pislols
606 DT laser rines
606 DT heavy laser rifles
406 DT particle beam rifles
2D6 M-2AI-7 portable flamethrowers
2D6 Anti-gravity flight hamesSd
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Ammunition
406 x 100 clips for any standard weapon per wc:apln.
2D6x 100 boxes of shotgun shells per shocgun type.
206 x 100 grenades per grenade type.
50 pounds (22.7 kg) of DT alien plastic explosive (see Phantom

Panther)
106 x 10 energy clips for CiK'h type of energy weapon.
ID6 energy clip recharging gener.uors.

Special Items Vault (1):
406 psionic communicalOrs
206 anti-gravity flighl harnesses
ID4 Robes of Judgemenl (complete with mask and sickle)
One million in gold bullion
One million in U.S. currency
One million in diamonds and other jewels
Ten million in bearer bonds
1D6 x 10,000 dollars worth of major foreign currencies:

Canada. Mexico, England. Genllany. France, Swiu.erland.
Japan, and Australia.

Plus: Secret documents. maps. plans, passwords belonging
(0 the Dark Tribunal and "business" associates. including under
ground!lermrist organizations. }{~II)t:Illbt::r, if the compound is
auacked, all of lhe above weaponry will be implemented in
repelling the attackers.

The vehicles are stored separaldy in an underground bunker.
A romp leading to the surface is the only access for the vehicles.
A large metal bam (150 ft by 50 fl by 20 ft) encloses the area
around the ramp and also serves as a cover. Some minimal
amount of farm equipment. livestock. IUld animal feed is also
present to further enforce the illusion. There ~ always at least
206 three-man hovercraft (concealed), 104 jet packs (con
cealed). one helicopc:cr (concealed). eight jeeps. one limousine
and ID6 lTlQC!.ified automobiJcs; the limo and modified au·
tomobilcs have suptr-car features.

Some Notable Figures
Among the DT Aliens
Divine Master
Le8der of Ihe Dark Tribunal and Chief Judge

The Divine Ma~ter is the leader and founding father of the
Dark Tribunal. Despite his arrogant. abrasive attitude, the Divine
Master is loved and admired by the other alien members of the
secret society. His experience. wisdom, and aggressive nature
have enabled him to build the Tribunal into a formidable, inlet·
national organization. He derives immense. sadistic pleasure any
Lillie he is rcsponsiklc fur innicting pain find suffering upon
mankind. In fact, awards and bonuses are Hiven to memben of
the Dark Tribunal who develop unusually CfClItive and substantial
suffering for the human racc. His one soft spot is his compassiun
fur his fellow aliens. but even here he is absolutely ruthless in
his dealings with lJ'aitors and buman sympathizers.

The Divine Master genernlly stays within the confiJJeS of the
California headquarters. when:: he directs and commands his
followers like a general. Various satellite dishes anrl.snphistieated
translation devices keep him up-to-date with world ev~nts. The
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world news media is quite fastidious in reporting assassination
attempts, hijackings, terrorist attacks. mishaps and events as
they happen. which is imponant 10 the insidious plans of the
DarIc Tribunal. Whenever the Divine Master does leave the
grounds of the compound. he is accompanied by two bodyguards
and one super-powcn:d DT alien. His favorite mode of transpor
tation is his aJ1T1<nd. strel.ch limousine which has $150,000
wonh of super-car features.

Aliases: Divinity, Judge Divine, Mr. Divine
True Name: Drcdmoore Regent
Alignment: Aberrant
IDt Polnt.'i: 99. S.D.C.; 60
Weight: 196 1M. (89 kg). Height: 6 fl 6 inchc!O (2.0 m). Age.;

40. Sex: Male
Attributes: I.Q. 24, M.E. 20. M.A. 25, P.S. 15, P.P. 15. P.E.
IS, P.O. 20, Spd. 12
Disposition: Vain, arrogant. and 50mCtimes abrasive. But a n::al

go--geueraod great organizer. Flne and well-respected leader.
Experience Lc:vd: Fifteenth (I S)
Combat Skill5(lnduding bonuses): + 2 strike. +5 parryJ

dudse. +4 damage, +4 mil with punch, critical strike or
stun 011 unmodified 18-20. death blow on natuml 20.

Allacks per Mel«: Seven (7)
Other Bonu5t5: Trust/intimidate 84%. charm/impress 50%. I 3

V$ p!>ionicslinsanity.
Super Powt:r Category: Alien
Super Power: Divine aura (see NEW super abilities section)
Minor Power: Energy resistance
Educational Background: Geoera.l studie... and navigation
Skills of Nole: Radio: basic 98%. radio; scrdmbler 98%. radio;

satellite relay 98%, surveiJlancc systems 98%, read sensory
equipment 98%, navigation 9H%. navigaLioo: space 9H%,

f
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pilot space shuttle 98%, pilot hovercraft 98%. basic and ad

vanced math 98%.
Secondary Skills: Hand to hand: martial arts. writing 98%,

swimming 98%. computer operation 98%. pilot motorboat
98%, pilot aUIO 98%, W.P. laser rifle, W.P. IMnmatic pistol.

Appearance: Humanoid with no body hair. Often wears stylish
hairpieces for the head, and always has an anractive tan.

Environment: High radiation
FamiliArity with Earth: Well-srudied
Ottupatlon: Leader of the Darlc Tribunal and Chief Judge
Special Vehicles: A.T. V. hovercraft, super-car limo, anti-grav-

ity harness.
Weapons: Laser rifle with night-sight, automatic pisto!' hand

grenade belt with four explosive hand grenades and two smoke
grenades.

Special Items: The Robes of Judgement and jX)ison gauntlets.
'The gauntlets have relrdClable claws that do I D6 damage as
a cuninp, weapon and n:.leal>eS ;1 deadly nerve poison (to hu
mans and most lCfTCSaialS) which inflicts 406 damage and.
unless a successful saving throw is made, causes convulsions
for 204 melees (duration is accumulative). Victimsofconvul
sions reduce iltl;tl:ks, speed, and combat bonuses by half. A
second successful save vs poison damage reduces the nerve
damage by half.

CummOlt Items: Aashy, fashionable clothing. Often Wcani

boots, with a knife in each one. and a walking cane that is
also a concealed sword.

Available Mone)': The entire DT moneys and resources. At
least 7S million dollars available within 48 hou~.

Armor: Has access to the Dark. Tribunal armory.

The Phantom Panther
Head of Terrorism

ll1e Phantum p;Jjlther is highly individualistic and extrell'lely
temperamental; a frrecracker ready to cxplcxlc. I-lis emotional
explosions usually take the fonn of some dramatic act of terrorism
against mankind.

The Phantom Panther, not only plans the specific details of
a terrorist mission, bUI also loves. 10 he part of the leitm that
executes it as well. Typically, the othcr leam members serve as
decoys and back-up, while the Phantom Panther pcrfonns the
must critical pans of the plan. In additioo, he will not hesitate
to perfonn solo missions, Sometimes the soln.missions simply
scrve to eliminate some fru...ml.lion from deep within rhe Phantom
Panther'!> psyche.

He loves to toy with humans assigned to investigate or prevent
Olle of hi!> terrorist actions. False clues, misleading phone calls.
amI eVl;:n messages in the classified ads 'of nmjor newspapers,
are all used 10 further hype his activities. Every ooce in a while,
the infonnalion he provides is actually true. This not only causes
confusion an"lOng lawenf~ment agencies, but sometimes leads
to the fr.uning and arrest of a rival or enemy.

•



-

The Phantom Panther has con1aClS with terrorist organizations
aU over the world. From time 10 lime. these other organizations
subcontract work from him. These other organizations are willing
10 provide him with shelter, a means of lJ'avel. and pay his other
e~penscs; therefore, the Phantom Panther can travel just about
anywhere in the world via this underground network. His shadow
clothing helps hide him at night, and his anti-gravity flight har
ness allows him to fly. hover, hid~ and evade Il)()$[ opponents.

Finally. the Phanlom Panther is a master of demolitions. If it
ClUI be blown up. the Phantom Panther can find a way (0 do il.
One of his pel projeclS is to build a nuclear bomb. While this
is a juint effort with other terrorist organizations. the Phantom
Panther is the organi7.er and leader of this effon. Meanwhile.
he has begun to produce larger numbers of his gimmid.;. explO
sives (amlwheads. pellcts, etc.) and sells thcm to other, respected
temlrilol'\. Notc that the Phantom Panther is immune to radiation.
a.'i are all the DT aliens.

Aliases: Leon lyon. Richard Kilt/.
True Name: Felyxz Pantra
Alignment: Miscreant
Hit Puints: 60, S.D.C.: 85
Weight: 194 Ibs. (87 kg). Height: 6 ft 4 inches (1.85 m). Age:
30. Sex: Male
Atlributes: I.Q. 15. M.E. 9, M.A. I.J, P.S. 17. P.P. 21, P.E.
18. P.D. 20. 5pd. 21
Disposition: I\.100f. tempenunental and a deftnite loner. although

he will associate with others to achieve his goals. Enjoys
tcrrorism and loves "playing" with humans as if it were a cat
and mouse game.

Experience Level: Ninth (9th)
Combat Skills (including bonuses): Hand to hand: basic, +4

strike, +5 parry/dodge, +4 damage. +2 roll with puoch.
critical strike on unmodified 19-20.

Attacks per Melet: Six (6)
Other Bonu.~: +6% vs coma/death, +2 vs poison/magic,

50% charnVimprcss.
Super Power Category: Alien
Super rower: Darlcness cODtrol ano multiple lives (see NEW

abililies section for the description of the laller).
Minor Powers: None
EducadonaI Background: Military Specialist
Scholastic Bonus: + lOCi'?
Skills of Note: Tracking 85%. intcUigcnce 88%, detect conce

alment 85%, Il<..TUbatics (balance, walk tightrope, climh rope,
and buck nip are aU 98%), climb 96%/MO%, prowl 95%,
demolition 97%, demolitions disposal 97%, sniper, W.P,
targeting, W.P. energy pistol, W.I'. cncrgyriOe. W.P. rifle.

Secondary Skills: W.P. knife, first aid 95%. land navigation
76%, pick locks W%, wilderness survival 85%, basic
mechWlk--S 76%, pilot automobile 98%, pilot OJO{orcycle 96%.

Appearance: Dan:-skinned hulTUUl
Environment: High radiation
}'amiliarity with Earth: Well-studied
Occupation: Head of Terrorism for the Dark Tribunal
Special VelUcle: Antigravity flight harness
Special Weapons: 1. A mini-laser (tool) used for Clllling wires,

glass, chain links. bolts. and padlocks. R3ngc: 10 ft (3 m).
daul3ge (two settings): 106 01' 204. payload: 30 blasts.
2. Sniper tine with tclcscopic and passive night-sight.
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3. Conventional grenades: Four explosive, two phosphorous.
and two smoke.
4. Gimmick e~plosives: Six exploding pellets (406 damage),
12 tiny exploding pellets (206 damage; keeps two in each
boot, four on each wrist), e~plosive tipped throwing darts
(108 damage). See Heroes Unlimited, pages 78 & 79, for
detailed descriptions of gimmick items.
5. DT alien plastic explosive: One nunce of this potent exp
losive docs more damage than siA explosive hand grenades
(lD6X 100). Similar to the human's plastic explosive, it can
be molded, dyed, shaped, or painted to look like an onJinary
everyday item. It can only be detonated, however, with a
special blasting cap and remote control device. Detonation
OCCUTS when lhe sonic vibrations generated hy the alien remote
control device inL~raCI with the cxplosive. This means thai
sonic I:xM)rh..~or other sonic stimuli may detonate thc: e~plosive.
Phantom Panther typically carries eight-ounces on him, but
may have fivc times more for special misloiollS,

Spedal Armor: Shadow clothing. II dud grey and black, martial
arts style jumpsuit made from the same fabric as the Robes
of Judgement. supplemented by light padded armor on the
arms. shuulder pads and reinforced hclfTIctlmusk. 1be light
weight. cloth-like armor allows for unrestricted movement.
A.R. 16. S.D.C. 100.

Available Money: He: has approximately S20.OOO of available
credit on his cards, carries ID6x 1000 in Incal currency. and
has about S5OO,ooo in various bank accoonts (used fo.- the
accomplishment of the job and infonnant.'i).

Common Items: Wean; dark clothing, black is his favorite color.
Additional Equ.lpment: Has access to the Dark Tribunal armory.

Gemstone
Head of Assassinallons

Gemstone is known as a beautiful international fashion model
- Gemstone is both her reallllld professional name. Her exotic
look lllld seemingly sincere. friendly and vulnerablc nature have
attracted the eyes of many rich and influential men. As a result,
she can often gain access to other media personalities, uther
powerfuJ men, and restricted infonnation by using her feminine
wiles and charm. She has many powerful frielKls who will help
ber in many ways. from providing money and alibis to paying
uff officials and providing physical pmteetion. Gemstone has
intelligently developed and cultivated relationships with many
key political, military and business figu~s frulll around the
world.

This femme fatale is a master III pretending sympathy and
mothering men. and getting II man lO discuss his troubles and
confide in her, Any information acqulrcd by Gemstone is quickly
lr4nsferred to the DaR. Tribuna.l. In addition, she onen cnjoys
the company ofan influential gendeman alone, without his body
guards, which makes him an easy target fur assassination.

Obviously, Gemstone cannot always do~ killing hc~lf, or
even be present when an assa.~sination occurs. However, she
can help create the proper environment for an assassination by
gaining prioe access tn a facility, home or office and case,
firsthand. a target's abode, learn about security systems aod
!'tCbedules, or even take an opponunity to copy Of" SlC".al a key or
access code. Similarly. she can conveniently leave a window or
door unlocked, tum off an alarm. plant weapons, cause others
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to drop their guard or create a distraction, all of which help the
actual assassin(s) or saboteur to complete the mission.

Gemstone prefers that assassinations appear to be accidents
and death by normal causes. When lhis isn't possible. she will
try to set up a patsy to take the fall. Her style is one of stealth
and Stlbterfuge rather than bullets and bombs, like Phantom
Panther. 1lJey draw too much attention and are so messy. but
she will not hesitate In use I.hese methods when the situation
calls for it.

Gemstone is keenly interested in developing and adapting
biological and germ warfare techniques. drugs/poison. magic.
and psionics a.. tools for her assassinations. She loves the fact
lhll.lliule if any evidence is left behind when m;ing lhese methods.
Also, countering her adacks is cltln:mely difficult ul}less you
knnw exactly what her plans involve, Unlike her human counter·
pan.'l, however. she will not usc lhelie method.. unless Uley can
be completely controlled and di~ctc:L\. •

Desille her I)lain rc.~idcnce in Puns. OemsWne !I'laint3ini'l apart
ments in New York. Lolldon, Vienna, and Tokyo. She has many
friends and acquilintemmces all over the world. particulllrly
Europe, and ha.~ access to their homes, companionship and pm
tection if necessary. Villas, ehalet~, manSions and castles have
all opened their doors to her in just about every country imagi·
nable.

Name: Gemstone
Aliases: Ruby ked<!
True NllJne: Geomanthra
Alignment: Miscreant
Hit Points: 44, S.D.C.: 66
Weight: 191 lbs (85 kg), but looks like she weighs 125 Ibs
Heiaht: 6 feet I inch (1.8 m). Age: 25, Se)[: FemaJe
Attribule5: I.Q. 21. M.E. 20. M.A. 18, P.S. 15. P.P. 25, P.E.
12, P.B. 24, Spd. 12
Disposition: A major nin, sexy, friendly and often plays the

part of a bimbo, acting naive and innocent. In reality, she is
inL"TNibly cunning, always scheming and plotting, observant,
resourceful, daring, and cool under stress.

K"perience Level: Seventh (7Ih)
Combat Skills (Including bonuses): Hand 10 hand: a."~,,sin.

+5 slfike, 14 damage. +6 parry/dodge, knockout/stun on
unmodified 17-20, +3 roll with punch.

Attacks per Ml:!lee: Five (5)
Other Bonuses: 50% trust/intimidal.e, 7()';f, cbarmfimpress, +3

vs psionicslinsanity
Super Power Category: Alien
Super Power: Gem power (see NEW super abilities section)
Minor Power: Bend light
Educational Background: Science Specialist
Skills of Note: TV/video 88%, cryptogrn.phy 78'1>, basic: and

advanced math 98'1>, biology 88%, chemistry 98lJ1, first aid
HHlJI, pathology 93'1>. computer opcriIti0ll98%, read sensory
equipment 88'1>.

Secondary Skill'Ii: Art 71'1>. langullges: French, Japanese. En
gli!lh 93%, photography 98%, pilot.: automobile 98%, W.P.
knife, W.P. automatic pistol.

Appearance: Looks complelely human; beautiful, very
feminine, and an elegant dresser. Dynamite figure and stun·
ning facial appearunce.

t~..miliHrity with Earth: 90%, h8~ ~tudied well.

,



Occupation: Head of Assassinalions for the Dark Tribunal. Sec
ret identity is that of a famous inlemational fashion model
and socialite.

SpeciaJ Vehicle: Antigravity flight harness.
Weapons: Automatic pistols with flash suppressors and

silenccrs, and knives are among her favorite hand-held
weapons. Poisons. narcotics, and death dealing drugs are
another.
Death mask: Placed over a victim's face, the mask tightens
and confonns 10 1M victim's head, blocking all airways,
prevcnb screams and causes suffocation within ID4 minules.
The mask mlllerini is OJ. tough (A.R. 10, 20S.D.C.), rranspa
rent, pla..'itic-like SubSUlOce. Can he removed by flicking the
release mechanism at the base of the neck, but there is only
a 1-10% chance lhal a panicking victim will find the release
mechanism.

Specialltenl.~: 1. A bl1lCele( with one emerald and siA amethysts.
2. 1\ hracclct with an emerald, four rubies and four
aquamurine.
3. A mega-diamond necklace composed of onc large center
diamond (six camts). one d07.cn small diaIDlJnJs, two 007,.cn
zin:on and acccnled by four rubies. The necklace is worth
about a million dollars.
4. A pendant made of one large, black tounnaline and four
roby quart£ and four smoky quart.l..
5. A ring with a large ruhy surrounded by six zircon and two
clear '1ulU1.£.
6. Amethyst and gamet earrings (two Stone.I; each).

As well as agale earrings (one stone each), one black tour
malinc ring, one sapphire ring, one pair of diamond l;arrings,
two pair of ruby quartz earrings, two pair of clear quartz
earrings, two pair of agate earrings, one gamet ring, and one
agate ring.

Available cash: SIOO.lXX> in "n:dit cards, and four million in
bank accounts. More can be available upon special assign
ment.

Annor: May usc any body annar when cxpecting combat or
Robes of Judgemcnt, but typically wears no apparent annur
and uses the gems' powell for pmlection. Has access to the
Dart Tribunal itOl'lOry.

Holo -Head or Espionage

Holo is an attractive nut average looking woman. She works
at fitting into a crowd, never wearing anything overly conspicu
ous. This inconspicuousness allows her to observe the general
humll..n population unnnticell and unrestricted. Holo could live
right nexl door to yuu WId you would Dever suspect her of being
an alicn or terrorist. Humans often enuust lhis "regular girl"
with many secrets and problems uf everyday lifc. As a re...ult,
Holo has an excellent overview of bow the average citizen thinks.

Her pritrnu'y objective is [0 g3.IMr information and eliminate
troublemakers. Holo has discovered that joining clubs/organiza
tions, health clubs, religious organizations, volunteer programs,
and singles groups, a..o; well as, subscribing to various mainstream
and underground publications can provide her with 3. great deal
of important COnfacts and infonnation. While not a true computer
hacker, Holo dne... have: access to many computer data bases and
io; in ChaTgl; of the DatX Tribunal's infonuation and reference
data bases. Much of her infonnation gathering is dedicated to

finding and eliminating those engaged in crimes aguirut non-hu
rtWIS.

•
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This information enables Holo to track. locate, and choose
what organizations and individuals should be brought to trial
before the Dark Tribunal. Once a suspected criminal is brought
to Holo's attention, Holo will personally record the crimina1(s)
in the act. If successful, Holo will be able to bring a suong case
beror~ the: nark Trihunal. 1-1010 often leads groups of orner mem4
bcrs of~ secret society on her espionage missions.

Name: Holo

Aliases: Spy Master and Ms. Holly Grahm
True Name: Hofovnma
Alignment: Aberrant
HII Points: 45, S.D.C.: 70
Weight: 192 Ibs. (86 kg), but looks a slim 130.
Height: 6 ft I inch (1.8 m), Age: 25, Stx: Female

Attributes: I.Q. IS. M.E. 19, M.A. 15. P.S. 15, P.P. 15, P,E.
15. f.B. 15. Spd. sec eXlraOrdinary speed power.
I>ispnsitiun: Polite and well-mannered. ariSI(JeTlllic yet nOl snob

bi:>b. Tends to he quiet and unassumins. Clever. m;oun:eful,
cXb"emely observant, secretive, sneaky.

Experiena u~tl: Seventh (7)
Combat Skills(includllll!: bonuses): I 4 mil willi punch, + 11

parry/doclgc, +4 strike, + 2 save vs psionic attack, + 4 dam
age per every 20 mph of speed up 10 320 mph.

Attacks per Melee: Seven (7; includes boxing bonus)
Other bonuses: Nunc
Super Power Category: Alien
Super Power: Holographic memory projectillTl (see NEW super
abililics section)
Minor Power: ExtraOrdinary Speed
Educational Background: Miliwy Specialist
Scholastic Bonus: + 10%
Scholastic Skills: HliIKJ to hand: expen, disguise 85%, imperso

nation 78%158%. intelligence 80%, interrogation 80%, track·
ing 75%. pick locks 80%, boxing. wrestling. acrobatics,
swimming 98%. W.P. tar~eting, W.P. blunt. W.P. knife,
W.P. lIutomatic piMO!.

Secondary Skills: escape anist 65%, pilot: aUlOmobile 98%,
fnrgt:ry 65%, pick pockets 65%, lind languages: English.
Japanese, Russian, Frenl.:h 90%.

Appearance: Humanoid. NUlhing in panicular stands oul ur
secms remarkable aboul lhis chameler, though she is tall and
attractive.

familiarily wilh Earth: Well studied.
Occupation: Head of E.<;pionage for the Dad; Tribunal.
Special Vehicle: Anligravily flighl harness.
Weapons: Any variely of energy or human weapons.
Spedaillems (di"rigui"le c1olhlng): Make-up, equipment, wigs,

doming, CIC., for the purpose of disguise. Alw uses illusio
nary disguise pOwer. Optional: Holo can have all of the
cybernetic disguise features 3S found in Ninjas & Superspies,
OM's choice. She is. also one of me clilc seven who regularly
uses me DT infihralors within rhe British MT.6, Interpol, CiA
and other agencies.

Common H~ms: Rolcx watch with built-in calculator and com
pa.~s and shows the rime in any time zone in the world. Swiss
anny knife, reversible clothing and clothing with bells and
suspenders which can be used as rope forcJimbing and strangl
ing. Flexible dOlhing thai can be ailitpled as a djsguise or
that can be changed intn/uul uf quickly. Holo is quick and
lighl on her feel. She needs to gel in lind OUt of siruations
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with speed and stealth, and cannot be encumbered. The lighter
her gear me better. This is 00110 say that she doesn't 3!flve
al various places amidst great pomp and circumstance and a
pile of suitcases.

Available cash: $40,000 in credit cards, and six million in bank
accounls. More can be available upon special assignment.

Armor: Has access to the Dan Tribunal annory.

Plexor- Head of Recruitment

If anyone can convince a non-human 10 enlist or al least
sympami7..e wim me Dark Tribunal it's Plexor. Hccan tell stories
that will make you burst into lears wilh laught.t:r or sadness.
Plexor ha.~ a spt:eial talent for finding what makes a person tick,
and knowing what buttons 10 push to get his way. Plexor's
diplomatic and negotiating powers are incredible lind he will
ofteD play ooe or more forces against the oiher. While he u.'maJly
~ Cll1m and ..-ollet:ted, he is a master al agitating od1ers
and provoking conflicts, always manipulated in his favor.

Plexor has no problem adapting to various cultures and loves
to travel. He is equally comfortable dealing wim the upper or
lower classes of a eulture and serves as an internalional liaison
for the Dark Tribunal, with a vast number of individuals and
organizations. His personal belief is Ihat all humans are scum,
and he is alwllys ready !Q t,lke advantage of any hum,m, nn! Iha!
you could lell by his publie demeanor.

Plexor prefers to avoid combat, using his wit and charm rather
than brawn to solve a problem. Plexor does nOI gt:1 ea.<;ily riled
and is always cool under fire. Insulls never affect him either,
especially from humans whom he figures are bellicose and
moronic uouble·makets anyway. So why should he lower him
.sclf 10 their standards? If vengeance is necessary. black:rna.il,
cons, or setting up !he enemy to take the fall for a crime will
suit PleXOr just fine.

NIlIDe: Plexor
Aliase5: Many: uses common firsl and last names. such as John
Green, Bill Smith, Ron Brown, Ed Jones, elc.
True Name: Multrax Plexora
AlIgnmenl: Aberrant
Btl Points: 51, S.D.Co: (,0
Welghl: 194 lhs. (R7 kg), Helahl: 6 ft I inch (1.8 m). A&:;c:
32. SeJ:: Male
Attribulrs: l.Q. 22. M.E. 21, M.A. 30, P,S. IS, P.P, IS, P.E.
15. P.D. 20. Spd. 17
Disposition: f1amboyanl, confidenl, and iI persuasive talker,

yet always calm and rational, even under duress. A super
salesman with an angle and plausible reason or rationale for
everyming. Could talk an Eskimo into buying ice cubes.
Wonderful stury-teller.

Experience: Level: Eighlh (8lh)
Cumbat SkUIs (Including booUSts): +2 strike, + 3 parryl

dodge, +3 roll wim punch, critical strike on unmodified
18·20.

Attacks per Mtlcc: 3
Bonuses: +8% skill bonus, 97% trusllinlimidat.t:. 50% channt

impress
Bonuses to Save: + 3 'IS psioniCSlinsanity
Weapon I~dendes: None
Super Power Category: Alien
Super Puwtr: Multiple Beings (see NEW ability section)
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Minor Power: Extraordinary Mental Affinity
Educational Background: Genentl Studies
Scbolasdc Bonus: + 10% plus +8 I.Q. bonus, all have been

added into skill percentages. TOlal: IS..,.
Skllls or Note: Basic and advanced math 98%. radio: basic 93%.

radio: ~rambler 83%, radio: satellite 78%. surveillance 93%,
optic systems 93%, laser optics 83%. read sensory equjp~nl
83%, cryptogrnphy 73%, computer operation 98%, biology
83%, botany 83%, chemistry 93% and languages: English.
Russian. Gennan. Spanish. Arabic, French, Japanese,
ChincrlC. all at 98%

ScroodQry SkIllJi: Hand to hitm:!: manial am. piloc; automobile
9R%, pilot: motort')'clc 9R%. pilot: airplar-.e 9R'II. write 71 %,
and tOf¥ery (,..,9b.

Appearance: Humanoid. Tall. dark, han<.!soll'lt. mustached.
Familiarily with Earth: The best.

Occupation: Heile;! of Recruitment for the Dark Tribunal
Special Vehkle.;;:: Hover vehicles and anti-gravity flight hurness.
Weapons: Stun pistol. DT energy pistols. 9 mm pistOls. and

daggers.
Special Items: DT language translator, DT psionic com

municator. and portable computer. Tne cumputer is the si7.e
of a nutebook but comains an entire encyclopedia of informa
tion on the various cultures of the world. Ihus alluwing Plexor
to fil in better with the natives. InfumlatiOIl can be updated
and stored on computer discS for fururc use. This computer
even contains cum:nt information on important world figures,
and includes such da«j a.~ hobbies, fRvorile fuods. and favorite
jokes. Di:!ta on 25.000 individuals can be stored at an)' one
lillie.

He is hooked up with several computer networks and a
score of infunn3tiOn and news services. As well as haVing

58

purcha.o;ed lime on major computer systems/networks. He is
also un~ of the elite seven who regularly uses the DT infil
trators within the Briush MJ-6 and Interpol.

Common Items: Suitcases and travel gear. Plexor is almost
always on the move, looking for new recruit... He also bas a
multitude of passports. both legitimate and fake, a varielY of
identification cards. driver's licenses and credit cards.

Available Money: He has approximately $50,000 of available
credit on his cards. carries 206 x 1000 in local currency. and
has .50 million in cash in various Swiss bank accounts (used
for infonn:tnts and recruitment).

Anno.-: Has IK;(;e8S to the Dark Tribunal annury,

The Grand Inquisitor
Chief Medical Officer & Torturer

The Glllnd Inquisitor lost his enure family in the clllSh, which
has lead to his insane hatred of all human life. Whenever he
gue!> more than several weeks without a really good torture,
experiment (on a human subject). or munier, he behaves like
an irrational lunalic. mnting. raving, sobbing, smashing and
throwing things, and having temper tantrums. As a ~uJt. the
Dart Tribunal alluws the Jnquisitor 10 keep II few humans as
torture pets. 1be Doctor can delight in !heir torture aPe! heal
them. so that he "play" with tllem another day.

The madman's most recent brainstorm is. to transfonn humlltlll
into monsters, rather than tonuring or killing them. This has
lead to continuiDg experiments in altering their genetic structure,
mutation, and the monster transformation. Most of his expeti
I'IlCnts have been unsuccessful. killing the test subject. but sooner
or later he will have a few survivors. GM Note: If you desirc.
this can lead 10 the creation of villains or hemesln the expcri~nt

•
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or mutant categories. 1be only difference is to have these charac·
ters roll two or three times on the Unusual Characteristics Table
(Hnoes Unlimited, page 109) or Side·Effects Table (Heroes
Unlimited. page 69) or come up with other disfiguringlnonhu·
man characteristics.

He loves to watch video recordings and films of all of his
torture and experiment sessions. replaying the really "fun" se·
queoces. On l)Cca.~inn. he'll send copies to the victim.s· friends
and families. He is so twisted that he cvcn sickens and frightens
some of his fellow elite seven and many of the DT aliens who
work under him. However, he was once a great person llnd is
allowed to continue his depraved work. Even now he can be a
dedicated and caring physician when treating nonhumans. Hc
demonstrates none of his insanities to his inhullUU\ patients and
is the epilOme of pmfc-ssionalism and a healer.

When the Doctor is not occupied with healing nonhumans or
tormenting humans. he enjoys a~tmnomy and observing and
studying nat~.

Aliases: 1be Grand Inquisitor, lbe Dread Impaler
True Name: Droctra Scarrie
Alignment: Diabolic
llit Points: 71, S.n.C.: 60
Weight: 196 Ibs. (88 kg). Height: 6 ft 6 inches (2.0 m), Age:
50. Sex: Male
Attributes: I.Q. 30, M.E. 24. M.A. 18. P.S. 12, P.P. 12. P.E.
20. P.R. 5, Spd. 12
Disposition: Fuul·tempered. spiteful, only smiles ami laughs

and enjoys life when he is inflicting pain on humans. After
a really good tortun:. he is in a pleasanl frame of mind.
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Dedicated to healing and helping nonhumans and equally
dedicated 10 tormenting humans.

Insanities: Sadistic and obsessed with hurting and killing humans
(loves il).

Experience Level: Eleventh (11th)
Combat Skills (including bonu.ses): + 1 strike. + 3 parryl

dodge. + 2 damage. critical strike on unmodified 19.20. +4
roll with punch.

Attueb ~r Melee: Six (6)
Other Bonuses: + 16% skill bonus, 50% trust/intimidate, +5

vs psionics, + 10% vs comll!deuth. +3 vs poison/magic.
Super Power Cat~ory: Alien
Super Power: Control Others
Minor Power: Healing factor •
EducHtiona} Background: Special Training equal to a Ph.D.
in scieoce and medicine,
Skills of Nott: Knows all Science. Mcdic8J (plus cybernetic and

bionic procedures). and Compoter skills ilt 98%. plus read
sensory equipment 98%, radio: basic 98%. T, Vlvidco 98~,

and several languages, including English, Spanish, French.
Russian and Chinese, all at 98%.

Secondary Skills: Hand to hand: basic. basic declronics 98%,
basic mechanics 98%, pilot aUlomobile 98%, pilot truck 98%.
pilot airplane 98%, pilot helicopter 90% and pilot motor boat
98%.

Appearance: Humanoid reptilian with pale yellow skin. deep
green eyes. and long fingers, excellent for poking and probing
his viclims. Typically seen in lab coat or medical clothes.

Familiarity witb Eartb: Good but limited.

__I~~
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Occupation: Chief Medical Officer and Head of Torture for the
Dark Tribunal
Special Vf:hicles: Anti-gravity flight harness and private helicop,....
Weapons: Power gloves. Gives wearer a strength of 30. 1be

razor-sharp fmgen allow the Doctor to pene!Tale human skin
and drive his hand through the human body in order 10 rip
out internal organs. including the hean.

Surgical Shon SWlln.l. This long sword docs 406 damage
and is nearly indestructihle. It never needs sharpening and
slices through bone like a hot knife eUIS through butler. Scal
pels and blade weapons of all kinds are his weapons ofchoice.

Special Facility & It~m...: Hi-tech "conditioning" lind medical
radlltles. TIlesc: are lucated in thc basement of the Dark
Tribunal's main living area. 1\ ramp in an empty room leads
to the underground chambe~.

Common Items: Various Jab devices 3l1d recording instruments.
Microscopes. magnifying glil~, ;}Ild ~ur8ical instruments.

Annor: Seldom wears any other than the Robes uf Judgemem.
bUI does have access to the Dart Tribun.d'$ ..nnOt)'.

The DT Medical Cenler
The Grand Inquisitor's medical facility has a score ofdifferem

laboraTorie~ and operating rooms, radiology, the hc~t medical
and life support facilities, bionic reconstruction facilities and a
125 bed hospiLal with ample supplies of drugs, hluud, and equip
lI"1ent. Twelvc other docton; and thirty nurses arc on STaff. A
sophisticated. alien bio-eomputcr allows lhe Doctor to analyze
and diagnose diseases. broken bones, and mental illnesses. 1be
computer also provides rttommc:nda.Lions for cUteS. Surgery can
be performed by any of the doctors.

Rooms or Note

Tortu~ Chamlxr (2): A vcry large surgical room and labora·
tory. Has a surgical table and a large melallable (lOX 5ft13 x 1.5
m) with metal and Icather restraints, two large freezers, and
three long laboratory tables with computers and chemical analyz
ing devices. Two pain induction chain; which send electrical
IIhoclc.s through the vktim. Special helmet" are placed over the
vk:tim which slimulate the various parts of the human hrain.
These helme's can alron induce haUuc:inations and illusions, per
manent insanities may result (1-29% chance; ifso, roll on I1lJK1om
insanity table). Various hand-held scanning devices, surgical
instrurnelllS, various knives and picks. lasers, cattle pnxt... man·
acles, restraints, straightjackets. lnlth serum and other drugs.
and other devices oftonure are also in this mom. A male nurse,
twO female nurses and one other ductor (psionic bealer- Jrd
level) are the usual assilltants.

Bionic Laboratory (2): Two large and complete hinnic labs
with adjoining operating rooms are locilted at this facility. Bionic
implants. organs, and limbs can be installed. n:muv«1, repaired
or upgraded. The DT aliens hllve excellent cybernctic knowledge
and skill.

IsoIlItion Rooms (stven rooms. all 6 n by 6 n hy 8 ft): Totally
soundproofed. with lights controlled from the outside. usually
dark. Nu windows or furniture. Hand, neck. and foot manacles
and an infnlred video camera arc attached to each wall.

Sensory Deprivation Chamber (one): Used for experiments
ancJ treatments.
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Olympic-sized swimming pool. Various liquids. including cor
rosive acids. may fill the pool. VicLims will be submerged or
teasingly lowered toward the pool. Also used as a nonnal swim
ming pool for both recreation and rhernpy.

Six surgery rooms, life support, trauma unit, burn center
and other medicaJ treatment fadUties are also present

Quo- Head of Seeurily

Very rarely leaves the Dark Tribunal residence in California
except on special missions and to serve as a bodyguard for the
Divine Master. Should the Dark Tribunal be attacked on their
own territory, Quo will fight 10 the death to protect his compan
ions. He manages the armory and keeps track of which ~eapons.

armor. and special items are currently available or need to be
built/acquiretl. Also monitors ebcck-oul." (and check-ins) by all
members of the Dark Trihunal.

Often wort.. with the people in c."ipionage ;00 approves the
assignment of spet..ia! weapons. 11 is Quo who is first to interro
gate captured trt.spassers ilnd 5uper-powe~ enemies. Should
the compound or the society fall under attack. it is Quo who
will m.lly lInd lead Ihe (mops, ~tting up a,sophisticated defense.
ambushes. booby IrdpS, and a devil~l<u;l'Ig offensive.

Aliases: Quentin Strong and Hamid Mann
True NAirne: Quorash 1l10rash
Alignment: Aberrant
Hit Points: 75, S.D.C: 380
Weight: 2561bs (115 kg), Height: 6 ft 6 inches (1.9 m), Age:
27. Sex: Male
Attributes: l.Q. 15. M.E. 12, M.A. 12, P.S. 45. P.P. 28. P.E.
33, P.O. 9, Spd. 22
Disposition: Except for his dislike of mankind, Quo has the:

~rsonality of a Paladin. SlrOng. macho. honorable, dedi
cated, loyal, hardworking and willing to jump in front of a
bullet for onc of his friends. A creature of few words and
very rarely shows emuLion. Lets his actions speak for himself.
A good strategist.

Experience Level: Seventh (7th)
Comhat Skills (including bonuSt':S): +9 strike, I 14 parry.

+ IS Judge, +, I pull punch, + II to roll with punch/faD,
+J4 Jamage, knockout/lOwn on unmodified 17-20, nUlomauc
knockout on a roll of a natural 20. GM Note: In Rifts or
lkyond lhe Supernatural, Quo is considered to have super
natural strength.

Attacks per Melee: Six (6)
Other Bon~: +8 vs magic. +8 V$ poison, +30% vs coma!

death.
Super I"ower Category: Alien
Super Power: Invulnernbility
Minor Puwer: ExlraOrdinary Hearing
Educatiunal Background: Military Specialisl
Scholastic Bonus: + 10%
Skills or Note: Hand fO hand: assassin, demolition 9H%, demol

itions disposal 98%, int.c:lligence ~, interrogation 85%,
tJllcking 75%, boxing. gymnasLics, wrestling, W.P. energy
rifle, W.P. energy pistol, W.P. heavy, and W.P. rifle.

Secondary Skills: W.P. knife, W.P. blunt. general athletics.
body building, swimming. running. land navigation 68%.
and pick locks 7()'l,.

•



Appearance: Human but very broad and muscular - a walk.ing
mound of muscle.

Familiarity with Earth: Good in general. very familiar with
aspects of the military and weapons.

Occupation: Head of Security for the Durk Tribunal
Special Vehicles: Anti-gravity night harness and hovercraft.
Weapons: Energy and heavy weapons are his favoriles.
Special Items: Barbed ne~. These ner.... contain liny barbs which

injeci a sleep drug inlO the victim, clIusing temporary uncon
sciou.cmel'is for several hours. And of course he has aCcess to
experimental weapons and the entire armory.

Common ((ems: Loves to wear leather jackels with the logo of
the grim reaper.

Annor: Has access to everything ill the Dark Tribunal's armory.
Prefers heavy armor.

Big Gun - Mutant Gorilla
Head of Security at the Vancouver Compound

Big Gun was one of the Dark Tribunal's flfSl nonhumans to
be recruited. He was a little known criminal on the nm - the
produci of inhumane experiments at a Canadian research facility.
He is completely loyal to the secreL mgalli:£atioll and will die
trying to proteci its leaders and folluwer.;. He received most of
his eombat and weapons lniiniug from QUo, who remains his
friend and mentor. B.G. also serves as a bodyguard lo the Grand
Inquisilor and is the head of security at the Vancouver compound,

Aliases: B,G,
True Name: Big Gun
Aligr'llnellt: Abert'3.lll
Hit Points: 74. S.D.t:'.: 40
Weight: 200 Ins. (90 kg), Height: 6 ft 6 inches (I .9 TIl; originally
size level II. now size level 9). Age: 31, Sex: Male
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Attributes: l.Q. 19, M.E. 15, M.A. 17, P.S. 21, P.P. 13, P.E.
18. P.B. 9. Spd. 12
Disposition: Hales humans, particularly scientistl'i and POliti

cians. Tough, alert, intelligent, and resourceful. Well·re
spccted, but a little bil feared by the human cult iSIs.

Experience Level: Eighth (8)

Combat Skills (including bonuses): +2 strike. + 3 parry!
dodge, + 6 damage,. + 2 roll with punch. crilical slrike on
unmodified 18-20, Icick attack, judo throw, paired weapons,
and entangle.

Altacks ptr Melee: Six (6; one added by prehensile feet)
Bonuses: Trust/intimidate 45%, +2 vs poison. +2 vs magic.
Suptr Power Category: Mutant Animal
Hwnan Features: Looks: none. hands: panial. speech: panial.

bipedal: partial. .
Animal Power: Prehensile fect (adds one melee alUck).
Animal Psionics: None
l!:d.ucationHl Background: Special UT Truinihg
Seholasdc Bonus: + 5% and +6% for T.Q. bonus eqllals a tOtal

of +11%.
Skills of Note: Hand 10 hand: expert, demolitions 92%, demol

itions disposallJ2%. pilot D1' hovercraft 94%. W.P. blunt.
W.P. aulomatie pistol, W.P. automatic rifle, W.P. heavy,
W.P. energy pistol, W.P. energy riOe.

Secondary Skills: Basic math 98%, read and wrile English 98%.
climbing 98%171%, swimming 98%, pilOt automobile 98%,
and pilot lruek 94%.

Appearance: A large, intelligent gorilla wcaring body armor
and earrying a variety or weapons. Looks very mean.

Occupation: Head of Security al the California compound.
Special Vehicles: A.T. V. hoVerCT'd.rt and anti-gravity flight har

ness.
Weapons: DT particle beam rifle, DT laser rifle with night-sighl

and six additional clips. aulomatic pistol, two grenades and
four smoke grenades.

Armor: Heavy body armOr: A.R. 16, 260 S.D.C., and has
access to the annory.

The Average DT-Alien
Averaa;::tl Alignment: ADitn:hisl or evil, hut can be any. The

alignment'! of the key cha:racten; and most DT aHe:l\s refleci
their treatment iOld rega_rd for humans and other enemies.
This is;'l war and humans are the enemy. Among lliemselves,
especially with respect to the original inve~ligll.tive team. the
Dark Tribunal's members are perceived a.... generous and com

passionate heroes, nQI villll.in~.

Attribute 8unuses: Add tD6 to the following: I.Q., M.A.,
M.E., P.ll.
Height: Six feel (1,8 m) 10 6 fl 6 inches.
Weight: Approximalely 190 IXlumh (85.5 kg)
Sex: 55% male, 45% female
S.D.C. Bonus: ID4x 10 plus physical and O.C,C. points.
Nalural Abllides: Alomie radiation does no damage, can see

into the ultraviolet s~l.rutll of lighl, and radiates low levels
uf r.w.ialion thai is hazardous 10 humans after prolonged ex~

PQsure (musl wear protective clothing to contain the radioac

tivity).
Su~r Power Category: Alien
Super AbiUties: Aoout 50% IIf the DT aliens have super abilities.

These are always one major ability and one minor ability.



30% are psionic, and 20% have no s~ial powers. although
they may submit themselves to bionic reconstruction or re
ceive 104+2 bionic implants.

Bionic Alien.'i: Can be a full conversion cyborg with a typical
budget of 7 million (occasionally as much as 9 million), or
a c:yber agent with about 5OO,lXX> to a million dollan>' worth
of implants and minor bionics (bionic eyc or one hand or
arm. etc.).

Psionic Miens: Fall into the category of "alien" psionic. See
Heroes Unlimited, page 127. for details on lS.P. and
abilities.

Appearance: Most (84%) look completely human.
Skill Bonus: Special tmining but only a 10% skiD bonus.
Occupational & Skill Orientation: There are three main occu-

pational types of DT AJiens.

Military Speclallsts (40%): Trained in the use uf weapons,
combat and espionage. Hand to hand is usually e;\pen or
a.~~a.'i~in, plus other physical ll'llilling skills. S.D.C. bonus of
15. 50% possess super abilities. while 10% possess psionk
p:>wers, both tend to have p:>wers suitable for espionage and/or
combat. Average level of experience: 104 + 2.

Techniciafls (35%): Engineering, huilding. and communi
cation - no or few minor powers like heightened sense~.

20% will have super abilities. 10% p:>ssess psionic powers.
Average level of experience: ID4 + 2.

Science Specialist (25%): Medical/cybernetics doctors,
scientists. etc. - 50% are psionic (Optional: Can use the
healing psionic powen found in Rills and Beyond the Super
natural), 20% will have super abilities that help in the medical
profession. like x-ray vision, heightened senses, and so on.
Aver..ge level of experience: ID4 + 3.
Note: AJI member.; of the Dark Tribunal speak and readlwrite
English nuently, in addition to their nonnal skills. All are
from a high radiation plane!.

Special DT Alien Items-----
Note thAt thc secrets behind the crealion and pnx.luclion of

thc~ items arc top secret!

DT Psionic Communkators
A mdio style communicator which enables the aliens to com

municate via telepathy with each other. The communl(;iltors can
only be used by the DT 3licn~ and even then, only by tbose who
have received a cybernetic implant in the brnin. Allieatkrs and
about 40% of the aliens can use the pstonic cnmmuniCatOtSi. 1be
communicators are about the si7-c of It c:igareue lighter and have
a range of 800 miles (1280 kin).

DT Translator
A universal translator thai can inlc~t all Earth languages at

88% accuracy. About the size of a pack. of cigareues. Range:
100 feet (30.5 m).

U1' Anti-Gravity Flight Harness
This is a simple, lightweight hamess that is worn like a vest

and consists of hells that connect at the chest. A control helmet!
cap psionicully directs the we.arer's flight, direction and speed.
Note thar if Ihc wearer is knocked unconscious or dazed. the
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harness will stop working and he will plummet to !he ground.
The device makes no sound.
Maximum Speed: 60 mph (96 km); can also hover stationary or
travel slowly.
Maximum Altitude: 1000 feet (305 m),
Weight: 10 pounds (4.5 kg)

DT Hovercra/l (ATV Dying platform)
Another alien device is the ATV hovercraft. The disk-like,

open-air nying platform can comfonably seat the pilot and two
passengers (four under cntmped conditions). The vehicle is man
euverable and fairly quiet.
Maximum Speed: ISO mph (241 km); can also hover stationary
or travel slowly.
Maximum Altitude: 500 feet (152.5 m)
Weight: 5CKl pounds (225 kg)

The Robes of Jud~.m.nt
Th~ sacred robes and accompanying lllask and sickle arc more

than mere symbols. Each has special propenies. However, the
Rotx:s are considered sal.Te(j glillllents and therefore. we seldom
worn into oombat. loe Robes are made,available only to the
seven regional leaders/directors of DT opcmtions and the seven
high rulers.
1be protective armor: 1be Robes are woven from an alien fiber
that offers amxm:d protectton yet is as lightweight as COlton.
A.R. 15, S.D.Co SO.
1bc mask has several properties. Bonuses 10 save: +6 vs
psionics, + 2 vs magic. The mask also has hypnotK: powers.
Anyone within 20 feet (6 m; this means all hand to hand 0ppo

nents must roll to save) who is looking at the robed figure will
become dazed: - I melee attack, - 2 on initiative and - I to
strike. parry. and dodge, Roll to save vs p!'iinnic attack/mind
control every melee round that !hecharacterconfronts the villain.
II can also induce a penon to tell the InIth; roughly equivalent
to the ''words of truth" magic spell or truth serum. Range is six
feet (1.8 m) and the person must be under interrogation. Victims
roll to save vs psionic attack/mind control each melee mund (1.5
seconds) that the charncter is being grilled.

The sidJe is II wCiipOn co.-npo~d of alien metals and technology.
It is nearly indestructible, int1icts 406 damage as a blade weapon
and provides the bclllUse~ of I I to strike, + I to parry iutd + 2
to damage. TIle sickle can also fin: six (6) powerful energy bolts
inflicting 106 x IO damage. It cakes four h0Uf5 for CBCh energy
bolt to recharge; 24 houOi to be back to full power.

Financially, the: Dart Tribunal has accumulated approximately
nine hund~ million dollltr'S in cash, plus nearly four billion in
other tangible assets. which are sprud~ many U.S. banks
and under various false names. All money and possessions beloni
to the Darlc Trib\lnal and oot to individual members,

Power Gloves
Lightweight, mechanized gloves that give the hands a strength

of 30, and ideal for holding. crushing, tearing, and puncturing.
The fingers have relr8Ctablc blades. 11le gloves are ~nernlly

reserved formcdicaUsurgical use. b\ltCiin be used asa weapon.

DT Bionics
The alien's knowledge of bionic reconstructiOn aJld eyber-im

plants is excellent and they have two. secret, bionic flK:ilities;

•
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one in Vancouver and the other in Singapore. However, they
honor and respect their bodies, which means their use of fuJI
reconstruction is limited, commonly used only on individuals
whose bodies have been severely damaged or deformed. How
ever, implants are fairly common. See Heroes Unlimited and
Ninja.,> & Superspies for a large range of bionic systcms.

DT Weapons of Note

DT Ion Bla"iter
Range: 400 ft (122 m)
Damage: 306
Attacks Per Melee: Automatic weapon, same as modern W.P.
E-Clip Capacity: 20 blasts
Wel2ht: 1.8 lbs (0.85 kg)
Cost: Not generally available.

J)T La.~er Pistol
Range: 800 ft (244 m)
Damllg~: 506
Attucks Per Melee: Same a~ mode.m W.P.. aimed. bursts. wild.
F:'Clip Capacity: 20 blasts
Weight: 1.5 Ibs (0.7 kg)
emit: Not g~ncrdlly available.

DT Laser Rifle (light)
Range: 4000 ft (1200 m)

Damage: 506
Attacks Per Melee: Same as mlxJem W.P., aimed, bursts, wild.
E-Clip ClIpllcity: 20 blasts
Weight: 5 Ibs (2.3 kg)
Cost: Not generally available.
Note: An excellent sniper's weapon.

DT Pulse Laser Rlne (heavy)
Range: 4000 ft (1200 m)
Damage: Two senings: three pulse hla.~t 506. six pulse blast
lD6xlO.
Attacks Per Mdee; &)\1011 to the operator's hand to hand.
E-ClIp Capacity: 20 blasts (60 pulst:s tutili)
Weight: 6 lbs (2.7 kg)
Cost: Not genemlly available.
Note: Can ~ fired single shot (blasts) for sniping purposes or

in bursts.

DT Particle Beam Rifle (heavy)
Kange: 4000 ft (1200 m)
l)amag~: ID6>< 10+ 10
Attacks Pcr Melee: Equal to the operator's hand to hand.
E-Clip C.apacity: 20 blasts
Weight: 10 lbs (4.5 kg)
Cost: NoL generally availAble.
Note: Cannot be used as a sniper weapon.
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Fabricators Incorporated
Fabricators Inc. is a criminal organization which services the

underworld. The company's primary industry is to design, build.
and sell high-tech weapons and equipment exclusively to super
villains, criminal organi7..8tions, villainous mercenaries, and cor
rupt gnvemmenL~ wurldwidt:-. 1l1t~ organizatiun has been in bus
iness for about twelve years and has grown 10 become an inter
national (;onglom(;nlt¢ thaI continues (0 expand. When Fab
ricators Inc. first started business, back in 1980, it sold high
qualify weapons and specialty equipment to ordinary criminals.
The hallmark of their equipment were depcnd3bility.. quality,
and untrace':!bility. The organization's reputation and size spread
throughout the underworld and the company quickly became the
supplier of the elite. Today when a .villain wants the best, hc I
thinh of Fahricators Incorporated. ..

Fabriclltors InG. is a unique criminal organization in that they
not only offer superior technology and quality product, but many
other services, such as the PRO Plan (Product Repair Discount
Plan in which a delivery or repair team will fly anywhere in the
world to fix a prubh:m or deliver a replacement), a TIl(mey laUII
dering service, fencing of stolen goods, plastic surgery make
overs. bionic implilllliltion, and a cash and biU1er system of
payment.

The head tlf Fabricators hiC. is lhe genius who stan.ed it all,
Claude Pcdrovski. He is known (0 Ihe underworld only as the
Fahricator. lie is a pioneer in robotics and weapon mechanics,
especially energy fields, and II wizard in electronics, general
mechanics, and management.

The location of the Fabricators' offices and manufacturing
facilities are carefully guarded secrets and revealed only to the
most trusted agents. Employees within the Fabricators' (;riminal
organization are carefully screened. Loyalty is a top requirement
and betrayal mcans dcalh. A special scnsor is surgically im
planted in Ihe head of each key employee, including middle. and
upper management, and all the emplnyees at the main office.
The device serves as;:1 meims of idenlificillion arlhe main office
(the Byrne Building in New York) and secret munufucturing
facilities.

The organi7..8lion is actively involved in underworld aGlivity
and directly employs aboUl sixty thOUSAnd full-lime operatives
worldwide. The company's legitimate holdings employ 20 linles
as mllny. The organization cares about and takes care of all ils
empltlyees. Mr. Pedrovski's philosophy is that a well paid. highly
regarded employee is a happy and loyal employee. Consequently,
he provides Ihem with a bevy of henefiL~, nmging frolll full
coverage dental, health insurance, paid vacations. retirement
funds, big bonuSCli and pmfit sharing, a.~ well a.~ superior salaries
to begin wilh.

Super villains, elite ~pies and criminal specialists are hired as
freelance operatives. Thcy typically work AS members of Drop
Tcam~ and Rllmlnatlon Teams. They do not have the implants
and do nol know the location of the main office or other secret
facilities, Their only conn~tion 10 Fabricators Inc. is through
all authorized Liaison Operative. The Liaison acL~ as their go
between with the l,;umpany and gives thel'll their assignmcnts
and instructions, reprimands them when (hey disobey or make



mistakes, arranges delivery of special weapons and/or equip
ment, pays them (in cash or equipment), and counsels them.
F~lanccrswho refuse to cooperate with a liaison operative will
never again work for Ule Fabrieaton>. f7reelancers who continue
to make trouble are fltSt dealt with by their liaison to work things
out. rf the problem cannot be amicably n:slIlved, the troub
lemaker is eliminated. Note: The Liaison Operative, Elimination
Teams, and other key operatives are described elsewhere in this
section.

Fabricators Inc. 's Payment System

Cash or Trade

The Fahricator (Mr, Pedmvski) has come up with a barter
system of payment for special clients who have special needs
and insufficient funds. This "barter system" is especially handy
for super villains who have little or no money bUl ean trade their
services and pOweNl fnr equipment.

11)f: company will build and ~lJ just about anything. 1llc
interested parties meet (usually with a liaison), discuss the pr0.

ject, a price is determined, and "terms" of payment are estab
lisht:tl. TIle Fahricator and his liaisons are fond of saying, "Then:
j.~ so much more Iv life than money,"' umJ will happily arrange
payment in the way of baner. Typically the client will provide
some item, service, or services in trade for the Fabrie:uor's
products.

A government can trade land and 1,10..1 righL'l, mineral rights
and other natural n:sourres, tax breaks, milil.llry 3Jld industrial
contracts. diplomatiC immunity. legal and/or military prorection,
cooperation from the authorities, positions of political power,
and information. Powerful landowners, the super rich, and large
corporations can offer similar services if cash is a problem.

Su~r villains have their unique abililie!li and criminal exper
tise to trade. Fabricators Inc. may ask their super human client
to steal hard to fInd or well protected item(s), or collect/steal
information. 1lley may require thllt they eliminate, terrorize, IX

sabotage a competitor, or eliminate or frighten someone who is
gelling too close to their secrets.

Other services may include assassination (for them or anOlhcr
client). trae-k. down and eliminate a spy or traitor, CR::ate a distur
bllllU1diSltXlion, make B dangerous delivery or pick liP, rcpos
se.~~ an item fium a client, protect/guanl ore~ (may be of a
Fabricators Inc. fac-ility, propeny, personnel or client), theft,
cxtortion, kidnapping, and all types of criminal activities. Inde
ntured servitude is another means of payment; typically six
months to one year as a grunt employee, but two to four years
are not uncommon depending on the COS! of the ilems desired.
Hellbent and the Masters of Speed, although not indentured,
have performed over 30 assignments for the Fabricat<m and
have about a dozen to go before they payoff the cost of !heir
base. 'They also have made large cKSh payments fOl'" additiunal
items and service...

An Enmple or a Barter: A notorious supe.r villain wants
his banle annor modified with a foree field generdtor. An easy
task for the Fabricator and his organization. TIley need to acquire
a small, yet powerful I"lI;dioaetive pellet for II sular c..Ii_~illte8rator

for another cHene The only such pellet is being used in the
power amlOl' of a fearsome super hero. the guy who just IltSI
week sent six diffen::nlliuper villains to prison. In exdl3ll.ge for
the pellet and $500.000.00 in cash, ~ Fabricators will build
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the force field generator into the armor. Once the pellet is in
their possession the Fabricators will rush to accommodate their
client. When it is finished the client is notified and a secret
drop-off location is arranged for delivery. A Drop Team, usually
comprised of one low- to mid-level super being and two non
super powered men wearing body armor and armed with high.
tech weaponry, is dispatched to the location wiLh Lhe hardware.

ote: In most cases involving vCry rare commodities or new
customers, tOe client must provide payment in advance. Huw
ever, for long time. reliable clients. FabricalQD loc. will begin
work on the request immediately and may even provide the
finished product in advance of payment and arrange a reasonable
paymenl schedule. A payment schedule may liisn he involved
when the payment requires several assignments or a lOllS period
of service..

fabricators Inc. services for acting as a f"nee, agcnt for lICtjuir·
ing super humans, and launderiJl~ IftOncy r8($:ly requms any
hancring bec.ause thc:y ,~ke a fcc of 20% to SQl~ as payment.

Stealing from or betrayina Fabricators Inc, is not smart

Betrayal is not toler.1ted and has severe n:percussions. Here's
a typical example uf a super villain getting 100 cocky and also
an example of how a haner situation can suddenly develop f('ll"
somchody else.

A super villain meets with a Fabricators Drop Team and begins
tu make the exchange. The villain decides that he can get more
out of the Fabricators than he's bargained for. During the meet
ing, he gets his equipment and demllnds additional items for the
same money. When the Drop Team refuses, he attacks, kills
them. takes the material they brought, his money, and disappears.
When the organization heano about this treachery they are furious
and want revenge. 1lley call 3D extremely powerful client who
has been asking for equipmcm beyond his mearn and make him
an offer. His liaison tells him that the item(s) he wants are
available if he agrees to retrieve their stolen goods and show
the perpetrator the elTOr of his ways,

A week later, the villain who hctrayed the company lands in
lhe hospital. lie: is in a coma (mayor may not live), bodl IC8-~

and ilrlllS arc hroken. his jaw is Jihattcm:l, he bas a concussion.
missing teeth, and lacerollions. If the fool fCU}vtt'S. a Fabricators
Inc. liaison informs him that he should consider himself ex
tremely lucky and that next time he's a dead man. If the stolen
cquipmenl was damaged and/or the money was not recovered
Ihe villain owes the company in full plus a 50% service charge,
compounded at a rate of 50% monthly, lind if there are futu~

transactions, the fees will be 50% higher and payment must be
made in advana:.

If tht: fellow had gotten lucky and defeated the person(s) sent
ailer him, the Fabricator would send his peJ1i(mal bodyguard and
a<;.OUL<;sin, VollaJc, and an Elimination '1'~am to seule the matter
in a more pennanent and dramatic way. The point is, Fabricators
Tnc. will live up to Iheir end of the bargain 100%. but will/lOt
tolerate hetrayal or treachery in any way. Revenge (The Fab
ricator sees it as "payment" because "evel)'thing has a price'')
is always swift and terrihlc, but it may not always be an <XIIllnc..l
out attock., Revenge might me.'ln being fl1llDCd f('ll" crimes and
imprisoned, losing everything the penon hold.. dear. etc.

•

•



I
Contacting Fabricators Inc.

As staled previou!>ly. once the initial COlllaet is established
the super villain, group or organization is assigned a liaison.
Large organizations or governments may have several liaisons
assigned 10 specific department~ or individuals.

Contacting the company for the first lime can be difficuh.
The villain must have heard about F;tbricalOn<i 1m:. in unler III

uLilize them. However. while word of mouth can be preuy good
in the underworld community, less than 15% know anything
about Fabricators Inc. and the few that do are reluctant to sharc
Ihe information because they want 10 keep the resources of the
secret organization 10 themselves. Note: A larger percentage of
the underworld and conventional world deal with some arm of
Fabricators Inc. without ever knowing it.

," Only about 10% of new CU!'itomers are introduced 10 Fab-
ricators inc. by somebody who is already involved with the
cumpany and who i~ willing to arrange a meeLing with a liaison
on their behalf. -fln!!> mcans thaI Fabricator!> Inc. often sends II

liaison OUI to U'ack down a particular super villain to make first
COntael and offer their services. Aboul 30% of lheir clients are
found this way.

Another way 10 makc initial contact is 10 search OUI Fabricalors
Inc. through the underworld by leaving messages allover the
place. Sooner or later (prOOahly lar.er), liOl'lIebody at Fabricators
Inc. will get the me.!;,S3ge. However. they don't meet with just
anybody and unless the individual is known to them, at least by
reputation. they will view him or her with great suspicion. Such
individual~ will be placed under surveiUance for weeks to
months. and Ihe investigative leam will decide whether the person
is "Iegitimale" or nOI before any cunlm:1 is made. Abo\1l 10%
of the new custumers are imrodueed to Fabricalon; Inc. in this
fashion. Note: Most of the urganiation's money is made from
satisfied return customers.

Fabricators Inc. Special Brooches and Services

Fabricalors Inc. has several branches and services which nee
c-xuemely useful 10 loclay'~ !>uper villain. The organi7111ion fclt
th,,' rhere wa.~ a genuine neeJ for Ihc following service.s and
responded by ufferill~ them to the-ir extensive li"l of clientele.
Of course, there: is always a fli:C for the !iervice.

I. Money Laundering Unmch

A special branch of Fabricators Inc. that launders their clients'
"dirty" money through their own front cnmpani~s. foreign banks.
and bogus foreign corpor:tlion!>. The fee is Ihiny cents on the
dollar. This is actually a glUt nll~ since tile organization guaran
tees that the hInds CanrKlC he lrdCOO.

2. Fendn~ or Stolen Goods
The urgani"lItioll will fence stolen items that an: v~ry valuable,

rare, or hard 10 get rid of. Th~y specialize in the exotic and
articles such as fll.muuS paintings, sculprures. uncient artifacl~,

rure coins. gems and jewelry. technolugy, cybernetics. robotics,
military hanlwart:, wid military socrets. The urgani...ation pays
the seller about IW, to 5O'k of whallhc item is worth. typically
aboul 25%. and then resells it for a substantial profil or uses it
themselves.
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Fabricators Inc. does NOT fence small-time goods such as
televisions, stereos, VCRs, CaB, cheap jewelry, or generally.
anything under Sloo,ooo. They let the small-time fences deal
with low end items.

3. Plastic Surgery

Fabricators Inc. has an extensive, wnrldwid~ lisl uf highly
professional plastic surgeons. A simple n:ferntl to a n:a.so"ably
reliable surgeon lUSts II quarter of a million dollars. They can
also make all arrangements, including the acquisition of a lOp
surgeon, the new face, new finger and palm prints, ~ removal
of identifying scars. birthmarb. moles. or tattoos, II new identity
(complete wilh identification papers), and a safe place for recov·
cry (typically 204 weeks). A liposuction and tUlJlmy tuck are
also lhruwn in if needed. This extensive service costs om!miJlion
dullars. If lhe'client is especially dangerous or lhe subject of an
extensive manhunt, the fee may he dCMJbl~ or- tripled. Altering
the voicdvocal cords costs an adLIition'aJ quaJ1er of a million.

4. Drop Teams

lbe Fabricators will deliver articles conU'acted from them
anywhere in the world. with a guarantee the item(s) ordered
canllOI be Itaced and thatthc dclivery tcam llas not been followed.
Drop Teams will deliver anything purchased from Fabricators
Inc. at no additional charge, under reaSQnable circumstances.
Special instrUctions, dangerous 1000tioClS, aod lime restrictions
imposed by the c1iem may involve additional fees of 50,000 10
500.000 dolhtl1l and replacement of the goods if apprehended
by the authorities.

Drop teams can also be hired as a super delivery service that
will deliver/smuggle a client's mcssftge or package to another
individual or place without interference from customs services,
border police. international shipping brolceno, and so on. The
place of delivery can include prisons, foreign countries, exotic
locations, and to the authorities underworld figures of the rich
and famous.

lbe cost of such a delivery is subject to the conditions of the
job. A straightforward delivery will cost loo.ooodollars. Special
instructions, dangerous locations, hazardous material.~,malcrials
wante-d by authorities and time restricliolls imfXll'Cd hy the client
may involve additional fees of 50.000 to a million doUars. Fab
ricators Inc. is nUl R:SponSible for IM~ of the package or i1.5
cunfisc..-atioll by the authorities under such unusual circumstances,
but half the money will be n:funded. Explosive devices will not
be delivered.

5. Worldwide Repair Teams

Fabricators Inc. has repair teams ready to service thcirproducts
in the field anywhere in the world. 1be teams will fly in the
next day with tools and spare parts to repair the client's weapon,
vehicle, or device. 1ne urganizalion offers a 1S~ di5CQUnt if
the item is defective and will repair it for free.~ i_s a 10%
discount on normal repairs if the repair learn i~ unable to fu II

problcm in lhe field and must bring the product into the main
(IOice lor repairs. Clients wilh Ihe Product Repair Discount
Plan are given their 50% repair discount plus the 10% if it is
necessary to bring the product in (see the sections on Fabricators
Inc.·s Weapons, Body Annor, Robots, and Vehicles for data
about the PRO Plan).



6. Heavy Construction Teams

1be organization offers a construction service to build their
clients' secret bases. bunkers, hideaways, coooealed compart
ments. subbasements, hidden vaults. security systems, surveil
lance systems. and defense systems (conceaJed weapons, pits,
lrotpS, robot guards, ctc.). 1be construction teams will fly in and
build whatever the client desires as quietly as possible.

To build the eXlJaOrdinary without being discovered, the team
will pn::tend to be conventional construction workers doing an
ordinary job. In some cases, they use SMUs (Satellite Masking
Units - SM units and technology 11ft never sold to clients).
SMUs are large holographic projectors and distortion units that
create ilIusiunary images to the naked eye and scramblcldiston
spy satellite sensors. Of course. common sense tactics ace also
used. like working at night using special optic systems and sound
su~ssiun l.eChniques, disguising workers as deliverymcn, non
builder personnel, employees. and so on.

Fabricators Inc. specializes in building security conscious
ba.<;cs for super villains and O!1ani7..ations. As such, they oCCer
a full service design tearn of an;hilt:ets and engineers who will
design a base to meet the client's every need. The fee for this
kind of cunstrUction and service is astronomical.

What follows are some typical construction features and costs.

Concealed armored vault, the size of a closet, the vault and
itll door has an A.R. 16, 200 S.D.C.: S125.(XX).

Concealed, walk-to, armored vMult, the size of a small bed
room. the vault and its door has an A.R. 16, 300 S.D.C.:
$200,000.

Conctaledlsecret room (part of ~ normal house or apanmcnt),
about the size ofa large bedroom, no special armor. S250,ooo.

Secret passagelentrancelnit: SIOO.OOO (short, 40 to 100
ft/12.2 to 30.5 m), S250,(XX) (medium, 110 to 600 ft/33.5 w
183 m). S750.(xx) (long, l(xx) to 2500 ftl305 to 762 ml.

A simple, small, underground bunkerlbomb sheller, A.R.
18,500 S.D.C. (about the size of a one-car garage): S500,000.
Add S5OO.000 if concealed.

A simple, medium size, underground bunkerlbomb shel
ter, A.R. 18, I (XX) S.D.C. (about the size of a two-car garage):
S900.(xx). Add S7OO,(XX) if concealed.

A large, underground bunkerlbomb shelter. A.R. 18. 2(xx)
S.D.C. (about the size of a house): $2,500,000. Add one million
if concealed.

A concealed subbasement or base under an existing buUd
Ing: $200 per square foot (0.09 sq. m).

A conttaled underground b~ under open land: A.R. 14,
S.D.C. 50 per 10 foot (3 m) area COSts $170 per square fool
(0.09 sq. m).

Basi<' lire support: Independent generator/power (requires
fuel), air circulation and purification system, lighting. heating
and cooling, all computer monitored. costll $50 pet square foot
(0.09 sq. m)

Advanct'd lire support: Independent generator/power (re
quires fuel). air recycling, circulation and purification system
(makes the same air breathable for months). toxic filter prevents
contamination from hv.ardous gases. airtight seals, independent
oxygen supply. lighting. computer/timer controlled lights, heat
ing and cooling. all computer controlled and aut(,)fl1ated, costs
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$1000 per square foot (0.09 sq. m). Can be limited to a smaller
area within a larger complex.

Total independent ~pport systems: Nuclear reactor" and
generator, air recycling, circulation and purification system
(makes the $lifllC air breathable for months), toxic filter prevents
contamination from hazardous gases. airtight seals, independent
oxygen supply. lighting. timer controlled night and day lights,
heating and cooling, all computer conuol1ed and automated,
costs $3(XX) per square fOOl (O.W sq. m). Can be limited to a
smaller area within a larger complex. but cven a tiny, basic
nuclear generator costs at least 20 million.

Simple security system - alanns, motion detectors and
monitored cameras: Five dollars a square foot (0.09 SQ. m).

Superior, automated security system: Utilizes a battery of
different sensors monitored by a computer. Can includes video,
heat, motion, sound, ultntviolet light. lasers (non-lethal), micro-
waves. andseismicsenson. 5Odollars~sq'tlarefoot (0.09 sq. m).

Simple Ide.nllfk:ation system: Self.locking doors and self
arming system that n:quires lhe security alarm and survcillllDCC
system to be manually turned off and doors to open when the
correct six digit identification code is cntered. Back-up power
supply with ~ 12 hour reserve. $1000 per door/entrunce.

Sophisticated Identlflcatlon system: Computerized, mauires
seven digit access code or code clml, ~nd visual/video identifi·
cation. Independent power supply with an energy reserve of304
days. Typically linked to the security and defense systcm. S5000
per door/entrance.

Complex idenUflcadon system: Computerized and n:quires
fmgerprint or palm scan. retinal scan. voice scan and verbal
access rode (numbers l)J" phrase). A ten digit code can be incor·
ponued as a manual override. Independent power supply with
a separate generator that can run for 304 weeks. Typically Linked
to the security and defense syStem. $100,000 per door/entrance.

Conventional derense and weapon system: Utilizes conven
tional weapons and systems such as machinegunslprojectiles,
explosives. knockout gas, tear gas, smoke. electric shock, and
so on. $300 per square foot (0.09 sq. m) of the area prul.cCted
by the system.

Energy derense and we.apon system: Utilizes sophisticated
lasers, microwaves, high voltage electricity and other energy
weapons (excluding particle beams and plasma). $2000 per
square foot (0.09 sq. m) of the area prolCCted by the !iystem.

Fabricators Inc. -------
A Mega-Organizatlon - Total Available Points: 540

A. Outfits: #5 Gimmick: Clothing: 30 points
B. ~ent: #6 Unlimited Equipment: 50 points
C. Weapons: #6 Unlimited Weapons: 50 points
D. Bionics & Robotics: #6 Unlimited Robotics & Bionics: 60
points
E. Vehicles: #5 Specialty Vehicles: 40 points
F. Communications: #5 Satellite Network: 30 points
G. Offices and Distribution: #5 International: 35 points
H. Mililar)' Power. #2 Security Guards: 5 points
I. Super Powered Operatives: #4 Super Strike Force: 40 points
J. Sponsorship: #3 Private Industry (Fabricators Inc.): 6 points
K. Budget: #6 Mega Bucks: 50 points

}



l. Administrative Control; #3 Free Hand: 15 points; Fabricators
Inc. has laws, rules and regulations which must be foUowed to
the letter, but its agents are given a free hand in breaking the
laws of the various counuies where they operate. Even so, the
opentive(s) may be held responsible for ex~me actions and
lawbreaking.
M. Internal Security: #5 Paranoid: 30 ptJinb
N. External Infiltrntion: #4 General Infiltration: 25 points

O. Research: #4 ExceUent ConoC(:tions: 20 points
P. Agency Credentials: #3 Faceless: 5 points. Fahricators Inc.
is unknown to the public. 1bere an: some people within the law
enfon;crnent agencies of the world who have beard the name
"Fabricators inc." in connection with the manufacturing aoo
smuggling of weapons and technology, but little else is known.
A few of the Fabricator's operations may he suspected of Wegol
activity. but nobody within law cnforcement or goverrunent agen·
cies has any idea how massive and organi7.ed Fabricators Inc.
really i~. Even in the umJerwurid where the organization is
known, it is all enigma. Not cven their best dientS have ally
idea just how massive the company is.
Q. Agency Salary: #6 Outrageous: 50 points

Fabricators Tnc. l\fega-OrgWlizKliOu: 541 100al poinK

Front Companies of Note ----------
Fabricators inc. sccretJy owns or controls hundreds of com

panies worldwide. Most an: used 10 launder "dirty fn()OCy,"
purchase or ocherwise acquire special goods and services, man
ufacture weapons and/or high-tech components, research and
communications. Most of the companies are legitimatc and many
lIle well respected in their field. A few are even household
names. These companies employ ordinary people who have no
idea that they an: working for a business owned by, or subtly
controlled by. a (Xlwerful criminal mastemlind.

In order to maintain t.'ontrol and security, Fabricators Inc.
make!' a (Xlint of planting spies within all the companies ill which
they have holdings.

1. The Byrne Building

The Byrne Building, located on Madison Avenue in New
York City, New York. is the seeJtI headquarters of the I"ub
ricator!'.. From all outwim:l 3flpearancc-s the building is a Sill1fllc
offic.e buildjn~ for dozens of difC~rtnl companics and profes
sional services. In fact, the first two floors serve as the places
ofoosincss for sev~r'.u legitimate companies lhat have absolutely
00 affiliation with the Fahricators. They include a baJbershop,
candy store, a htrge legal finn. public aceounlHnt, a stockbroker.
a small ptlbli..hing COmpany. and a hrdoch of the U.S. Postal

Service.

2. Mtrtury Delinry Wurldwide (MDW)

An up and lcoming package delivery company. third only 10

Federal E~press and United Parcd Sc:rvice, is se<:retly owned
hy Fahricators Inc. Jt hHd legitimate earnings last yc-ar of $71.5
million and is considered a hot property on the New York Stock
Exchange. The company ~mploys 31,000 people worldwide,
5% of whom are agenls of fabricators Inc. who make sure their
clients "special" packages get through unmolested by customs
agents find federal inspectors.

In order for underworld figures ttl use this legilim<lte deliver)l
network, the c1icnt must pay cash in advance. RaLes can range
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from a hundred to len thousand times the nonnal express service
rates depending on !he nature of the shipment. MOW delivers
to every civilized nation on the planet and owns a fleet of delivery
vans, trucks, cargo planes and jets. 1be company's main office
is located in Los Angeles, California. A large hranch office is
located in the lobby of the Byrne Building (Fabricators Inc. 's
rTlIlin office) in New YOIt City. but 00 "special" packages arc
ever shipped out of that office (they do nothing to attract atten
tion).

3. Firearm Outfitters
F"m:ann Outfitters is a world famous and well respected

weapons manufacturer based in Arlington, Virginia. They spec·
ialize in the manufacturin£ and customizing of automatic a.~sault

weapons. 1be company had legitimale earnings of 174,6 million
dollars and expects to double thosc ~es over the next few years.
They have major contracts with the U.S., Gennany, france,
Italy and Africa and expect to oITtT It new~ highly pr3i~d,

high-tech assault rifle. The United Statc~ Secret Service is on
the verge of purchasing 50,000 of their newest high caliber
mini-machineguns, which could launch the weapon into the same
stratum of (Xlpularity as !he mini-uzi. This would mean millions
uf doll;tl'S in sales worldwide. This compahy is Fabricators 1nc. '$

most financially IUl.Tdtive asset outside ofthcir own secret organi
zation. It's dealings with various world authorities and govern
ments also makes them privy to delicate information. F"ueann
Outfitters also manufactures parts used in Fabricators Inc. 's un
derworld weapons ncrwork.

4. Condor St~1

This is another well rcspcclOO company based in Reading.
Pennsylvania. II was on the verge of bankruptcy before Fab
ricators Inc. secretly purchased them four years ago. 1be com·
pany had legitimate earnings last year of 44.2 million dollars.
lbose numbers arc expected to ri!le 50% over the next year with
the signing of an agn:cment with a major Japanese aUlo manufac
turer who just opened a new factory in the same city. The
company unknowingly supplie... Fahricators Inc. with the major
ity ofthc steel and other metal alloys used in their illicit mltnufac·
luring l:entefS.

S. Fahricators Inc.

There is a Frenl.'h company known as Fabricators 111(;, which
is owncd hy the secret underworld org.mi7..3tion of the same
name. This company specializes in research, development, and
the manufacturing of electronic and cybcmeliClbionie pans. The
l.'Ompany has bcc:n thoroughly investigaled and cleared by the
govcrnmcnt.~of France. Germany, Canada and the USA. all of
whom purchase technology. implan15, and components from the
company. As one might suspect, the company secretly provides
the same services for the umkrwotld organization that conln,ls
il. In fact. it is the Fabricator and his research and devcloprnt:nl
team that frcquentJy provides lhe technology sold by the allegedl)'
legitimate, front company. Of course, the true, cuning edge
developments arc set.:reiS kept by the criminal organization.

6. Other Holdings

1lte Fabricator or his vllrious cmpot'ations have major stock
hnlding~ in the Cyberworks Nelwork (13%), KLS Corporation
(23%). and seveml olher manufacturing, electronics, nnd high
technology corporations (typically ranges fmm 4% to 24%).

I



Drop Teams (a.k.a. D-Teams)
A Drop Team consists of two or three non·super powered

operatives, (typically Special Training: The Secret Operative or
superspy: 104 +2 levels of experience) and one mid-level
(I D4 +3) super villain.

Half nf lM Drop Teams are freelanccr5 or indentured servants
that an:: extrtmely well paid and have signed an exclusivity
cunlntcl with Fabricators Inc. They are highly uained and com
pletely loyal to their employer. Bonuses and perks are common
rewards fur loyalty and ajob well done. The Drop Team members
work through a liaison and unly a handful of rcgula~ know the
actual loc~tion of the organization's headquarters and secrel
facilities (most probably wouldn', tell even if they did know).

Their primary job is safe delivery of the: Fabricators' packages
(weapon. armor. etc.) to a client and lhen (0 drop off the client's
payment to the: organization liaison. The Drop Team is iii ways
careful 10 be inconspicuous and Itvoids conflict, SUlVcillance and
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being followed. A client who tries 10 rip off or cheat the organi
zation will be met with deadly force.

Drop teams are also used a.'l a super delivery service. delivering
packages or mes~ges for clients of Fabricaton Inc. In most
c.~, the LeaJn, working through a liaison, does not know me
identity of the client and are usually forbidden from opening the
package.~ learns are also used to pick up and drop off
infonnation, package. and payments from informants, spies
and other opera.Lives.

Note: A second Drop Team may join forces with the rust
learn on special assignments seen as panicularly vital or danger~
QUS.

Typical Drop Team Non-Soper Human Operative

Heroes UnlImIted Style Se<:ret Optratlve

Alignment: Anarchist, miscreant, or aberrant, rarely llliprinci
pled or diabolic.
Avcn.~e Iii( Points: 34, S.D.C.: 70



A¥erage Weight: 175 Ibs (79 kg). Height: 6 ft (1.8 m)
A¥erage Age: 22 to 35
A\'erage Attributes: LQ. 9. M.E. II. M.A. 10. P.S. 21. P.P.
14. P.E. 17. P.B. II. Spd. 18
Dis(M)Sition: Loyal, trustworthy, and tight-lipped; lets the super

powered operative do most of the talking.
Average Experience Lenl: Founh or Fifth (pick one or roll

104+2)
Combat Skills: Hand to Hand: Expert or Martial Arts
Average Number or Attacks Per Melee: Six (6)
Average Bonuses: +2 to strike. +6 parry, +6 dodge. +6

damage. +7 10 pull/roll with punch or fall. and + I to strike
with body bloclcltackle (does 104 damage). Crush/squeeze
(I D4 damage). or pin/incapacitate on a roll of 18, 19, or 20.

Typical Super Power Category: Special Training: The Secret
Operative. Or cuuld Ix any of the Special Training chardCters
or even a Hardware or Physical Training character from
llc:rut'S UuliJnlted, Of any of the spy OJX'rulives frum Ih~

Ninjas & SUperspil';S RPG.
Typical Sc.hola..tk Bonus: 10% or 20%
TypicaJ SkiUs (4th le¥el profICiency): Detect ambushes 80%.

detect concealment 70%. intelligence 89%, lracking 70%,
pkk lock~ 15%, pick pockct~ 65%. interrogation lW%. liUllJ
navigation 77%. wilderness sUn'ival 80%, general athletics,
body building. boxing, wrestlin~, pilol autfJlllobile 98%. pilot
heJicopl~r 92%. pilot jct 92%, (111.110: basic 85%, radio:
scramblers 80%. and basic m~lhemlitics 98%,.

Secondary Skills: Running, c1imhing 74%. prowl 70'1>. swim
ming 74%, advanced mathematics 76%, lIUto mechanics 59%,
first aid 65%. and pilot truck: 72'll.

Typical Weapon Proficicncics: W.P. Knife. W.P. pain:d
weapons, W.P. automatic pistol, W.P. automatic rifle, W.P.
sub-machinegun. W.P. energy pistol. and W.P. eocrgy rine.

Appearance: Usually well muscled, brisding with weapons.
clad in body armor anddn:ssedtoappearasordinarypeople.

Octupation: Drop Team Operative - Spy/Espionage.
W~upctlls: Anything necessary for Ihe a...signment that is avail

ahl~ from Fabricators Inc. Commonly available weapons in
clude: 7.65 mill ParabcJlum Mauser or .45 Colt (plus 3 clips
of ammo). I) mm mini Vii or Ingram Model 10 (plus 3 clip!l
uf iunmo), a standard laser pi~tul (pluS .~ energy clips). u
standard laser nne (phl~ 3 energy clips). u large Bowie knife,
and four shurikcns (coated with a ~pecial nerve toxin that
cause paralysis: Takes dfccl in 2114 melees and last for 2~
minutes).

Body Armor: Fabricators Inc. FA-70Ff full body ultra-lite.
ncxi-stec:l annor (A.R. 14. S.D.C. 150. 14 1tl!U6.4 kg. with
buill-in force field providing an additinnaJ 200 S.D.C. - see
description in ~uipmenl section).

Vehicle: Whatever is neccssary, includinjl souped-up vehides.
Muncy: Rarely carry money on them. Great pay.

Typical Drop Team Super Villain A~ent

Alignment AnarchiSI lit any evil
Weighl: 200 Ills (I}() kg). Height: 6 ft, 2 inches (1.65 m)
Age: 20 to 40
Attributes: Any, at least an I.Q. of 10, higher is prt:ferred.
Disposition: Usll.ll1ly mean. tough, f'CSClUn.:dul. obedient, and

suspicious. Must show loyalty to the organization.
A,"erllge J:;xperience Levcl: Founh. Fifth, or SixLh (pick one).
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Typical Super Power Category: Any. but Mutant, Experiment.
or Psionic are most common. .

Finishing Building the Superhuman: You'lI need a copy of
Heroes Unlimited to round out the Drop Team super villain.
Most are young or only have a couple super abilities - few
are brain surgeons. Follow the directions below:

I. If a mutant or the product of an experiment. roll on the
random power tables or select one (I) major super ability
and one (I) minor super ability (add any bonuses to villain's
attributes or combat "kill,,). Don't forgel to roll fur random
side-effects and unusual characteristics.

2. S.D.C. base is 30 (build additional S.D.C. through powers.
physical skills such lIS boxing. etc.).

3. Select 3 Hand to Hand combat skill (all are.available).
4. Typical Scholastic Skills (add a + 10% bonus to au)

Choose '4 Espionage
Choose 4 Physical (add bonuses to attributes and combat
skills) "
Choose 2 w....

5. Choose 8 Secondary Skills (add any LQ. or O.C.C.
bonuses).

fl. Add up S.D.C. and determine bit po,ints as usual.
7. L>t:.tenl1ine comhat skill honuM:s as usual.
8. Add any attribute bonuses to combat skills or to saving

throw bonuses.

Fabricator Liaison
1l1e Liaisons serve as the diplomatic branch of Fabricators

lnc., nnding new clients, arranging meetings, negotiating deals,
resolving disputes, delivering ultimatums and waming.~ to both
clients and company operatives. overr.eeing regional opcnttions,
and occasionally making personal pick ups and deli¥eries of
cash and merchandise. Unlike the Drop Teams and Elimination
Teams, they know the true location of Fabricators Inc. and many,
if not all, of their secret bases of operation and manufacturing
and many of Lhe "front" businesses. Each Liaison is a.~signed a
particular geographic location as his or her region, but are ex
pected to travel anywhere needed. They tmvel all over the world
by using all manner of tran~ponation. as well as II nelwork of
leleponation devices locate:t.l ill 26 key locations in the USA,
Canatla, Swlh America, Europe. Middle~ ;g,ild the Orient.
A general u.c;e tc:leporter and the Fabricators private tclepOr1
device are located in the Ryme Building in New York.

1be teleporters are alluned only to active Liaisuns, the Fab
ricator, Voltaic. Bellicose. and Damon Lazarit. 'The machines
read the individual's heat signature, brain wave patterns. and
genetic coding. Each operative Idso has a secret ,ode number
he muSI punch in to initiateteleportution. Umtuthorl7.cd personnel
who try to usc Lhe [deponer will ceusc the machine to attack,
scrambling their molecules Md causing 406 x 10 damage. The
internal circuitry end mechanics will fuse intu an unrecognizable
mo.~~ of "lag (fail-safe mechanism). The compromised te1eporter
location will not be used again.

Most Liaisons are fanaticalJy loyal 10 the organization and the
Fabricalor and would kill themselves bef~ revealing infonna
tion about their employer. 1be Liaison carries two cyKnide tablets
whicb be is instructed to take if on the verge of revealing vital
secrets about the operations or locations of Fabricators Inc. 1bc
use uf !he poisoo is left to each Liaison's diseretion. Traitun



are tracked and killed by an Elimination Team or freelance supeT
human. For lhese rca.~ns the Liaison is extremely well rompen·
sated, making it one of the most demanding and dangerous jobs
in the organization. yet one of the most sought after. In the last
ten years, only two Uaisons felt it necessary to take their own
lives to protect their secreL.. and only one rumed tr.tirnr.

The average 'Ciaison has two Drop Teams and One Elimination
Team at his dispo~aJ. Ma.'ltcr Liaisons in charge of large opera
tions will have four times il.'l many tcams working for him and
may have a d07.en or more less experienced Liaisons working
under his or her direction.

Typical Liaison - on·Super-powered Agent

Heroes Unlimited Style Seaf:t Opel1iltiv~

Averagt Ali2nmenl: Anarchist or Aberrant. but ean be any evil.
Averaste HJt Points: 41, S.D.C.: 88
Average Weighl: 180 Ibs (81 kg), Heighl: 6 ft (1.6 01)

Averaae Ar;;e: 24 to 45
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Aurlbules: Any. but must have an I.Q. and M.A. of 14 or
higher and an M.E. of 12 or higher. A high P.E.• P.D. and Spd
are also dcsir.tble. but not a requireOlenl.
Disposition: Crafty, intelligent, resourceful, levelheaded, dit>

lomatie. convincing and loyal/tru,c.tworthy. These guys typi
cally sees the organization as a fami)y and wuuld never inten
fion;llly hetr.ty the organization or lhe Fabricator.

Average Experience Level: Fifth, Sixth or Seventh (pick one)
Combat Skills: Hnnd to Hand: Martial Arts
Average number or aUaclui Per Melee: Six (6)
AVU8KC Bonuses: +2 to strike, +3 parry, +3 dodge, +3

damage, +6 to pulUroIl with punch or fall, and + I to strike
w;th body blockltackle (does 104 damage). Crush/squeeze
(104 damage), pin/incapacitate on a roll of 18, 19, or 20.
entangle, kara1e--styJe lOck (108 damage). and JUIDp kick
(critical sirike).

Typical Super Power Category: Spc;cial'Training: The Secret
Operative. Urcun be a geniu!l. at HardwareoraPsiunie eha.rac
ler from He~ UnlimitL'11, or any of the "Free Agents" from
the Ninjas & Superspies RPG. Rarely a super human.

TypkaJ Scholaslk: Bonus: 15% or 20%
Typk'al Schoh.s1k Sklll'i (Fifth l.A:vcl): Oded ambushes 85%,

detect concealment 75%, intelligence 93%, interrogation
85%, tracking 75%, pick locks 80%. pick pockets 70%, land
navig.uion 81 %. disguise 85%, gener.tl athletics. body build·
ing, boxing, wrestlin{l:, ha.'lic mathematics 98%, piklt au
tomobile 98%. pilot helicopter 96%, pilot jet 96%, radio:
basic 90%, and radio: scramblers 85%.

Secondary SkllLs: Running, climbing 82%. prowl 78%, swim
ming 82%, advanced mathematics 80%. computer operation
80%, ftrst aid 70%, and pilot: troek 76%.

Typical Weapon Proficiencies: W.P. knife. W.P. paired
weapons, W.P. automatic pistol, W.P. automatic rifle. W.P.
sub-machinegun, W.P. energy pistol. W.P. energy rifle.

Appearance: Wears disguises and can resemble an everyday
person, bum, city employee, policeman, and even a Wall
Street lawyer or broker.

OccupaUon: Liaison Operative - Diplomatic Agent/Spy
Weapons: Usually carries a .45 Coil (plus 3 clips of ammo)

and a standard la'OCr pistol (plus 3 energy c1ipll). Also carries
three smoke and tear gas grenades and a long StilelO knife.
Of coun;e, atly of the Fabricaton' weapons are available 10
lhe L.iai.'lOn.

ROOy Armor: Fabricatnn> Inc. FA-70FF full body ultra-lite.
flexj·steel armor (usually worn under clothing: A.R. 14,
S.O,C. 150, 14 Ibsl6.4 kg, with built-in force field providing
an additional S.D.C. 200 - see lhe description elsewhere).
Rarely wean; the annor's helmet.

Specilill EquJpment: Two (2) Cyanide Tablers. Hill; Hccess 10
cybernetic implants and disguises lind any of lhe cnmpany's
gimmieh, giz.mos. and equipment.

Vehk~e5: Whatever is necessary, including access to lelepona
tion devices.

Money: Usually has 100,000 dollars available to t~m in case
of emergencies and to help or accommoda1e clients. Typically
carry 104 x 1000 dollars in cash and 10.000 in credit card'i
on them at all times. Get paid a greal salary plus bonuses for
a job well done.

...



Elimination Teams (a.k.a. E-Teams)
An Elimination Team is part of the assassination and enforcer

arm of Fabricat<mi, Inc. It takes care of any "problems" which
may compromise the organization or soil its reputation in the
underworld. TIley rrack down, capture or 011 traitors. spies,
thieves. blacknutilcrs, troublema1:ers and enemies. If a client
refuses to payor hold up his end of a bargain, the elimination
team tries to convince him todo otherwise. typically using sltong
ann techniques like threats. beatings. breaking legs. vandalism,
blackmail, etc. If a law enforcement official or spy is getting
too close::. they either scare him off. pUI him in a hospital for a
long time or kill him. If the Elimination Team is unsuccessful,
the first time they will continue to return until the job is done.

Half the Elimimnion Teams are made up IIf free-lancetS or
indentured servants. All are CJl:fTemely well paid and have signed
an exclusivity contrnc1 with Fabricators Inc. Most are: highly
Imined, powerful and complctcly lo)'al 10 the company. The
Elimination Team's members do not know the localion of the
organization's headquarters or any of their secret facilitics, and
masl probably wouldn't tell even if they did.

The operations of the Elimination Teams are overseen by
Voltllk:. On important or deadly mission!>. either he, Bellicose.
or another super powered veteran (8th level or higher) ;lccompany
and eommuml the [eall1. A typieal team consists of one high
level super human, like Vollaie or Bellicose, one middle or low
level super human, psionic or cyborg, and fnur non-super human
operatives with a strong military or espionage background. If
an unusually powcrfullargct and/or targets arc- (0 be eliminated,
one or two additional super humans. psiortics. or cyborgs will
be added to the learn. It is not uncommon for two or th~ teams
to tempor-Mily join forces on panicularly dangerous or difficult
assignment....

An E-Team is u!>Cd only in extreme cireumstances. 1bey can
nol be bribed or persuaded to have mercy. They will always
linhh the job. Those who don't will find themselves hunted by
Voltaic and an E-Team themselves.

A Typical E-Team Operative
witbout super powers

Usc the stats from the Drop Te3in non-super-powered operu

tive. The only difference that the average level of experience is
sixth level (roll 104+4). If the GM desires. the super pawn
category can include any characters from Special Trclining.
Hardware, Physical Training or minor Bionic Characters from
Herl,JeS Unlimited. Any of the spy or martial arts operatives
(mm the NlnJas & Supelljpies RPG an: also applicable.

A Typical E-Team Operative
with .su~r powers
U~ the same basic Slats md roll up instructions frum the

super-powered Drop Team operative. The only differences are
that the team leader will have I D4 +S levels of experience ancl
lhe second su~r villain will only have 1D4levels of experience.
Mutants, the products of experimentation, psionics, and cyborgs
are the typical cal.egories for super beings.

71

Non.Player Characters
#

The Fabricator
Head of Fabricators Inc.

Claude Pedrovski is a genius in the arts of eleclronics. en
gineering, robotics and weapons. To the underworld, he is known
a.~ the rabricalor. His true identity is a carefully guarded secret.
known LO only a handful of his most trusted operatives (including
Vohaic 300 t».aris). 11lc Fabricator hus the appearance and
demeanor of a kindly old gr&ldfi'llher or college professor. This
serves 10 belie his true genius and the flK:t that he is lhe power
bc:hiod this massive underworld empire.

He began his criminal CJlR::er ItS a small·time anns manufac
turer. smuggler, and deider working out of a back room in lower
Manhattan. Today he Nns a multi-billion dollar business out of
a fifty story building OD Madison Aveoue. The company has
satellite offices, corporate holdings, and connections worldwide.
His creations have been sold to nearly every major super villain
or criminal organil.3tion in thc wurld. Note: Nobody outside of
the organization has any idctl that the Bryne Building is Ihe
central headquanel1i for the FabricutoTS. Nllt even the most
trusted diems, like Hellbent, are privy to this informalion.

Pedrovski. very l1I:n:ly gues out in publiC or deals directly with

it client. Most transactions are handled by his loyaJ employees.
He prefers 10 linker with his creations and design new wooden;.
He finds Ihc day to day routine of business dismcting from his
more pleasant pursUilS of creating and building. However, be is
a supreme manager and organi.:ter responsibl<: for malting his



company the global giant that it is today. To help run the business,
he has surrounded himself with talented and loyal people. He
has also divided his numerous holdings and the many facets of
his operations into separate companies and organizations, that
operate independently, each with its own CEO and management,
but all of which serve a larger whole.

Damon Lazaris is the Fabricator's hand-picked. second in
command. Lazaris is a calculating, analytical, resourceful and
imaginative miul petfoctly suited Iu his job of overseeing under
world operations. He loves a challcnge and lives for the acquis
ition of power. He has worted for the Fabricator for nearly 20
yean and has been a trusted confidant and friend. However,
over the last few months. lhe Fabricator and his personal body
guard, Voltaic, have begun to suspect Lazaris and his bodyguard.
Bellicose, of plotting a takeover, The Fabricator and Vollaic are
now monitoring the twO very closely and have withheld II number
of secrets as they prepare themselves for a WOn>C case scenario
- betrayal.

if there is a blatant conflict between the two men, 76% of the
operatives who wort for Fabricators Inc. will give their support
to the Fabricator (remember, many of the legitimate corporations
owned or (.:onlrol1ed by Fabricators Inc, don't know anylhing
about thc underworld organi1...ation or Pedrovski), However.
Lazaris is likely to avoid any obvious confromations. Instead
he'll comider assa....!;ination ilDd subtle sahnta.ge as a means to
get what he wants. Should his treachery be proven (there is only
suspicion for the mornen!) and he lives to escape, he knows
enough to destroy the organization through many methods (Lip
off the authorities, start a gang war with competing I,:rilllinal
organizations, insider trading, sabotage, robbery, etc.)

Real Name: Claude Pedrovski
Alias: The Fabricalor
Alignment: Aberrant
Hit Points: 71, S.D.C,: 57
Weight: 170 Ibs (76.5 kg), Height: 5 ft, 6 inches (1.68 m),
Age: 58
Attributes: I.Q. 22. M.E. 12, M.A, IS, P,S. II, P.P. 10, P.E.
14, p.8. II, Spd. 8
ntspn...ltion: Kind. wft-spoken. grundfillhei' rypc, yet ruthlelis

IlDlI mc:rciles!\ when cheatC() or betrayed. l:Jt~mcly intelli
8cnt, erafty. imilgirl:uivc, honorablcfa In31l of his word, and
meticulous. A mastermind when it comes to organization.

Experience Level: Fourteenlh (14)
Combat Skills: HiIIld to Hand: Basic
Attacks Pcr Melee: Six (6)
Bonuses: +2tusltikc, +3 ParTY. +3 dodge. +4 damage, +4

10 rull with punch, filII or impaet. Critical strike on an unmod
ified roll of 19, or 20, Critical strike ur knoc.kout from behind.
Kick (106 tlamage), and Judo style body throw!f1ip (106
damage and victim loses initiative and ODe melee IlU.ack),

Body Armor: Fabricators lnc. FA-70FF full body ultra-lite,
f1exi-steel annor, A.R. 14, S.D.C. 150. Wt. 141bs (6.4 kg),
with built-in force field: Range: Self only, Duration: 12 hours
then battery needs recharging, S.D.C. 200. The Aexi-Steel
armor itself partially deflects all energy anacks (laser. electric
ity, etc.), reducing their danl3.ge by half. Wean the body
armor under hili streel clothe!; and never wears the body
armor's helmet.

Super Power Category: H;udware
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Super Abilities (Hardware): Electrical, mechanical, and
weapons.

Spedal Hardware Skills: Hot wiring 92%, computer hacking
or hacker 82%, recognize quality and complexity of electrical
systems 98%, building super vehicles skill 94%, recognize
vehicle quality by observation from a distance 90%, by per
sonal inspection 98%, make and modify weapons 92%. rec
ognize weapon quality by sight 55%. by personal inspection
80%.

Spedal Hardware BonllSe'l: Weapon shU bonuses: + I to
strike. parry, and dodge when using ancient weapons and
t I to strike with modem weapons/guns.

Education Level: Doctorate
Scholastic Bonus: + 3S% plus +8% J.Q, Bonus
Skills of Note: Electrical engioccr 98%, surveillance systems

98%. robol electronics 90%. computer n:pair 98%. compUler
operation 98%. computer prugnunming !l8%, mechanical cn
gineer 98%, locksmith 98%. aircraft mechanics 98%, mbot
IDCl,;hanit.~90%. asTrophysics 98%, basic and advanced math
98%. chemistry 98%, chemistry; analytical 98%, demolitions
67%. demolitions: disposal 67%, sniper, weapon system!;
63%, W.P, knife, W,P. lurget, W.P. alilOmatic pistol, W.P,
semi- & fully automatic rifle, W,P. energy pistol, W.P.
energy rine,

Secondary SkiUs: Forgery 95%. auto mcchanics 89%. naviga
tion 98%, read sensory equipment 98%. fll'St aid 98%. pilot
automobile 98%, pilOl trnck 98%. and pilot helicopter98%.

Appe.ara.nct: Short, potbellied. grey haired and balding, with
blue eyes. Wears round spectacles, Looks like a kindly grand
father.

Ckcupation: Founder and leader of the criminal organization
known as Fabricators Inc. He is also a mechanical genius
who still tinkers with the design and development of weapon
systems and robotic...

Wnpons, Vehicles, & F...quipment: All the resources of Fab
ricaten; lnc. m:: itt his fingertips.

Money: He has amassed a personal fortune of ISO minion in
bank aL'COUlltS, 375 million in stocks and property. and has
206 x one million dollars in cash on hand at all timc!\. Fab
ricators Inc·, has ilppru.x.iIll:Hely 18 hi Ilion dollan; in property,
equipment and other resoun:es.

Damon Lazaris --------
Second In Com.mand at Fabritaltors Inc.

Lazaris is II cold. unemotional mlln who is a giftcd adminis
trator and financier. He plans tQ someday dispose of the Pab
rieator and takeover his organization. That day may be at hand
as he I,;arefully positions bim!;elf rOt a take-over, Hi!, main obs
tade!!; are the Fabricator's intelligence and cunning, lhe loyalty
of his employees, and his faithful friend and bodyguard. Voltaic.
Lazaris fean Voltaic's awesome powers and knows the freak is
suspicious of him. Still, Voltaic's presence will not dissuade
him from his call to power and when the time is right, he'll
have Bellicose deal with the old man and his pet super human.

La7..ar1!\ doesn't lI'Ust hi!' own bodyguard. Bellicose, or any
body else and plans to have him killed after he has served his
purpose, He realizes that Bellicose al50 fClllS Voltaic. SO he is
c:onstantJy giving his morunic pawn hypootic sugg~slions to the
contrary. In addition to Bellicose. Lazaris has the loyalty of
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three Elimimllion Teams (that's six super humans) and four Drop
Teams who will join his side if it comes to a violent coup. He
can also caU on a handful of rrulance super villains who give
loyalty to no one and can be bought for the right price.

No one in the organization, not even the Fabricator, suspects
that Lazaris is a nalUral psionic. He goes to great lengths to keep
his mental abilities a secret because his secret powers give him
an advantage over his opponents and rivals.

Raj Name: Damon Lazaris
A1illnrnenl: Miscreant
Hit Points: 52, S.D.C.: 30
Wela;ht: 135 Ibs (61 kg), Helaht: 5 ft. II im:hes (1.80 m), Alitc:
42
Attributes: LQ. 15, M,E. 17, M.A. 22, V,S. 8, P.P. 8, P.E.
9. P.B. 10. Spd. 12
Disposition: Aloof, calculating, unemotional. merciless, cun·

ning, restlurceful. and intelligent. He would sell his mother
inlll slavery if the price WitS right or if it was a means to gain
power. lie has always heen power hungry, hut has rarely let
ambition cloud nis judgement 10 tnc point of recklessness.
He nas recently decided that tu:~ elln successfully take over
Fabricators Inc. and is Quietly wnrking to that end.

Experienc.:e Lev~l: Tenth (10)
Super Power Category: Natura! Psionic
Psionic Pow~rs: 132 I.S.P. and the powers ofbio-manipulotion.

empathy, mind boll, alter aura. see aura, detect psionic"
hypnotic suggestion, mind block, and sixth .o;ense. He uses
empathy to read the emotions of his opponents IlDd uses it
against lhem by playing 011 lheir fears and other emotions.
Empathy and hypnotic suggestion are especially useful in
negotiating. tactics.

P5ilnnlc Attacks Per Melee: Six (6)
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Combat Skills: Hand to Hand: Basic
Attacks: Per Melee: Five (5)
Bonuses: + I to strike, +2 parry, +2 dodge, +2 damage, +2

to rollJpull with punch, fall or impact. Kick attack (106
damage), critical strike un an unmodified roll of 19, or 20,
Judo styl~ Ixxly throwtnip (106 damage and the victim loses
initiative and one attack per melee).

Other Bonuses: + I to ,ave vs psionic IIHack and has the ability
In evoke trust/intimidate 70% (in his case it's uS\IRlIy intimi
dation).

Education Uvel: Two Years of College
Scholastk: Bonus: + 13%
Skills of Note: Computer operation 98%, computer program

ming 98%, basic and advanced mathematics 98%, chemistry
98%, chemistry: analytical 98%. and languages:' English,
French. Spanish. and German, all at 98%.

Second~u'Y Skills: W.P. automatic pistol, forgel)' 75%, pick
locks 80%, navigation qR%. read !ieO!iory"equipment 85%,
first aid 95%, and pilot automobile 98%.

Appearance: Dark, greasy hair, beady eyes, sunken cheeks and
a hawk nose. Shockingly scrawny and pale skinned. Always
wears the most expensive clothing. ,

Occupation: Criminal kingpin - second in command of Fib
ricaron; Inc. with aspirations to lake over.

Body Armor: He U5CS the FA-70 full budy ultra-Iile, flcxi-slttl
armor (A.R. 1:5, S.D.C. 200, 16 IbsI7.3 kg, energy resistant,
deflecting aU energy anacks and reduces damage by half).
Wears the body annor under hill street clothes and never wears
the helmet.

Weapons, Vehicles, & Equipmenl: HliS access 10 teleponers
and a large portion of Fabricators Inc.·s resources~ al his
fingertips. Whatever weapons, vehicles, equipment and per·
sonnel he needs, he can gef.

Mon~y: He has amassed a personal fortune of six million in
bank accounts, 32 million in stocks and property, and has
lD4xone million dolJars in cash on hand ar all times. As
the second in command at Fabricators Inc.• he has appmxi.
mately 500 million dollars 31 his disposal for the management
of the business (half is in cash. the rest is in stocks and
property). More is available upon authorization by the Pab
ricator. His annual salary is seven million dollars plus
bonuses. perU, and authority.

Nott: Lazaris has empathically sensed an increased level or
hostility toward him from Voltaic and is~ careful around
him than ever.

Voltaic----------
Tbe Fabricator'. Bodyguard & Chler Enforcer

Clint Heuser started out his criminlil career as a small-time
operator who got busted carlyon for assault with a deadly weapon
and burglary. While serving time in the Ariwna Swe Peniten
riary, he studied to bec-ome an electrical engineer and finally
~ived a college degree after six yem of correspondence
school. He was an excellem elecaichm and wa.' called upon to
do a gre~l dt:al of electrical wock. needed around the pri~.

The warden was 50 impressed by Heuser's enthusiasm towart1$
hi~ newly chOsen profession and his exemplary behavior that he
was assigned a work release program near Hoover Dam. The
electrical company looked at1he pro&ram as good public relations

I



,

and II way to give the prisoners a second chance. Heuser wurked
five days a week at the dam maintaining !he gillrtt hydro-electric
generators. Each night he wa... returned 10 his prison cell. One
day, six munlh's later, he saw hil,i chance for freedom.

1llc prison guards had grown to trust Heuser and got a linle
lax in keeping an eye on him. While one of the Buards was busy
chaning aboul fuotba11 with 1m electric cOlllpany employee,
Heuser slipped away unseen. lie made his way III a catwalk
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above the huge gcncralOrs and powercables toward an unguarded
cllil. Unfonunalcly, he was spotted by another prison guard and
ordered 10 hah. Heu~rpanit:kedand ran. TIle guard ftred sevCTllI
times hitting Heuser once in the leg. The force of the bullet sent
Heuser over the: clt1wlIlk railing and into a web of live high
vollage cables. Any normal man would have been fried to a
crisp, yet miraculously, he survived. While recuperating in the
prison ~pilal. he discovered his wondrous new powers over



eleclticity and magnetism. A short time later, he used his powers
to cscape.

He hid out in the mountains and learned to master his powers.
lie resurfaced !OOnlC months later in Denver. Colorado. where
be robbed th~ banks in OrK: day for a total of 78.000 doUacs.
At lIle lasl bank. Denver National, he destroyed four police
cruisers. killing (WO officers. Over the next few months he made
headlines in majorcitics lK.'TUss!.he COUJltty for his daring daylight
robberies and the number ofdead or injured he left in his wake.

After a Slting of robberies in New York, Heuser was contacled
by a Liaison of Fl:Ibriealors Inc., who offered him security and
safety. The villain joined the organization as a freelancer and
by chance hc mct the Fabricator himself. For somc reason, the
IWO look an inuncdiate liking to each other. A few months laler,
the old man offered him ajob as his bodyguard and chiefenforcerl
assassin. Heu.'ier iaW the chance for great wealth and power with
such an organization and accepted.

The FabriCOItOf ha.~ pcl'5OnaJly designc:d aspecial costume: made
for him which helps channel his elecaicaJ and magnetic pOwers.
With the new costume, Heuser christened himself HVoltaiC". He
has grown 10 love his job and the power and respecl that comes
with it. He also cares deeply aoo\1I Ihe old man and the two
have became close friends. In some ways, the Fabricator is the
father he never had.

Voltaic doesn 'tlikc nor trust Damon L.1Z<1riS or his txxIyguard.
Bellicose. Hc believes they both have amhilions 10 take over
the organization, which can only be achieved by eliminating the
Fabricator. Volta.ic has voiced his concerns to his friend. but
the fabricator has a keen sense of honor and high regard for
loyalty, so until he has concrete proof of !.heir ~achery, he will
nOl authuriLC their elimination. He has, however approved of
Voltaic's k.eeping a watchful eye on them and he has takcn
prlXuutions in regard to his personal safety and control of the
company.

Bellicose thoroughly repulses Voltaic because he is a moronic
animal without honor or values and who delights in unnecessary
violence, and tonure and mutilates his victims. Voltaic hopes
the Fabricator will someday give him the go-ahead to tenninate
Bellico.<;c and Lazans.

Real Name: Clint Heuser
Alignment: Aberrant
lilt Points: 87. S.D.C.: 110
Weight: 29S Ibs(133kg), Height: 6 ft, ti inchcs(2 m). A&e: 31
Attributes: I.Q. IS, M.J::. 14, M.A. II, P.S. 34. P.P. 21. P.E.
21. P.B. 14. 5pd. 33
Disposition: Smart. imaginative. cool-headed, and bUstworthy,

but incredibly ruthless and murderous in bolh combat and in
getting whlll he wanl'i. Completely loyal to the Fabricator
nod {he company. Th"mughly loves his job and his position
of power. He duesn't like or £niSI Bellicose, 1...a7..l1.riS Hnd
anybody who seems clo!>e to them. !-Ie is extremely cautious
around them.

Experience Level: Twelfth (I2)
Combat Skills: Hand to Hand: Assassin
Altacks Per Melee: Sevcn (7)
Bonuses: +7 to strike, +9 parry, +9 dodge... 23 damage,

t- 8 to pull/roll with punch or fall. and + I to strike with
budy block1tackle (docs 104 damage). CruShlsquee7..e (104
damage), kick (106 damage), enlanglc, pin/incapacitate on
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roll of 18, 19, or 20, cnticill shike on roll of 19 or 20.
knockouUstun on an unmodified roll of 17-20, and can deliver
a death blow on natun.l 20.

Other Bonuses: + 12% to save \'s coma/death and + 3 to save
Vi poiSOn/magic.

Super Power Category: Mutant

Major Super AbUlty: Magnetism (including th~ ability to hurl!
repel metal objects: 290 MUlA m and sense iron: 420 ftl126.8
m).

Minor Super AbllltlC!lO: Energy expulsion: t:lectrieity (1506
damage or a quick damage roll of 204 x 10+ 10 - can reg
ulate the l:Iftlount of dl:lmage in increments of ID6; + 3 to
strike if an aimt:d shOI, + I to shike if shooting wild) and
energy resislance.

Unusual Physical Characteristics: Stocky Build
Educallon t.evel: Trade School
Scholastic Bonus: +20%
SIdlls of Note: Elecuical engineer 98%. surveillance liYlilems

98%, computer repair 98%. robot electronics 65%, boxing,
wrestling, climbing 98'1, and swimming.

Secondary Skills: W.P. automatic pistol, running, general ath
letics, body building, prowl 98%, i\dvanced mathematics
98%. first aid 98%, and pilol: auto 98%,

Appearance: Extremely large man with blonde hair and blue
eyes. Wears a skintight black and light blue costume with a
cape,

OcaJpation: Criminal. He is the Fabricator's right-hand man,
bodyguard and chief assassin. Voltaic is also the hel:ld of the
Elimination Teams operations.

Weapons, Vebiclt:S, & Equipment: All the resources of Fab
ricalOrS Inc. is at his finger tips, including authority over aJl
E-Teams.

Money: Voltaic has amassed a personal fortune of seven million
in bank accounls, ten million in stocks and bonds, and has
206 x 10,000 in cash on hand at all times. His annual salary
is five million dolJars plus bonuses, perks, and equipment.

BeUicose----------
The Body Guard of Lazaris and an Enforcer

Jeffersorl Radko is another produel of military experimentation
to produce too perfcct fighting man. Tbcexperiment was rutIlOR'd
to be so dangemus and prone to produce such horrendous defor
mities thai they couldn't gel any volunteers. 1be government
sanctioned the military to offer freedom to death-row prlSOTlen
in c:xchange for their service 10 their country. Radko Wa$ nne
of four condemned prisoners to volunteer.

Radko is a psychotic, mad dog killer who enjoyt murder and
disOlembcm'ICnt. He was convicted on ten counts of murder and
mutilation and suspected of five others. He was the only human
subject to survive the experiment, which was declared far too
dangerous and bmught to a halt. B~sides, they had other pros
pects for creating supcr-soldicn thl:lt lookt:d promising and were
safer.

Despilt: the promiseoffrecdom. Radko's psychological profile
indicated that he was a homicidal maniac. His super powers
only made him more dangerous. Thus, they decided to send him
back to prison to be executed. However, Radko, fcaring the
wonl, escaped and killed three military police with hill bare
hands. Two were dismembered.
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lie was recruited by Fabricators Inc. and eventually hccame
the personal Ixxlyguard and assistant to Damon Luaris. He
enjoys his job. especially assassination assignments. 001 wishes
there were mure opportunities (0 "ill and hun people. Bellicose
is the code name given (0 Radko by Lazaris. He doesn't know
what the word means but likes me sound of it. He dislikes Lazaris
but realizes thai withuut him he'd be a flunky under the thumb
of Voltaic or even OUI on the street. Bellicose suspects thaI
Lazaris is somehow manipulating him. but doesn't know how.
In fact, his years of service under Lazaris has made him so
sU5Cep(ible to his pOwer of hypnotic suggestion that the lumber
ing oaf is - 3 10 save vs Lazaris' hypnotic anack$:.

Bellicose is jealous of Voltaic and loathes him. Fm I.he mo
menl. he feels that Voltaic is 100 powerful to confront. bul he
fondly dreams of defeating and (orturing him. He is a willing
pawn to Lazaris and will enjoy an oul and out battle to hike over
the company.

Real Name: Jefferson Radko
Alignment: Diabolic
Hit Points: 79. S.D.<':.: 149
Weight: 241 Ills (108 kg). Height: 6 ft (1.8 m). Age: 27
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Attributes: I.Q. 8, M.E. II. M.A. 8, P.S. 31, P.P. 24, P.E.
42. P.B. 8. Spd. 21
Disposition: Mean, foul. disgusting. arrogant, over-confident

and suffcf1 from dclu!iions of grandeur. Although he is not
the mosl intelligent person in the world. he is NOT stupid
and is experienced in the art of assassination and criminal
activilY. He loves his job. but wishes he had more oppor
tunities 10 kill and maim. Relishes inflicting pain. causing
slow. lonurous death, and combat. He's not fOlld of anybody,
including his boss. He hales and disuuSlS Voltaic.

Experience Le:vel: Ninth (9)
Combat Skills: Hand to Hand: Assassin
Attaeks Per Melee: Eighl (8)

Bonuses: +7 10 strike, +11 parry, +11 dodge, +20damage,
+ 8 to pull/roll with punch or fall, and + I 10 strike wilh
body bloclcJtackle (dues 104 damage). Crush/squeeze (104
damage), kick (11)6 damage), entangle, pin/incapacitate on
roll of 18-20, and knockoullstun on an unmodified roD of
17-20.

Other BonWe5: +50% to save vs comatdcath. + 11 to save vs
poison/magic. and +3 (0 save vs psionic altacks.
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Weapon Pronciency Bonus: Sniper. + 2 to strike with semi-au-
tomatic or bolt-action rifle.

Super PO\~..er Category: Experiment
Major Super Ability: None
Minor Super Abilities (4): Extraordinary physical strength. ex

traordinary physical prowess, extraordinary physical endur
ance. and healing factor.

Experiment Side-Effects: Increased mass and strange red eyes.
Education Level: Trade School
Scholastic Bonus: +20%
Skills of Note: Deleel ambushes 98%. tnicking 90'1>. pick Jocks

95%. pick pockets 90%. interrogation 98%, sniper. boxing,
wrestling, and prowl 98%.

Secondary Skills: W.P. automatic pistol. W.P. rifle, W.P.
energy rifle. general athletics. bodybuilding, swimming 98%.
land navigation 72%. and pilot automobile 98%.

Appearance: Brown hair and eerie red eyes. Has the letter "8"
laltooed on his forehead. Wears an armored, red costume
with dalk grey gloves and boots.

Occupation: Bodyguard/assassin for Damon Lazaris. He is fre
quently assigned to lead E-Teams against difficult foes.

Weapons, Vehicles, & Equipment:· Most equiprncnt and re
sources of Fabricators Inc. is available to him, including
access 10 one or two E-Teams, as long as Lazaris or Voltaic
approves il.

Body Armor: His co!>tume offers !>Ome armor and protection:
A.R. 14,S.D.C. 110;othersuitsofannorarealsoavailable.

Money: Bellicose has amassed a personal fortune ofone million
in bank accountS, two million in stocks and bonds. He has
204 x 10,000 in cash on hand at all times. His annlfal salary
is three mfllion dollanl plus bonuses, perks, and equipment.

The Fabricators Inc. 's Central Office & Home Base
The Byrne Building - New York

l11e Fabricator lives and worts at the organization's secret,
central headquarters in the Byrne Building. 1lIe building, located
in downtown Manhattan, New York, also houses ten floors of
offices, manufacturing facilities, laboratories, Liaison telepor
leTS. and living quarten; for Fabricators Inc. opcllltions employ

"',.
The Byrne Building has fifty flooTS, with the top ten floors

enti~ly devoted to the organi7.l1tiun. The next five floors down
have uffices and facilities for many of the Fabriealor's legitima~

businesses (with Fabricators inc. operatives working at them).
and the rest of the floors are rented out to companies that have
nothing to do with the Fabricators or the underworld. 1bese
offices are always filled with lenants because the Fabricator rents
them al about 20% below market, which is a phenomenal value
for its location in Manhattan. He does this 10 help conceal his
IT'iminal activity. The building's legitimatc tenants are com
plt:!ely unaware thaI the organizlltion exists. Thc looby and lower
floors have shops that include a barbershop, candy store, two
cozy restaurants. a bar, bookstore, newsstand. a public account
ant, stock. broker. and a branch of the US Postal Service. A
small publishing company occupies the fifth floor. and a large
legal finn occupies the sixth and seventh floors.

The Fabricator's Domain
F'1oors 40 through 4J are llpartmenL.. for the S«Tef organiza

tion's employees. A lypical apartment has one or two IJedrooms,
a kitchen, living room, and small dining area. All come com
pletely furnished and equipped with all the necessities, such as
refrigerator, stove, microwave. dishwasher, central air-condi
tioning. television, VCR, and slen:u. All the windows in the
apanDlCDls are made "fbullel-proof glass (S.D.C. 50, A.R. 10).
'The inner walls of some apartments and many officcs lilt rein
fon:ed til wilhstand explosions (S.D.C. 225 for evcry 20 fl/6 m
area),

A special elevator is needed to access the apartmenl... It is
equipped with special sensors that read the code being transmitted
hy the implant imbedded in each employee's head. The resident
must al!>O use a personal magnetic card slid through a reader on
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the wall next to the elevator, to make the elevator go. Anybody
can use the elevator to travel to the 39th floor, but it stops and
goes no further unless the passenger ha."i a recognizable code
card and implant. To go beyond the Jiving levels. each passenger
must pass a retinal scan, palm/finger print identification, and
voice verificalion security system. Intruders will be apprehended
and disposed of. Each elevator has an A.R. of 14 and an S.D.C.
of 300 each. The walls of the elevator shaft have an S.D.C. of
300 for every 20 ft (6 m).

A guard station is located on th~ 40th noor. manned by
four men wearing the Fabricators inc.·s PA-70 body armor and
armed with laser rifles (nnge: 4OCM) ftl1200 m, damage: 606,
20 shot payload. and each man carries twu spare E<lips. Each
also carries a laser pistol (range: 600 ftlI83 m. damage: 406,
10 blasts payload and each man carries two spare &Clips), and
billy club.

1be station has bullet-proof glass and is filled with video
screens showing the hallways of floors 40 through 44. Two
sliding doorways on either side of the station conceal three stan
dard FSR,200 Sentry Robots as reinforcements. At the first sign
of serious !rt>uble, one of the guards punches a large red button
and the two doors slide open to n:lease the robots. All employees
must sign in and out III the guard station.

The 44th Door is the home orthe Fabricator and his personal
bodyguard, Voltaic. It is a huge apartment that covers half the
floor. The olher half houses his private labollltoriesiwork areas.
private museum, and storage. The entire floor has twenty fool
(6 m) high ceilings and is lavishly furnished with rare anliqut:.!l,
dinosaur bones, paintings, sculptUres. and other an treasures.
His priVII~ teleport device is conceaJed in the huge master bed
room. Only be and Voltaie are able to use it.

1be Fabricator is an avid collector of dinosaur fossils, bones
and eggs. His most prized possessions are full skeletons of an
adult Allosaurus atId TriCCfalOPS. The skelelOns arc posed in a
fearsome looking battle scene.

The outside and inner walls, floor, and ceiling of hi!> apartment
are reinforced to withstand an explosion (A.R. 14, S,D,C, 300
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per every 20 ft/6 m area). All the windows are triple paned with
bullet-proof glass (S.D.C. ISO, A.R. 13). A pair of specially
programmed FSR-200 Sentry Robots with the advanced intelli
gence and human speech features acl as the Fabricator's and
Voltaic's personal butlers. They even dress in a butler's uniform
and have an English accent. One answers to lhe name Hershel,
the other 10 Stewart. Ofcourse, both are programmed for combat.

The haDway outside the Fabricator's apartment is con
stantly guarded by two FSR·200 Sentry Robocs with the same
fearures as the butlers. Each is dressed [0 resemble a human
guard and unle.~s in!ipected closely. will be mistaken for a real
human. Both wear the FA-70 body annor for additional protec
tion and are armed with 3 laser rifle and FW-120 Electranel
pistol. They are fondly referred 10 as Mike and Ike. 1be two
robot guards and butlers obey commands only from the Fabricator
or Voltaic.

Another ten standard FSR-200 Sentry Robots with human
fCCllure8 are conctslcd hc:hind two sliding doors in the hallway.
All are armed with their standard weaponry.

Two elevators are in the hall outside the Fabricator's apan
menl. lbe ftm leads to the offi~ and work. areas on the noors
above. Sensors wilhin!he elevator will only allow the rabricator
and Voltaic to use this elevator. Anyone else will alen security.
The second elevator leads to a tunnel below the building's
basement. The tunnel is an old subway shaft, Inside are two
enclosed. double seated, electric sleds used hy the Fabrlca1Ol"
and Voltaic to get outside without tx:ing noticed and for quick
getaways. Each sled is heavily armu,a1, having an S.D.C. of
350 and an A.R. of 16.

1be tunnel travels for three miles (4.8 km) and stops at another
elevator and an adjacent set of stales guarded by two FSR-200
Sentry Robots. Both are dressed to resemble human guards and
unle...s inspected closely, will be mistaken for real humans. Both
bots are wearing FA-70 Body Armor and arc anne<! with laser
rifles and FW-120 Electranet pistols as well as their built-in
wcaponry. As one mighf expect, the two mbots only obey the
Fabricator and Voltaic. The Fahricator refers to them as Stan
and Laurel.

Another FSR-200 Sentry Robot waits behind a sliding door.
It answers to the name Errol and looks and sounds completely
human. The mbot is programmed to act as a driver and bodyguard
for the Fabricator and Voltaic. Both the stairs and the elevator
lead to a fonified parking garage with five different make.~ of
limos and four other nundescript late model cars resembling
junke~. All of the ear1 are armored (S.D.C. 600, A.R. 16),
have special puncture resistant tires (S.D.C. 50), and have tinled
bullet-proof glass (S,D,C, 50, A.W;. 10). Each is equipped with
a special computcrized chameleon ability, allowing the cars to
change their paint CHIHI"Ji and li",-ense plate numbers. me same
as The Masrers of Spud's truck. Voltaic also keeps his car, a
Fcrrari Tcstarosa, here. Note: Only the Fabricator and Voltaic
know about the runnel and !he rmtified gardge. Not even Lazaris
is aware that it exists.

The 45th floor is where the mgani7-'ltinn's offices begin. The
Fabricator's official office is the largesl and like his apartment,
is lavishly furnished. Damon Lazaris' large office is also nn this
floor and is equally lavish.

The 46th nnor cnntains thc- Fabric8to~ Inc.. 's Liaison Offil;CS,
leleponcr. and other facilities for their need.~. Also .situaled on
this lloor is the b.1-SC·S defense computcr.! and personnel defensive
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weapon storage. The outside walls and floor have an S.D.C. of
400 per every 20 ft (6 m). The ceiling has an S.D.C. of 600.
There are no windows from this floor up.

The 47th noor houses the generators, life suppon systems,
air-conditioning, heating, lighting and a mini-nuclear reactor
which independently powers the Fabricators' eleven floor head
quaners. All the walls, fluor, ami ceiling have an A.R. of 15
and an S.D.C. of 500 per every 20 ft. The reactor is situated
off to the right and is enclosed by a superior containment
chamber. The usuul. ell.lreluC identification process is required
to access the reactor area.

TIlis entire floor is protected by twenty slandatd FSR-200
Sentry RoboUi artned with laser tines and pistols. An additional
ten concealed in the walls as reinforcements rely only on their
built-in weaponry. The cntire floor ean be sealed and flooded
with knockout gas which obviously doc§ not affect the robots.

The 48th and 49th floors are one big open area and house
all the machinery and equipment nc::cded to manufacture many
of the weapons. equipment. lUId rompOnents utilized by Fab
ricat£ml Inc. Engineers and technicians are busy working on
every contrap(ion imaginable. Thi.s a~a ii'i always abuzz with
aetivilY, twenty-four hoon a day. In the center of the room is
the massive hydnlulk: helicopter pad. Usually the pad has two
helicopters waiting 10 be loaded, a Sikon:ky 0l-S4 Aying Crane
u.o;ed to carry heavy loads. and an ffiI-3E Jolly Green GianI used
to carry lighter but 5CiII formidahle lOads. If the shipment is
going oul of stale, the two helicopcers usually carry their loads
to waiting aircraft at the loc-al airport. All the walls, noor, and
ceiling have an S.D.C. of 600 per every 20 ft (6 m).



The 50th floor is the pilot prep area and where fuel for the
helicopters is stored in two armored (S.D.C. 500) and laser
resistant tanks off to the righ!. Additional manufacturing shops
and engineering offices finish this floor.

On the far left is a defense station and situation room with
bullet-proof windows that look out over the floor. The guards
wile away the how-s, when no! on patrol. by taking turns playing
card'\ or video games. On duty for shifts of eight hol1J'S are 20
guards clad in '-:A-70FF budy armor. Ten of the men arc IUInOO
with las~r pistols, VK·431 vibro sabres, FW-170 air densifier
barrier wristbands and FW-255 Plume Cannons. The other ten
are armed with 9 mm sub-machineguns, billy clubs, and the
fW-270 orbiting anti-grav jet ball lasers system and control
helmets. An addilional !otal of20 FSR-200 standard sentry robots
(they look like robots) are concealed in walls at four strategic
ltll.:ations (five robots per location). They have their built-in
weaponry. II laser phlnl, three knockout grenades and an c1cc
tranet pistol. The rooots are activated either by the seeurity
system or a manual pank: buttun.

An armored storehouse (S.D.C. 600) holds spare ammunition
fur tht: FW-50IWS Armored Jet Cycles, and for the roof de
fenses. In the centcr of the room is a large square hole for the
elevator helicoptcr pad to pa..s through. Overhead are two hyd·
raulic armored doors (S.D.C. of 700 for each door) that slide
open to allow the elevator hdicopLC.r pad access to the roof. All
the walls, floor, and ceiling have an S.D.C. of 600 per every
20 fl (n m).

The roof. Radar monitors the air traffic within II 50 mile (RO
krn) radius. In ca.o;e of allack by air. six combat pilot!; stand
ready at all times. They fly FW-50IWS armored jet cycles. In
addition, the roof is defended by fuur cumputer controlled m..ini
missile launchers. The missile launchers can rntale 360 d~grees

and arc hidden in retral:table, armored metal housings resembling
large air conditioners (S.D.C. 300). Six laser turrets are also
strategically placed aoout the roof. They are larger than !he small
turrets described in the weapons section and have twice the range
and inflict an additional 206 damage. The roof is constantly
patrolled by ten men.

The sides of the building from the 38th floor up are defended
against inuuders trying to c1imh up thc sidc.... At the 49th and
42th floors are Iiule nOlZle~ rinRing thc. cireumferenc.e of tbe
building. ll1Cy spray out a special super slippery lubricant which
makes climbing the building impossitJre (even characters with
the adhesion power must muve at half speed and are - 50% to
climb). The lubricant can be made to cover all sides of tht:
building. It completely evaporates within onc hour, leaving no
residuc. Strategically plaL:ed motion and heat scnsoP.i indicate
Ihe presence uf any climbing introder, which rel~a.'iC:S the lubric·

ant !lnd alerts security. ~
"';"'4.vJ,v,..

. t

79

Fabricators Inc.-----
Weapons & Equipment
Weapons, Body Armor, Robots, and Vehicles

The descriptions that follow are of items commonly availahle
fmm Fahricators Inc. These pnxlllcts are only sold or readed to
known v.illains. criminal organizalions and esr.ablished c1i~nL..
(which can include individuals, mercenaries, and governments).

They are NOT available to the average super hero or good guy
organil..ations. including most democratic governments. Heroes
who try to infiltrate the organization are likely to be discovered
and killed on the spot.

These goods can be acquired by paying eash or trading ser
vices. Fabrit.-ators Inc. sets !.he price and there is no squabbling
or trying to wrangle for a lower price. Whllt they ask for is what
they gel. Prices for each item falls under one of~our price levels
or can he set by Ihe Gall1e MilSler.-----------

G.M. Note about prices, payment and availability: Since
you are essentially Fabricators Inc. YOU decide on thc final
price and method of paymenl or combination of payments. not
Ihe players or their ehameters. Nut all items are in stock and
the amount of time necessary to provide an item can vary dramat
ically. Also. depending on the client, payment in advance may
be a requirement. Some big ticket items are so expensive that
!hey demand a high~r purchase price and may require il. paymelll
level over a long period of lime.

Example: The FW-270 Orbiting Anti-Onlv let Ball La..'\el'S

and Neural Control Helmet costs 48 million dollars. falling under
the Level One purchase price. One measly Level One murder
is not worth 48 million dams. so, Fabricators InC. ups the price
to three (3) Level One payments. That means the villain must
kill three important people or must comply witb special demands,
like:

I. Kill tbe head of a rival criminal organization.
2. Steal a holo-imager from a much-feared super villain team.

or super hero team, or military facility. etc.
3. Pay five million in cash.

If the organizution demands the payment in cash, Ihe pun:h't.ser
must get the 48 million un hili uwn,

Product Price Levels

Level One: This level is re~rved for the most expensive
items, like vehicles and huge damage inducing weapons.

Possible methods of paym~nl include the execution of one to
four of the following services (varies with price of the item).
All arc exrrcmcly dangerous and difficult. (GM Note: They are
also good ideas and motives fOr adventures/conflicts.):

1. Assassination/murder of a high level gov~mment official,
high ranking military leader (General or Admiral). president of
a country, president/CEO or board of directors of a major eorpo
rtttion, the head(s) of a rival criminal orgllniz3lion, or killing an
extremely powerful hero(s) or villain(~).

2. Slealilig infottlllllion, or item(s). or vehicle from an ex
tremely powerful hero. team of heroes, governmcnt or military
facility, villain team or powerful criminal organization,

,
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3. Kidnap or rescue a person(s) from an exttemely well pro
tected/defended localion. like from prison. the military. super
humans, and criminal organizations.

4. Indentured servitude for two to four years.

5. Cash Payment: TIle cost of Level One items start at 20
million.

Level Two: 1be second most expensive level of pnxlucts.

Possible Method... of Payment arc identical to l.evc:l One only
the tllrget subjects arc a bit less dangerous and demanding. The
cost of Level Two items range from between 10 to 20 million
dollars. Indentured servitude is limited to one to two years

Level Three: Possible Mcthods of Payment inelude:

1. lhn'lUgh 5. as described under Level One. only the levc:l
of danger and difficulty is less extreme. 1be cost of Level Three
items range from between three to ten million dollars. Indentured
servitude is limited to six months to one year.

6. Safe delivery or pick up of information or shipment to a
panicular location and/or individuaL

7. Protection of a place or person (could be Fabricators person
nel or a client).

R. Frighten or brutali.re somebody cnough so that they will
not testify (against one of the Fabricators' operations, operatives
or a client).

Q. Act 11." enforcers by inflicting great bodily harm (but NOT
kill). des[(()y propeny, fntme ~mebody. and similar things.

uvel Four: This is the least expensive of the price levels
and is usually paid for in ~:ash. 'The trade of services rdther than
cash is left to the sole discretion of the Liaison and can include
num~one through nine and similar services. lbc cost of Level
Four items range from between S75O,ooo 10 three million dollars.
Indentured servitude is limited to "ix months.

VVeapons-----------------
Ammunition, Power Cells & Fuel

Fahricators Inc. offers Speciillty ammunitiun. power cells. and
fuel for purchase by its l;lienIS. All of the company':s p"-~UCl~

will unly ilccepl all1munition. E-<.:ells, .md oftcn cvcn fuel man
ufactured by them. Anununition, !<parc~ clips IlDd par1s must be
pure,based with cash. Bulk packages are also available at a sub.
stanrial savings. Orders in the U.S. and Canada arc delivered.
by FahricalurS hlC.'S own overnight courier service.

I. E-Cclls: Slooo each, or $42,000 for a package of 50.
2. Micro E-Cdls: S5OOcach, orS20,OOO fora package ofSO.
3. Mega E-C.eUs: $20,(XXl each. Or S55O.OOO for 30.
4. E-Clips: $1500 each, or $65.000.00 for 50.
5. Fuel Pellets; $2.000 each, or $88.000 for 50.
6. Darts for the I-"'W-135 Neural Stun Dan Glln:

Neural Disrupting Oart-$ I500 each. or 565 ,000 fOr ~O.
Green Mamba Venom Dart - $2000 each, or 585,000 for
SO.

7. NetlRetracling Wire for the FW-I20 Electranet Gun: 55000
each, or $40,000 for a package of 10.

8. Shells fur the FA-55 Plume Canncm:
Armor Piercing: S2,.'i,<XXl each. or S220,lXXI f(lf" 10.
uplosive: 520.000 each, or SI75,(JCK) fur 10.
Proximity: S1O,000 each, Of" S275.OOO for 10.

9. Mini-Missiles: Heat Seeking (Explosive): 520.000 each, or
S175.OOO for 10.
Laser Targeting (Explosive or Annor Piercing): 530,000 each.
or 5275.000 for 10.

VK-421 Vibro-Blade Claw Gloves
Vibro-blades are blade weapons surrounded by an invisible

high-frequency energy field, allowing the weapon to cause
greater damage than an ordinary blade.
Damage: 206 damagc with a senuchlswipe atl!K:k, 406 damage
with tearJrip or stabbing attack. The claws can cause damage to
the hardest body armor or metal alloy.
Purcha.~ Price: Level 4
Monetary Value: 525,000 .
PRD l1an: Costs an additional $10.000 per year.

VK431 Vibro-Sabre

Ilama&e: 506
Purchase Price: Level 4
Monetary Worth: S18,000
PRD Plan: Costs an additional $8.000 per year.

VK-441 Vibro-Knite
Damage: 206
Purchase Price: Level 4
Monetary Worth: 514,000
PRD Plan: Costs an additional $6.000 per Ye<lr.

FW-135 Neural Stun Dart Pistol
The neural stun dan gun is powered by compressed air. and

fires a special dart which injects a chemical that disrupts the
nervous system of itS victim. 1be effect is temporary paralysis.
Dans used to inflict damage by means of poison are also avail
able. "The gun is laser sighted and virtuaUy silent, making a
barely audible "poor' sound when fired.

Range: 300 ft (91 m)
Attacks Per Melee: Four
Dart Clip C.p.-cily: 10
Weight: 2 lbs (0.9 kg)
Ammunitiun: [>jsposahle, hardened plastic syringe datU, J\JI
dans are good for one time use onl)'; !lfler heins fircd. new ones
must be pun:hased.
Damage: Special

Neural Disrupting Dart: Complctely immobilizes nonnaI bu·
mans for 206 minutes, but super humans and professional
athletes woo arc physically rougher are paralyzed (or ID6 mi
nutes. Saving throw: IS or higher. A successful savc means the
chemical has little effect. bot the victim is sluggish for one
melee, losing the initiative and tWO melee attacks that ""und.

Green Mamba (Two-Step Snake) Venom Dart: Causes 206
damage iuld the victim falls into a coma unless a saving throw
of I,'i (lC higher is made. If the saving throw is successful. the
victim will suffer physical damage only. but will be woozy for
ID4 melees~ - I to parry, - 2 to strike and dodge.lf the saving
throw is missed, victim should receive immediate medical anen·
tion or death will occur within 104 houn - roll to save vs
oomaldealh.
Ammunition C06I: Nculll1 Dart: $1500 each, or Green Mamba
Venom Dart $2(X)() eacb.

•
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Purchase Price: One Level Four. The purchase provides one
dan gun, ten compressed air canridges. eight neural disrupting
dans and four venom darts.
Monetary Value: $150,000
Product Repair Discount Plan (PRO Plan): Costs an additional
$100.000 dollars per year.

FW-120 Electranel Pi>1ol
The FW·I20 Electnmet is a large pistol that rues a retractable,

high tensile steel. wire nel that is electrified. The net has a series
of sma..!l weights around its outer circumfcmnce that allows it
to completely ensnare its victim. Once the victim is ensnared in
the net, a high-powen:d electrical charge is fed to it via the
retracting wire, three time..c; a melee round. 1bc net and relracting
cable have an S.D.C. of 50. Damaged nelS arc easily removed
and replaced with a new one. Replacement takes two (2) full
melees (30 seconds). The gun comes with one free replacement
Ilel/retracting wire and two spare E-dips.
Range: 400 ft (122 Ill)
Attacks Per Melee: Three (3) electric charges.
Damage: 406 each attack/charge.
E-C1ip Capacity: 9
Wt=igh(: 3 lbs (1.4 kg)
Spare Net/Re.lrac:ting Wire Cost: $5000 each.
PurchllSC Priet: Lc:vel 4
Monetary Value: $175.000
PRD Plan: Costs an addilional $150.000 per year.

FW·220 Electranel RIlle
A biggcr version of the FW~120 Electranet pistol. The Imly

differencc is ~alcr range.

Range: 1200 Ft (366 m)
Attacks l)er Melet:: Three (3) electric charges.
Damllge: 406 eaeh attack.
E-Clip Capacity: 9
Weight: 9 Ibs (4 kg)
Spare Net/Retracting Wire Cost: S5000 each.
Purcha.o;c Price: Level 4
Monetary Vnhle: $2"i5,OOO
PRO Plan: Costs an addilional $200.000 per year.

FW-220·A Electranel Bow and Arrow
A bow and arrow version of the "W-I20 EJectraDe( pistol.

1bc only difference is i(5 use with bow weapons; suitable for
all types uf bows. 1bc electrical line is anachcd to a portable
electric battery pack that can be worn as a belt or in a backpack
(nu w.kIitional cost for either style). 1be bow can be of any style.
including cross bow and long bow al no addilional charge.

Range: 600 ft (183 m)
Attacks Per Melee: Three (3) electrie charges.
Damage: 406 each attack.
E-Clip Capacity: 9
Weight ot tbe Pomble Battery Pack: 7 lbs (3.2 kg)
Span: NetlRetrarnng Wire c.ost: $5000 each.
Pun.:hllS*: Ptice: Level 4
Monetary VaJue: $200.000
PRD Pion: Costs ~n additionul S150.OOO per year.
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FW-255 Plume Cannon
The FW-255 Plume Cannon is a devastating mini-rocket

launcher with a stale of the an targeting system. The cannon is
a two-handed weapon that rests on the operator's shoulder when
ready 10 fire. It physically resembles a bazooka or LAW except
that it is a little larger and flJ"CS five mini-missiles!

Tbe weapon's sophisticated sc:nson; and wgeLing computer
are the real key to the weapon's deadliness. 1be operator looks
lhrough the special panorama sight to view up to five targets
selected by the targeting computer. TIle operator either approves
ordcclines any or all of the suggested targets by pushing a button
above lhe triggerlhandgrip. If any of the targets are approved
the cannon's sensors read each targer's heat signature and then
prognuns that infonnation into the five heat. seeker mini
warhcads inside the FA-55 Rocket Propelled Plume Slicl!.

The cannon's range finder h.k:ks in on the designated target(s)
~nd notifies il'i operntor when it is ready io fire with Ii pinging
sib'mil (firing before Ihe $isnal has a penalty 01 -4 tu strike),
The pull of the trigger fires the FA-55 Plume Shell rockets out
of the cannon. MomenlS later. Ihe nose-<:one drops away to
reveal five self-propelled. heal seeker mini-missiles. Each of the
missiles l,;an be programmed to hit the same designated tMget
or to disperse to strike as many as five different rargets - one
each.

Range.: 2000 ft (610 m)
Attack.$ Per Melee: One every two mclcesl30 seconds; it lakes
a full mt:.lee round, 15 seconds. to reload and reealibrate the
weapon. Wtlgbt: Cannon: 22 Ibs (10 kg). Plume SheD: 4.5 Ibs
(2 kg) each. Ammunition: FA-55 Rocket Propelled Plume Sbell
holding five (5) self-propelled. programmable. heat seeking
mini-missiles. Annor piercing, explosive. and pro;tlimity mini
warhead sheUs are available,
Damage: Varies with the different types of warheads.

Annor Pien:ing: I D4 x 10 damage per each mini-missile. blast
area is 2 ft (0.6 m). Designed to penelf3te one specifie target
and explode.

Explosive: 506 damage per each mini-missile. blast area is
10 fI (3 m). Designed to damage a contained area.

Pmximi!y: 306 dwnage per eill;h mini-mis!lile to everything
within its bl,lSl area of 20 ft (6 m). 1be proximily lIlini-warhcad~

explode when they are with"\ 20 ft (6 m) of their intended target,
nut upon impact. The warheads aR filled with ball·bcaring.~ that
scalier like a shotgun bIasi, inflicling damage to a much Jarger
area. This sheU is ideal againsl low flying planes. belicopteT'5,
flying super beings. and penonneJ.
Ammunition Cost: Armor piercing: S25.lXX> each, explosive:
520.000 each, or p",ximity: $30.000 eacb.
Payload: A backpack with adjustable smps comes with the
purchase. It holds six Plume Shells and lftighs a total of Tllbs
(12 kg) fully loaded. A portable, foam rubber lined. carrying
ca.~ (50 S.D.C.) is also available and holds 12 shells and weighs
60 Ibs (21 kg) fully looded.
Pun:hase Price: A Level Two purchase provides one cannon
and six shells of choice.

A Level One pl,lrthasc includes one cannon, two portable
carrying cases, and fony shells, plus a complimentary Fabricators
Inc. hot drink mug and themlos.
Monetary Value: Level Two package: S15 million. Level One
pi\ckage: $21 million dollars,



PRO Plan: Costs an additional Level Three "payment" or a cash
payment of 3 million dollan annually.

FW·l68 Air Demmer Barrier Pistol
The FW-I68 Air Densifier Barrier pistol is a relatively new

creation. The gun fires an energy pulse which temporarily de
nsifies air molecules effectively creating an a~ of "hard" air
or a force field-I..ik:e barrier as big as five feet (1.5 m) or as small
as one foot (0.3 m) in diameter. The barrier is completely invis
ible and cannot be moved from the spot when:: it was created.
Arter two (2) full melee rounds (30 ~onds) the barrier dissi
pales.

These instant barriers can be used to deflect physical assaults.
such as thmwn weapons. bullets, or help absorb the impact of
a small explosion. Energy attacks, including particle beams.
plasma. tire blasts. electricity. and most others will also impact
on the solidified air. Only lasers and light beams go right through
(as well us sound wowes and vihrations) and inflict full damage!
Most forms of psionic and magic spells are nol impaired by the
harrier unless they are some sort of physical ass:mlt ~ueh a.~ a
fire b.111.

The barrier is also good for momentarily blocKing small open
ings like windows. ponholes. and normal size doon;. Note that
the range is very limited, making it impossible for use as a rifle
or other long ranged device.

Range: Up to.50 fl (15.2 m)
Attacks Per Mel«: Two (2) shotslbarriers
Damage: Typically none; a defensive wealDn only, but can
cause I L>6 damage 10 anyone running into or punching the bar
rier.
Maximum Barrier Size: 5 ft (1.5 m) diameter.
Barrier Duration: 2 full melees.
Barrier A.R. 15, S.D.C.: 50
E-Clip C.pacity: 10 Barriers.
Weight: 3.5 lbs (1.6 kg)
Purchase Price: Level 3 (purchase includes the gun and IwO
spare energy clips).
Monetary Value: $6 million
PRO Phm: Costs WI additional Level 4 "payment" or a cash
payment IIf $1.150.0CI0 WlJlUally.

FW.170 Air Demilier Darrler Shield Wrist Dand
The FW-170 wriSI hand is an ouigrowth of the foW-I68 gun

with ~imilar ~~ults. The advantage is a smaller item thaI is far
ea...ier to conceal. However, the mnge is dramatically reduced.

Range: Ill' III 12 ft (3.6 m)
Attacks Per l\1el«: Two (2) barriers
Damage: Typically none; a defensive wC:lI.pon only, but can
cause 106 damage lu anyone ronnins: into or punching the bat
rier.
MaximuDi Barrier SI7.e: 4 ft (1.2 m) diameter.
Barrier Duration: 2 full mckell.
Harrier A.R. 15, S.D.C.: 50
[-Clip Capacity: 6 Barrien; - sular p,",wered; recharges one

barrier every four hours.
Weight: 1..~ Ins (0.67 kg)
Purchase Price: Levcl 3 (purchase indudes the wl'ist band and
two spare cne.rgy dips).
Monetary Vulue: $5.6 milliun
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PRD Plan: Costs an additional Level 4 "payment" or a ca.~h

payment of $1.5 million annUally.

."W·270 Orbiting Anti·Grav Jet Ball Lasers
and Neural Control Helmet

1be FW-27U is the newest weapon from Fabricators Inc. Upon
donning the Ncunt.l Control Helmet, the six laser, jet balls jump
to life and orbit around the wearer about foor feet (1.2 m) away
from his body; the belrnel being the nucleus around which the
bllIls orbil in pairs. Two of the pairs of Jet Balls orbit at opposite
45 degree angles. The third's orbit is horizontal. All of the pairs
of balls can be sped up, slowed. or made to hover in place.
Each of the ball lasers are equipped with high definition television
camenlS with tdcSl:opic sight and passive light amplification!
nightsight (range: 2000 ft/6IO m). The cameras are always
pointed outward as they go through their orbits.

The neural control helmet eovel1i the enlire top portion of the
wearer's face and head. The eyes IIR: completely cuvered by II

protective visor. lbe operator "lic:es" through the jel balls'
Ci'tlJtetttS, giving him 3(,0 degree villion. The inside of the helmet
is studded with neural sensors and feeds the collected visual dala
of the six jet balls to the wearer's visioo center in his brain. 1lJc
neural sensors also IIUOW mental contml over the movement.
speed. and fuing of the laser balls as if they were extensions of
the opcnttor"s body.

Range: 11le r1Inge of vision and attack lire txJth 2000 ft (610 m).
Attack.!; Per Melee: Six (6), om:: (1) per each jet ball laser.
Damage: Each jet ball has one high energy laser that inf1ict~

306 damage.
POWEr" Suura: Seven E-Cdls; one E-cell in each of the six jet
balls. and one in the neural control helmet. One E<ellillsts fur
10 houTl (If cnn-!itant use.
Bonuses: While wearing the weapon system the wearer is +6
on initiative, +2 to strik.e, parry lind dodge.
UWidvantag:eii: Using the We[lpon sysfem for more than thiny
(30) minutes will ClI.use extremely painful and debilitating
headaches. After 30 minutes of constant usc:, the operator suffers
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penalties of - 3 to strike and - 5 to parry and dodge. Long lenn
use will eventually cause insanity and pinprick hemorrllaging of
the brain and possibly a coma or even death.

Unfortunately, using the weapon system is highly addictive.
The Neural Control Helmet stimulates the pituitary gland causing
it to release a neural chemical into the: brain thai causes eventuaJ
addiction. Tbe operator has a 5% chance of bet:uming addicled
after every 'use of the system. If the character becomes addicted,
it will be difficuh to stop using the system and the headaches
will become an accepted occurrence. Insanity can resull after
prolonged addiction.
Purchase Price: Counts as three Level One trades. Purchal'e
includes one complete unit (6 orbiting anti-srav jet ball lasers,
a ncural control helmet. a padded carrying case, and seven ad
ditional E-cells).

Monetary Valut: 48 million dollllIS
PRO Plan: Costs an additional Level 2 "payment"" or a cash
payment of $12 million annually.

FW 24 Mini-Laser Turrets
This small laser system can be built into vehicles or buildings

as a defense system. It comes equipped with an advanced laser
targeting and motion detection system.

O"nmgto: 406 d3ma~c per billst
Ranae: 2000 n (610 In)
Mn1Inum Rate of .'ire: 4 each turret pt:r melee
Payload: 10 shots per E-elip, 60 sh()L~ ~r E-cell. or can be
effectively unlimit.ed if built into a nuclear or other large power

SYSlem.
Targeting System Bonus: + I lu ~lJ"ike.

Punbase Price: Level Three. TIle purchase includes one 1ll."Cr
turret system and 12 fi-elips or two E-eclls.
Monetary Value: 5 milliHn dollars.
PRD Plan: Costs a cash payment orhalf a million dOll11~ annu
ally.

FWI 1000 Internal Laser DeCense System
TwenlY (20) high-powered la<ie11i are huilt into the walls Qf a

hall way or room inside a building. The lastrs are usually tied
to the securityfdcfensc system and are usually concealed. Wht.n
all intruder is identified. the lasers fire, filling the: area with 3.

network of deaJly beams. A heat and mutioJl detection system
is the standard sensor system when not linked to a mort: sophis
ticated security network.

Damage: 3D6x 10 damage every three seconds (equal to four
attacks per melee)
Range: 20 ft (6 m)
Maximum Rate of !'ire: 4 per melee
Payload: 20 shots per IXell or can be effectively unlimited if
built into a nuclear or other large power system.
Strike Bonus: Hits everyone within its network of laseN; me
only way to avoid dall13.ge is to step out of the defended area.

Tiny creatures, one foot tallflong (0.3 m) or smaller. are more
difficult to hil; the lasen; are -410 strike such a small targct
and damage is lD6x 10 (nol as many lasers strike).
Purcbase Pric~: Level Onc. The purchase includes one internal
laser defense system with sensors (covers a 20 ft area) and 10
E-cells.
Monetary Value: 22 million dollars.
PRD Plan: Cost an additional Level 3 ··payment" or a cash
payment of six million annually.

FW 615 Mini-Missile Launcher
Thi) sll1311 rocket launcher "ystem can be built into vehicles

or buildings as a defense system.

S.D.C. of Launcher: 25, A.R.: 12
Damllge: IlJ6x 10 per missile; fires only simple missiles (no
addilional slrike bonuses)
H;mge: 10,000 n(3050 m)-JUSt under two m..iles (about 31un)
Rate or Fire: One at a timc or in volleys of 2 or 3; as many as
four anacks per melee.
Payload: Six; il takes one minutel4 melee rounds 10 reload.
Purchasre Price: Level Three and the pwchase includes ODe
missile launching turret and twelve missiles of choice.
Monetary Value: 3 million dollal'!\.
PRD Plan: Costs a cash payment of half II million dollars annu
ally.

FW 62A MIni-Missile Launcher
This small rocket launcher system can be built into vehicles

or buildings as a defense system. It comes equipped with an
advanced IlIser turgeting and motion detection system and fires
a more advanced type of missile: (have: slrike bonuses).

S.D.C. or Launeber: 50. A.R.: IS
Rarq:c: 11,000 fl (ilpptOximatcly two mileslJ.2 l...m)
Damage: lD6x 10 per missile
Ratr of Fin:: One al ;t time or in volleys of 2 or 3; as many 3.'0

four anacls per melee.
Payload: Six heat seeker mini-missiles (+ 2 to strike) or sill
laser guided missiles (+ 3 10 strike).
Targeting System 1'onl.L'j:: + 1 to strike.
Purchase Price: Level Two and the purchase includes one mis
sile launching turret and twelve missiles of ehoice.
Monetary Value: II million dulJars.

PRD Plan: Costs an additional Level Three "paymenl" or a cash
payment of onc million annually.

FV 200 Vehicle Caltrop Dispenser
lbe caltrop cli'-pc:nscr is a defensive feature built intu vehicles.

It releases 200 razor sharp caltrops which innict 104 damage
each. 1lJe driver in a pursuing vehicle must roD It 2().sic1cd die
to see if hi:: notices the c.aluops - roll on initiative with a penalty
of -4. A roll of 15 or higher saves. A failed roll means 104
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of the vehicle's tires are punctured by a score of caltrops each.
The car swerves out of control; roll against piloting skill - 50%
to avoid a Cl1lSh. Pursuit is impossible until the tms are replaced
(lakes about 304 +2 minutes per tire).

A successful save means the driver can stop before hitting the
cahrops, excepl the villains will get away. He can tty to swerve
around and avoid the cahrops. This is more difficull and oncom
ing traffic cOIII<1 he an additional danger. Roll on the following
table.

01·25 Couldn't avoid the caltmps. 104 tires are punctured
- same as above.

26-50 Avoided the caltrops but losl control of thl; vehicle and
r.rn off the road. The vehicle suffers 106 X JO damAge and is
slUck. Super strong characters will be able [0 gel the vehicle
back on the road in 21>4 minutes. others will have to wait for
a tOW troek (206 x 10 minutes).

51·75 Crash! Hil" an oncoming vehicle or other large object.
1llc vehicle suffen 11.>4 x 100 damage and will require days of
repair. Passengen each Sllffer 106 x 10 damage.

76-00 Success! Caltrops have been avoided and the hot pursuit
continues.
Note: Hover vehicles are not affected. Robots can run over the
Iinle spikes but will suffer ID4 x 10 damage.
Payload: 1000 cl.lltmps - five dispcnsings.
Purch.ii.'Ie Price: Level Four and the pun;hl.ls~ indudes one com·
plete system and 2000 extrn caltn"lpS (extra caltrops cost S500
pc:r I!xx). Monetary Value: SI50,!XX) dollars.
PRO PhilO: Costs an annuaJ cash payment of a S2U.UOOdollars.

FV 220 Vehicle Smoke Screen Dispenser
1lJe smok:e screen dispenser is a defensive feature built into

vehicles. It releases a thick cloud of smoke covering II

4Ox40 x 40 fOlJ( (12.2 m) area. momentarily obscuring the vis·
ion of pursuers. Any vehicles passing through the cloud lose
sight of the truck for three seconds and have a chance of crashing
or runnin1l off the road. !'itopping immediately avoid.. an accident
(unless somebody plows in frum behind). The cloud dissipates
in 104 minutes.

Plunging headlong through the cloud requires the driver 10

mil against his piloting, ..kill with a penulty of -40%. A failed
roll ~uirt:s fhe mil ofpe~ntile dice. Ol-(,()% means the vehicle
h~ drivell off the road, while a 61-00 means then:: has been a
crash. Same l:OlIseqUCnccs as number 51.75, under ..~-200 Veh·

icle Cultrop Dispenser.
Payload: Enough for lh.ree (3) smoke ~ns.
Purchase Price: Level Four and the purchase include!!' the com·
plete system aJld four extra smoke canisters (additional smoke
canisters cost 5700).
Monetary Value: 5200,000 dollars.
PRD Plan: Costs an nnnual clL~h payment of .$20,000 dollars.

FV 220 Vehicle all Slick Dispenser
The oil slick dispenser is a defensive feature buill into vehicles.

It releases oil that covers a 20 ft (6 m) swath of roadway. Drivers
of any vehicles driving lhrough the slicle mu:"l roll against his
driving skill or skid off the road and/or CJ1lSh. The piloting skill
penalty is - 60% and - 5% more for each 10 mph (16 !un)
abovc 6U miles pc:r hoor (9£1.5 km). If control is lost, roll percen·
tile (lice to sec how bad things arc. 01.;50% means the vehicle

has driven off the road, while a 51-<JO% means there has been
a crash. Same consequences as number 51-75 under FV-200..

Payload: Enough oil to create three (3) oil slicks.
Purchase Pri«: Level Four and the purchase includes the com
plete system and four extrn oil canislers (additional oil eanislers
cost 5300).
Monetary Value: 5150,000 dollars.
PRD Plan; Costs an annual cash payment of 20,000 dollars.

A Weapon Note:
Fabricators Inc. manufactures or smuggles alltypc:s of conven

tional weapons and lUlIlor. If cnn also make gimmick weapons
and super vehicle modifications as described in (he Hardware
section of Heroes Unlimited, pages 76-R7, a... well as the gim-
micks: found in Ninjas & SUP£rspiClli. .

TIle company charges the purchascr four times their cost. so
if the item costs 100.000 dollars to cunStroet, IDe Fabricators
will charge their client 400.000 dollar.:.

Special Equipment-----
FS-34 Stealth Boots

The FS·34 Stealth Boots gives the wearer the ability to walk
and run silently. The boots are a favoril~ with aSsassins. cal
burglars, and other thieves who (Ieed 10 be as stcalthy as possiblc
in their work. They are also padded, insuillted IIgainst ~Iectricity

and CUSlOlll made to the feet of (he purchaser for maximum
comfort.

Range: Self
Power Sour«: E-cell (one for each boac); power from one E-cell
lasts for 10 houn of use.
Bonuses: Add +20% to prowl attribute, +3 to initiative. arxJ
I 2 to strike while wearing the boots. No bonuses when the

boots arc turned off.
Purcbase Priee: Level Four
Monetary Value: On~ million dollars
PRD Plan: Costs an additional 5200.000 per year.

WS-12 High Velocity Mini Jet Pack
l1le "WS" in the prOOlict ilurnhcr stand... for "Whisper Silent,"

due to its super quiet thruster noise. The IhI\lsler oo7J.lcs al!>O
have a unique heat dampening and dissipating fcature which
~Lly reduces the heat signature of the jet pack. This makes it
difficult to be targeted by heal !letker sensors and missiles (they
arc 3 to strike). Anot.het unique feature is its extremely high
mancuvenlbility, giving the wearer an extra +4 LO dodge when
in night.

Top Spet!d: 250 mph (400 km)
.light Dunttion: I hoor maximum per fuel pellet.
Maximum Ceiling: I!XX) ft (305 m)
Fuel: Special Fabricators Inc. Power Pellets.
Fuel Cost: 52!xx) per each pellet
Jet Pack S.D.C.: 130
Weighl: 20 Ibs (9 kg)
Purt:hlL~ Price: Level Three: price also includes 20 fuel pellets
enough for 20 hours of flight time.
Monetary Value: 5.5 million dollars
PRD Pli.D; COSts an lldditional Level Four "paymen(' Of a cash
p;tyment I)f nne miJlion dollars per year.
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WS-12MC (MentaUy CnntroUed)
High Velocity Mini Jet Pack

This model is a variation of the WS-12. with a neural control
helmet that gives the pilot the abiliry 10 mentally control the jet
pack. This allows the operator to have his hands free to cany a
weapon or [0 punch or gmb while flying. The villain has a
control selJsor surgically implsflled in his head that is linked [0
an avionic~ computer located in the jet pack. The jet pack reacts
with the speed of thought (or even grealer maneuventbility,
giving the wearer an extra + I on initiative, + J to strike. lind
+ 3 to parry and dodge when using 1M jet pack.

Top Speed' 300 mph (480 km)
flight Duration: I hour maximum per fuel pellet.
Maximum Ceiling: lOCK) ft (305 m)
Fuel: Special Fabricators loe. Power Pellets.
Fuel Cost: S2000 per each pellet.
Jet Pack S.D.C.: 150
Wel~ht: 20 Ibs (9 kg)
Purchase Price: Level Two; the price includes the complete
unit and 20 fuel pellels. enough for 20 houN; of flight time.
Monetary Valut: S12.5 million dollars
..KO PhLD: Cos's an additional Level Three: "paymem" or a cash
payment of three million dollars per year.

FW-501 WS Armored Jet Cycle (experimental)
At this time, the FW-50IWS armorcdjet eycle is unavailable

10 Fahricators Inc. clients and it is not likdy that the cycle will
be mad~ available any time soon.

'lbe jet cycle is a new development and is still in the testing
phase. It incorponltcs the "Whisper Silent" thruster system and
(he unique heat dampening and dissipating feature... of the jet
packs plus a weapon system. It is extremely maneuverable,
giving the pilot an extra 12 to strike, parry, and dodge while
in flight.

The pilOl's helmet has a heads up display to view pertinent
data and combat features, including a laser sighted LFG (Look,
fire, anti Guide) system. The LFG controls the swivel action
and direction of {he .:'iO caliber Galling-gun and helps 10 guide
the mini-mi~~iles. The Gatling gun ill1d ;l11 mi~~iles are fired by
II vernal command regi~le1'Cd through the pilot's helmet.

Top Spt~: 350 mph (560 km)
Flight Duration: 1 hour maximum per ruel pellet. Can be rc-.
fueled by tht pilot wl1ile nying by just dropping another pellet
into the fuel receptacle. A digital gauge lets the pilot know how
much nying time is left hefon: needing 10 be refueled. A loud
buzzer sounds at a five minUie warning and a head's up display
shows a digital countdown of the timc remaining.
Maximum C~i1ing: 5000 ft (1524 m)
Seats: Two; a pilot and one passenger
Fuel: Power PeJ1~I!i.

Fuel Cosl: S200u per pellel. h can be modified to use a Me&8
E-Ce11 thai lasts for one wcckll68 hours of conslant activity
(don', count ~hut down time in which energy is DOl used).
Armor Rating: 18

Jet Cyrle S.D.C. by Locatiun:
t'orward Mounted Gatling Gun - 50
Mini-Missiltl Launchcrli (2) - 50 each
RtliU Jcr... (2) - 75 each
*Main Body - 350
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-Depleting the S.D.C. of the main body will destroy the jet cycle.
Note: 1lJe pilot is a small and difficult target 10 hit. Thus, he
can only be hit when a character makes a called shot and even
then the attacker is - 3 10 strike.

Purchase Price: NOT CURREf'IITLY MARKETED - the fW
50IWS is pan of Fabricators lnc.'s arsenal. If the jet cycle is
ever made available to clients, it would cost at least Iwo Level
One services plus $10 million dollars. The price includes the
complete unil. with weapons, ammunition, and 10 power pellets,
enough for 10 hours of flight time.
Monelary Value: 3.'5 million dollars for the armed and umored
jet cycle. if it is ever sold to clients. A less heavily armored
version (half A.R. and S.D.C.). without the LFG helmel and
weapons is more likely to be released than the fW·50IWS, but
it would still be expensive, at least 18 million dollm:
PRO PlIlD: Costs an additional Level Two "payment" or a cash
payment of 18 million dollars annually.•
Weapons:

I. One (I) .50 caliber Gatling gun mounted on a turret on the
front uncJen:ide of the jet cyele
Effeclive Range: 4000 ft (1200 m)
DIl1TI8S~: ID6 x 10.
Payload: Belt fed with a 500 round belt. It takes one full melee
round. 15 seconds, to reload a new bell; four belts are standard
issue,
Ralt: of Fire: Standard for machincgun !Junil'i, see Modem
Weapon Proficicncies section in Heroes Unlimited.
Special Feature and Bonu!tes: 'The gun is controlled by a laser
sighted LFG (Look, Fire, and Guide) system which give the
pilot a +3 to strike bonus. Whenm:r the pilot points his head
and looks, ttle laser targeting looks and the gun swivels to match
the direction and sights on the target(s) in that area, TIle gun
can swivel back and fonh ISO degrees and up and down 45
degrees.

2. Two (2) air to air heat .seeker and laser guided missile
launchers: Each holds six mini·missilcs
Effective Range: 11,000 ft (approximately two mileslJ.2 km)
Damage: 1D6 x 10.
Payload: Six heat seeker mini-missiles and six laser guided mis
siles.
Rate of Fire: Equal to the pilOl's hand to hand anacks. Can be:
frred one ;'l;l 3 time or in volleys or two, four 01' all six. A volley
counts as one attack. The. LR:i System in the pilot's helmet is
used to help guide the missiles.
S ial r-eat~ and Bonuses: The missiles' targeting is helped
by the laser sighted I.FG (Look, Fire. and Guide) system which
provides an additional strike bonus. making all missiles or volleys
+4 to strike.

Body Armor -------
All of the Fabricators Inc. 's body ilJ1llOr'S arc made from a

special material called "Aexi-Steel," which was inv~ntedby the
Fabricator himself.

Aexi·steel annor is unique in that no scams or openings ~
needed at the elbows, knees. or waist, 1be only openings are
at the complex joints of the shoulders/upper arm and the hip/upper
thigh. TIle armor is mllde fmm a specjal Vanadium and Tungsten
alloy ste<:1 that is molecularly altered to allow the armor to bend



and flex yet still retain a high degree of strength and integrity.
Aexi-steel armor also partially deflects all energy auacks (laser,
electricity, etc.), reducing their damage by half.

FA-70FF Ultra-Lite
Flexl-Steel Body Armor with Force Field

The FA-70FF Ultra-Lite with force field is a full environmental
body armor made of Aexi-Stccl. The force field gives the wearer
superior protection. The suil's helmet has an air filtrarionlex
changer system and call have an independent oxygen ~upply

auachcd, targeting ~ight (1600 ft/488 m), passive night vision
(1600 fV488 m), infrared vision (1600 rLl41lIlm), and tclcscopic
vision (4000 ftl1200 m).

Body Annor A.R.: 15. S.D.C.: 150 plus an additional 200
from lhe force field
Wela:ht: 14 Ibs (6.4 kg) for the armor plus 5 Ibs (2.3 kg) for
the bauer)' p<.ck (the p3Ckha.'i anA.R. oC14 and 1ooS.D.C.).
Force F1eld: A.R. 16. S.U.C. 200 and can recharge lost S.D.C.
al a rate of three per minute. Limited to prorecling the wearer
of the annor only, the field cannot be expanded to cover a larger
area. Force Field Payload: 12 hours of use before the battery
needs recharging.
Purchase Price: Level Three
Monetary Vullle: $8.;'; million
PRJ) Plan: Costs an additional Level 4 "payment" or a cash
payment of 2.5 millinn dollllJ1ii annually.

Bonuses: + I to strike when optics and targeting sight are en
gaged.
Penallies: - 5% Prowl penalty when wearing the annar.

FA-70 Staodard Ultra-Lite
Flexi·Steel Body Armor

The FA~70 Ullra-Lite F1exi-Steel body armor is essentially
the ~me body armor as the FA-70FF but wilhout the force field.
It has a higher A.R. and moreS.D.C. H too is a full environmental
body armor. The suit's helmet is also the same, with an air
IiItrostion/ex.changcr sySlem, targeting sight and optic systems.

A.R., 16. S.D.C., 200
Wc.·jgbl: 16 lb~ (7.3 kg)
Purchase Price: Level 4
Monetary VHJue: $2 million
PRD Plan: Costs an additional L..c:vel 4 "paymenr" or a cash
payment of $750,000 per year.
Special Bonuses: +1 to strike when optics and targeting sight
are engaged.
PenaJties: - 5% Pruwl penalty when wearing the armor.

Robots & Robot Systems--
WS-S3 Anti-Grav Survdllance Ball

The WS-53 surveillance ball is another ravorile among super
thieves and spies. The surveillance ball is aboul the si7-c of II

softball and has anti-gravity and flying capabilities. It is rimmed
with tiny. "whisper silent" propulsion jets for greater speed and
maneuverability. The surveillance ball is also ringed with eight
high.tl:.MIlution mini-cameras with telescopic and nighl vision
capahilities (l1Ulge: 500 ftJ 152 m). A l'uper sensitive microphone

that can pick up a whispered conversation from 100 feet (30.5
m) away and two micro-lasers complete the features of the spy
unit.

Projection goggles are worn over the operator's eyes. Two
mini-view screens face the operator's eyes on the inside of the
goggles. The screens show two different views broadcast from
the baU. This enables the operator to "see" in two different
directions at once. The goggles have a built-in mini-laseT disc
recorder to allow for 30 minUtes of recording. Tiny microphones
in the tcmple stems of the goggles broadcast everything said.

TIle surveillance hall i!'i conrmlled by a joy stick with a thumb
controlled speed throttle and index. finger weapon firing button,
not unlike the controls of an arcade game.

Range or Broadcasl & Conlrol: 2000 ft (610 nil
Spttd or SurnWaoce Ball: Up to 100 mph (160 km)
Surveillance BaD A.R.: 12. S.D.C.: 50
Surveillance lIall Wupon",: Two (2) M·icm-.!-a-'iCf5. causing
206+2 damage per dual blast.
Surveil.la.nce Ball Bonuses: Half those of its operator. Plus an
automatic prowl skill of 60%.
Altacks/Actlons Per Melee: Equal to those of its operator.
Power Source: Two E-cells. one in the surveillance ball and
one for the projection goggles. The E-cell lasts for JO hours of
use.
Disadvantages: The operator is - 6 on initiative and - 6 to
parry and dodge while operating the unit (he's focusing all his
attention on dlrecting the ball and moniloring the image~ relayed
by it).
Purchase Price: Level 3. The purchase includes the entire sur
veillance ball system. projection goggles. a padded carrying
case, and four additional E-cells.
Monetary Value: SIO million
PRD Plan: Cost an additional Level 4 "payment" or a eash
payment of S2.5 million annually.

WS-S3A Mini-Spy Robot

Similar in use and funCtion as the WS-53 surveillance ball
and utilizes the 51lJne projection goggles and joy stick control.

The WS·S3A Mini-Spy robot ii'l Mate oCthe art micro·lechnol
ogy stolen from a Jap;mesc company. The tiny robot looks and
actS like a largc carpenter ant or cockroach. Its minuscule size
and ordinary appearance maJces it ideal for spying. Like the
surveillance ball, the operator seeJ and hears everything the
robot sees and hears. A super sensitive microphone can pick up
a whispered conve~tiOD from 100 n (30.5 m) away.

Range: 1000 ft (305 m). The robot will nol. 80 beyond the 1000
ft limit unless it is physically moved beyond its range. which
causes it to shut down. Power and control will again be restored
when the operator is ..... ithin the specified r.mge.

Lenph: One inch (25 nun)
Weapons: None
Speed: IS (l:Ioout 10 mph/I 6 km)
A.R., 8. S.D.C.: 5
Weapons: Can bite with pincers. inflicting half a point of dam
age. Purely defensive stings. bot doesn't even break the skin.
BonU56: Equal to one-mird of lheoperator·s. Plus an automatic
prowl skill or 1«>%.
AttiickslAcdons Per Mt!l«: Equa.l to lhose: of its operator.



Optic Systems: Infrared. ultraviolel, nighl vision. and telescopic
with a range of 1000 ft (305 m). All other optics have a range
of 500 ft (152 m).

Power Soura: One Micro E-cell for the robot (lasts for 2 hours)
and one E-eell for me projection goggles.
Disadvantages: The operator is -6 on initialive and -6 to
parry and dodge while operating the unit (he's focusing all his
attention on direcling me robot and moniloring the images relayed
by it).
Purchase Price: Level One. The purchase includes lWO tiny
inseclspy robols, ten spare Micro E-cclls, five E-ceJls. projectiun
goggles, and joy stick conlrol.
Monetary Value: $24 million
PRD Plan: CosL.. an additional Level 3 "payment" or a cash
payment of $5 million annually.

FVR·12A Armored Virtual Reality
Suit Cor Robot Cootl'"ol

For use with the FVR· J28 Baule Bot. The robot is a separate
purchase.

The FVR-J2A Armored Virtual Realily Suit is it new creation
from the geniuses at Fabricaturs Inc. Thc ha.~ic tcchnology was
stolen from the U.S. military and was upb'l'1lded by lhe organi·
zation into a viahle weapons system, The s\lif has the ability to
control a mhol by placing the openllOT in a virtual reality cnvi·
mnme:nl.

The AVR suit has a fully encloscd virtual reality helmet Ihat
effectively recreates everylhing the mbol sees and hears as if it
were the operator lhat was then::. nOi the rohol. 1be operator
controls the robot·s movements by reacting to !he VR slimuli
and sensations. l1Je robot, in tum, respood.~ in the same way.
1bc operator does not need La actually walk or run to a particular
placc 10 make the robol walk or run, all he needs to do is walk
or Illn in place, turning the body in me direclion lhat the oper.uor
wishes the rooot to go.

To further simulate reality, the suit has sensitivilY sensors and
trigger,; throughout that enRble Ihe operator to slightly "fccl" the
!OCnslllion of imp:lct from punches or gunshots. Likewise. the
opt1'3tor will know ;uKI feel arca.~ of damage inl1kted on hi~

mbolk exlensioll; nothing physkally Imrtllful to him. but enough
10 remind him ofthe robol'~ damage and Iimitution~,TIle operator
only feels it sligJil lingle in the an:.a where the rohOl is damaged
and suffers no penalties himself for any damage accrued hy the
robot.

'The AVR suil is lightly armored. affoming the: wearer some
physical protection should he come under attack himself. When
the suit's S.D.C. goes below 25 the virtual realily system cca."CS
to function.

Control Range of the Robot: 1000 ft (305 m)
Attacks Per Mf.lCC: nqual to those of Ihe opcrotor'l'i.
s.n.c. of the Ava Suit: 100. A.R.: 12
Weight of the Suit: 15 lh~ (6.8 kg)
Power SQun:e: 11a.~ the oplion of ul;ing five E-cells, offering
24 hours of constant IlCtivity. or one Mega E-Cdl that lasts for
one weekll68 hours nf cun~laIl1 activity (don't cnunt shul down
lime in which cnergy is not used).
Purchase Prict:: Lc:vel One. The purchase inchldcs only the
AVR Suit, and ten E<ells or one Mega F.<ell. The robol must
be purcha.'MXf sepanuely,

Monetary Value: $25 million
Product Repair Discount Plan Cost: An additional Level1'wo
service or a cash payment of $11 million per year.

FVR-12B Virtual Reality Battle-Bot
This is the rohoI: dc.~igned for use with the FVR·I2A AVR

Suit just described. The FVR·12B robot is extremely laUgh and
combat proven. 1be operalor controls the Battle Boc: via his
body's movements while wearing the FVR-12A AVR Suil. A
radio lransmitter and spcalc.cr allows the sQil's opcnttor 10 speak
through the roOOt.
Range: 1000 ft (305 m) away rrum the AVR Suil operator. The
bot will not go beyond the r:ln~e limit unless it is physically
moved beyond its range. in which case in completely shuts
down. Power and conlrol can be resumed the moment its operator
comes within range.
Attadcs Per Melee: Same as AVR suil operalor.
S.D.C. By Location:

Hands (2) - 10 each
Arms (2) - SO each
I1gs (2) - 120 each
Forearm Vibm-B1ades (2) - 10 each
Chest Laser - 10
Forehead Mini·Laser - 5
*Head - 50
uMain Body - 400 (an additiunal 200 S.D.C. CIlJl. be added

al a cost of 1.5 million dollars).

,.. ncsrroying the heall of the robot will eliminate all optics.
In mosl t:<iSCS, lhe moot will automatically shuldown when the
optics are destroyed. The optral0r has the option of oveniding
the shul down command and continuing to batLle blindly or trying
10 retreat. Note: The head is It small and difficult target to hit,
especially when moving. Thus, it can only be hit when the
attacker makes a "called shol:"' and even then the al1aeker is - 3
to strike:.

** Depleting the S.D.e. of the main body will effectively
l1c:~tn:ly Ihe bot, shutting it down cnmple:tely.
Height: 7 fl (2.1 01)
Weight: 500 Ibs (225 kg)
Physical Strtogth: Equal 10 a P.S. 40 - +25 lo damage.
Speed: Twice mat of the operator's (1IQl. applicable 10 characters
with super speed).
Hand 10 Hand Combat Dltmage:

Rcstnilined Punch: 1D6 (and no addilional damage from PS)
Full Strength Punch: 206 + 2S PS damage
Power Punch 4D6 + 2.'; PS damage (counts as rwo attacks)
Kick: JD6+25 PS damage . _
Body Block: 404 damage Judo l'bmw: 306 t 25 PS damage.



Weapons:
I. Two retractable forearm vibm-blades, one in each arm.

Damage: 306 +25 PS damage bonus.

2. One (I) Chest Laser
Range: 2000 ft (610 m)

Damage: SD6 damage
Rate of Fire: Twice per melee
Payload: Effectively unlimited while the robot is powered up.

J. One (I) Forehead Mini-Laser
Range: 500 h (I52 m)
Damage: 206 damage

Rate of Fire: Equal to the number of hand to hand anacks.
Payload: Effcctively unlimited while the robot is pOwered up.

4. Optional use of band-held wCllpuns (any available).
Optic Systems: Laser targeting, infrared, ultraviolet, night vis
ion, and telescopic, with il range of 2 miles (3.2 km). All other
optics have a range of lbUO ft (4S8 m).
Power Source: Has the option of using tive E-cells, offering
24 hours of constant activity or one Mega E-Cell that lasts for
one week/l68 hours of constant activity (don't count shU! down
time in which energy is not used).
Purchase Price: Two Level One services or a cash purchase.
The purch3...\C includes only the FV'R.128 Banle Rot, with the
standard weapons and features dest.:ribed and twO mega E-cclls.
The AVR suit must he purchased sepanttdy.
Custom Features: The Fabricators can customize the FVR·12B
robot by building or adding any (If !.he weapons and features
described in the robot section of Iluoes Unlimited. pages 136
151. The company charges the purehaser five times their cost
on top of the $38 million dollllJ"S of the basic unit. Thus. if the
customi7.Jtlion costs two million dollars. th~ Fabricators will
charge their client an additional to million dollars.
Monetary Value (standard FVR-12B): S38 million
PRD Plan: Cost an additional Level 2 service or a cash payment

of SIS million per year.

•'SR·200 Sentry Robot
A human looking mhot designed to function as a guard, often

in conjunt.:lion with an advanced. automated security system.
Definitely looks and sounds like u machine unless cosmetic
options are pun:hascd. It is extremely popular among villains
who need to ha ....e their cache of stolen loot or hide-out protected
while they are away. The FSR-200 also makes an excellent
bodyguard. especially when equipped with an advarx;ed artificial
inte11ig~nce. Several leaders of hostile fo~ign governments
swear by the versatile and fonnidablc robol:s.

Type One HUnuLnoid Robot with type one standard artificial
intelligence. The robot is programmed to undersWid and respond
to 500 diffcrent qu~tions, demands. and sllllemenlS. It is also
able to ask questions, make small ta1Ic., and even whistle. When
spoken to in its programmed language its computer will analyze
it and respond Ilpproprialely.

Height: 6 ft (l. 8 m) - and human in shape and features)
Weight: 400 Ibs (180 kg)
Physical Sirength: Equal to a P.S. 25 (+ 10 10 damage).
Attribute KqllivHlenb urNote: LQ. 17, P.S. 25. P.P. 17, Spd.
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S.D.C. By Location:
Hands (2) - 10 each
Arms (2) - 40 eaeh
Legs (2) - 80 each
Forearm Vibro-Blades (2) - 10 each
Finger Laser - 5
·Head - 60
"Main Body - 250 (an additional 150 S.D.C. can be added

at a cost of 1.1 million dollars).

• Destroying the head of the robot wiD eliminatc all optics.
In most cases. (70'1l of the time). the bot will automatically shut
down when the optics arc destroyed. However 30% of the time
the robot continues to baule blindly. The person who owns
and/nr commands the robot can demand that it fight Oil blinded
with II verbal order. Note: The hcad and hands are small and
difficult wgelS to hit. especially on II moving larget. Thus, they
can only be hit whcn the attacker makes' a "called shot" and
even then the anacker is 3 to strike. ..

•• Depicting the S.D.C. of the main body will effectivcly

destroy the bol.
Hand to Hand Combat Damage:

Restrained Punch: 106 damage and no'PS damage bonus.
Full Strength Punch: 206+ 10 rs damage
Power Punch: 406 I 10 PS damage (counts as twu anacks)
Kick: 306 + 10 PS damage
lkxIy D1<X:k: 304 damagc
Judo Throw: 206+ 10 PS damage

Bonuses: +2oninitiative. +3 to strike, +3 parry, +3 dodge,
+ 10 damage (this is the PS bonus), +3 to roll with impacVfall.
Can perfonn kick attacks, entangle. Judo style body throw/flip,
use paired weapons. and does critical strike on an unmodified
roll of 18, 19, or 20.
Attacks Per Melee: Five (5) hand to hand attacks/actions per
melee (energy weapons. punches. etc.). Skill is equal to an
eighth level Hand to Hand: Ellpen.

Weapons:
1. Two retractable forearm vihru..blades. one in each arm .

Damage: 306+ 10 PS damuge bonus.

2. One (I) Concealed Mouth Laser
Runge: 200 ft (61 m)
Damage: .506 damage
Rate of Fire: Twice per melee:
Payload: Effectively unlimited while the robot is powered up.

3. One (1) Finger I...aser
Ran e: 500 ft (I52 m)
Damagc: 306 damage
Rate of Fi~: Equal to the number of hand to hand attacks.
Payload: EfTectively unlimited while the robot illi powered up.

. 4. Optional use of band-held weapons (any available).
Skill Programs: Combat (bonuses ~ included in thal section)
and investigative (88%), plus basic math, radio: basic. and one
language of choice (all at a 92% skiD proficiency). Also see
W.P.S which foUow,
Weapon Proftciences: W.P. blunt. W.P. revolvcr. W,P. au
t~lmlilic pistol, W.P. rifle, W.P, energy pistol, and W.P. energy

nfle.
Sensor Systems & FCHlurt'S:

Audio: Basic speech cap<lbilities; sounds mechanical.



Optics: Laser targeting, infrared, ultraviolet, night vision, and
telescopic, with a range of 2 miles (3.2 km). All other optics
have a range of 1600 ft (488 m).

Amplified Hearing: Can hear sounds as quiet as 10 decibels
as faraway as 500 ft (152 m). The robot'scomputercan recognize
up co 2,()(X) mechanical sounds, such as car and truck engines,
generators, cocking guns, etc. Adds CO alertness and attacks.
Power So~rcc: Has the option of using five E-cells offering 24
huurs of consta.nt activity, or onc Mega E-Cc11 that lasts for one
weeki 16ft hours of constant activity (uon 't counl shut down time
in which energy is nOI used).
Purcha..e Price: Two Level One services or a ca.lOh purchase.
The purchase includes the ha.<;ic FSR-200 Sentry Robot, lUlU five
extra Mega E-cells.
Monetary Value: $38 million

... PRD Plan: Costs an additiunal Level Two service or a cash
payment of 18 million dollars annually.
Extra OptlonslJ<-eaturcs lU1d CUlit
Advanced Artificiallillelligence: The advanced intelligence en
ables the robot to act cO'llplctcly human and "think" in an objec
tive and subjective way (see Heroes Unlimited. page 136). The
advaJlced iutelligence also allow!\ for the !\election of four addi
tional skill programs. Cost $6 million
Advanced Micro-Nuclear Power Supply: Six year life, without
need for recharging. Cost: $12 million
Human Speet~h: 'rhe robot's speech patterns are very natural and
the voice symhesizer has a very human quality of sound. Jarring
blows or impacts will eause the robot's speech to skip. Cost:
$200,000
Lang\l3ge Skill Pmgram: Can speak and read three additional
languages of purchaser's choice at 92% skill proficiency. Cnst:
$200,000
Other Skill Programs: These can be found in Heroes Unlimited,
page 139. They arc available only to robots with advanced intel
ligence. Cost: $225,()(X) each
Synthetic Skin and Looks: Realistic looking synthetic skin, hair,
and human features arc added to create the illusion that the robot
is a real human being. The synthetic skin anu features hold up
to reasonably c1o~ visual scrutiny. but not to touch, Cost:
$450.000.
Olher Custom Features: The Fabricutun; l:itn c\JSlomi7£ the
mbot by building ur adding any of the weapom and features
described in the moot !\cction of HC["Ot~ Unlbnlted. pas,c!\ 136
151. The company charges the purchaser four times their cost
on top of the 38 million dollars of the ha!\ic unit. Thus. if the
total cost of t,;ustomization is two million dollun; to construct,
the Fabricatoi'S will charge their client an additional 8 million
dollars. AI least it's cheaper than customizing the virtual reality
bot.

A Note about RuboUi & Bionics -------
Fahrica.tol'S Inc. is capable of manUf<lCluring type one, lWO

and three robots. with the standard or advanced artificial intelli
gence as described in thc robot section of Heroes Unlimited.
pages 136-151. The company charges the purchaser four times
their cO~(. so jf {he moot CO!\t nine milliun dull.tIS 10 COIlSlluct,
the Fahricaturs will charge their client 36 milliun dullars.

Bionics as (Iescrihcd in Herots Unlimited, (pages 60-71) are
also ill Ihe Fahricatof!l' di!\po!\a1. but the org'miz'llioll l'ilrely
performs full conversions. They prefer tu stay with the compara-
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tively simple cybernetic implants, single bionic limbs, weapons
and disguises. Remember, the Fabricator's interests lay morc
with weapon systems and robotics than bionics. Like~ise,
Hardware gimmicks can be designed upon requesl.

The JP Gang I

By Kevin Slembieda

The "Jay Pees" is a gang of street lOughs, bullies, and petty
criminal!\ kad by a !\uper-powered trio k'}own as Jackhammer.
Ping ,mrJ Pung, 111 addition to lording over their domain, the
gang's chief criminal activities include drug dealing (mostly
crack cocaine), an expansive cur theft ring and chop shop (cars
arc ~tolcn from all over the city). and illegal g,tmbling,

The JP's control a two mile area of the inner cily a.~ their turf,
but also influence the surrounding three mile area and have plans
for expansion. They are tmuble with a capital "T' and have
been the cause of many gang wars over the last year. Currently,
there is rivalry between them amI the twO gangs that control the
neighborhoods marked for conquest. Organized crime is taking
a close look at these guys and wondering whether they shuuld
work with them or snuff them oul before Ihcy get 100 powerful.
The police are ineffective against them.

Jackhammer
Jack is the leader. He's a charismatic strong·man with brains

equal to brawn. He grew up on the streets, dropped out of school
at age 12 and joined a gang. During these fonnative years, he
kamcd how to pick locks. !\teal cars, smuggle just about any
thing, sell drugs alld a whole 101 more.

When hi!\ mutant powers manifested themselves in his teens,
he saw Ihem as a means to attain power. He has started his own
gllng and ha..~ "e1iminat.ed" d\tee others. He is the undispuled
king of the neighborhood. His kingdom is a two mile IlTeH of
inner city which he rules with an iron fist. He is smart, tough,
meall. and rndlless. The police have been unable 10 get evidence
againsl Jack and are now focusing on his two enforccr!\, Ping
and Pong, who tend 10 be more careless and cocky.

lie plans to be the Ic.ingpin of crime and run the city his way.
He might play along with the mob, but will never work for them
unless it's a Irick. 10 Btl.llck them fmm the imide.

Jackhammer - Gang Leader
Real Name: JOflaUlall Lewis
Aliases: hek I.cwis, Rig Jack, and Jackhammer.
Alignment: Miscreant
Hit Points: 44, S.D.C.: 52
Wellilht: 2141h~ (% kg-all muscle),lIcight: 6fl (1 ,83 m).
Age: 20, Sex: Male
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Attributes: I.Q. IR, M.E. 15. M.A. 14. P.S. 23. P.P. 20, P.E.
19. P.B. 10. Spd. 18
Disposition: Rough, tough. and miOUn.:efUI. He is a quiet man

who thinks about and plans his every move. When he shows
his anger, everyone knows he must be furious. He is an
excellenl leader and motivulur. lie is mnlivated to acqu~

money. power and fame.

Experience Level: SiJ;lh (6)
Combat Skill\;: Iland to Hand: Basic
Attacks Per Mel~: Six (6)
Bonuses: +4 to strike. +!l to parry. +8 dodge. +8 damage,

+5 to pulUroli with punch, fall. or impad, and + 110 strike
with body block/tackle (dues ID4 damage). Kick (lD6 dam
age). ami gelS a critical strike un an unmodified roll of 19,

or 20.
Other Bonuses: I 8% [0 save vs coma/death and +2 save vs

poison/magic
Super Puwer Category: Mulanl
Major Super Ability: Vibration
Mlnnr Super Abililir.s: F.lltl'3ordinary physkcd Slr'ellgth.
Unusm.l Characteristics: Ambide ..... trous
~ul:lliioll '.evel: On the: Jub Training
Schola.~t1c Bonus: +20% + 4% for a high I,Q,
Skills or Note: Intelligence 86%, interrogation 89%, palming

54%, pick locks 84%, forgery 79%. sniper, boxing. body
building, general .uhlclks, and prowl 91)%.

Secondary SkiUs: W.P. knife, W.P. chain, W.P. automatic
pistol, W,P, suh-machinegun, W.P.rine. computer operation
89%. radio: ba.~ic: 79%. auto mechanics 69%. and pilot au
tomobile 98%

Appearance: A tall black man with blllCk hair and smoldering
blue eyes. Typically wears expensive suits and designer c1oth
ing. Hili wnri clothes includc a simple pair of black faLigues,
tun.leneck shirt, leather jacket (with Kang colors) and. when
appropriate, a blltck !'>ki mask. The gang emblem is a jagged
"JP" in a ball of fire.

Occupation: Pnlft:...sional criminal.
\Veapons: Has lK~tc~) II} 311 Cilnventionu.l WCi.lpOn~, always car

ries an aulu nlag (406 damage) ;u1I1 a Manriki-Gusuri (IDS
damage). Will usc any wearnn thai is appropriate for thcjob.

Body Armor: Owns a variety of different lypeS of light and
heavy armor, but hates wearing them (seldom does). .

Ve.hicles: Black stretch limousine and a bright red Mercedes

span.s car.
Money: Makes great money. about three million dollars a year

personally, has an additional 3D4x 10.000 in cash, and has
106 million in available operating capital for gangland oper

ations.
Note:: His gang is com~ of 40 car thieves, 40 thugs for
mu."Cle. 12 pushcrslthugliltwo-bit hoods, and 40 punhlrwo-bil
hoods who lierver as lookouts, runners. etc.

Ping
Ping and Pong arc a couple of wild illegal aliens from Mexico.

1be !'>isters have mutam powers, they wQfk as a team and are
clever and powerful. but also cocky and rec~.

Ping is one year older and Ii master of gr,lVity contrOl. Pong
is the younger. cuter sister. with the powers of elasticity and
invulnernbility. lbeir favorite ploy is to usc Pong likc a ball and
hurl her into their opponcnt.... bouncing around and call5ing
mayhem. Ping is Illsu known to bounce 'her opp(mer'llS 3l'(ll1nd
via gravity manipulation. hence their nicknames. Ping and Pong,

Both are excitement junkies, and CT1lve power, wealth and
adventure. They like the wild life and love being the second in
conunand of fhe Hi gang. UnfOrtunaLely, they lend to take un
nc<:cssary chances, grandstand and taunt their antagonists,
stimulating lension and animosity betwecn rival gangs and the
aulhorities.

Ping _ Second in t:ommand
Reotl Name: FeliciA Rodriguez
AJlas: Ping
Alignment: Anarchist
Hit Points: 27. S,D,C.: 36
Weight: 1251bs (56 kg). Height: 5 ft, 3 inches(I.60m), A2e: 18
Attributes: I.Q. II, M.E. 10, M.A. 12. P.S. 15, P.P. 14, P.E.

13.1'.•. 12. Spd " .
Disposition: Huld. impudent, bitler. angry at men, the nett and

!lociety. Pint!- is the smart. ~\Il\.""Cful one. with a head for
slrdlegy and tactics. However, she lets her emotions oorurol
her far too onen. I,;iwsing her to be I1Ish, take foolish I,;hillleCll,
grandstand. arId act in anger, She loves her s.is~r, but is
annoyed by her reckless, cllR:free altirude and IS Jealouli of

her beauty and popularity,
Experience Level: Third (3)
Combat Skilb: Hand to Hand; Basic
AUacks I'e.r Mcl«: Four (4)
Rnnuses: +3 pm)', +3 dodge, +3 to puWroll with punch,

fall, or impsci and + I to strike with body blockJtaekle (docs
ID4 damage). Kick attack. docs ID6 damagc.

Super Powtr Calqor)': Mutant
Major Super Ability: Gl1Ivity manipulation
Minor Super Ability: Bend light
Education Level: Grode SChool

Scholaslit 64mus: +2%
Skills or Nole: Basic math 86%, read and write 86%, dance

54%. cook 64", liCwing 52%, language: f.ngllitl67%. native
larl,guage is Spanish 98% and W.P. knife.

,
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Secondary Skills: W.P. automatic pistol. general athletics, body

building, ronning, swimming 68%, prowl 58%, pilot au
tomobile 90%. and pilot motorcycle 68%.

Appearan«: An attractive. young Mexican woman with short
black hair, dart: skin, deep brown eyes and a determined look.

Occupation: Professional criminal and gang leader (2nd in com
mand).

Weapons: OccasionaUy uses hmKJguns and knives, but lends to
rely on her liupcr abilities.

V~hicle: Loves expensive cars and motorcycles.
Body Annor: None.
Money: She spend" money freely and enjoys the good life, but

she has 90.000 dollars in the bank Dnd always has 104 x HXXl
dollars, cash. in her possession at all tim~S.

Pong
Real Name: Maryanna Rodrigu~z

Alias: Pong
AJignmt'ol; Mi~n;lUlt

Hit Points: 47. S.D.C.: 36
Weight: 110 lbs (49 kg), Height: 5 ft, 5 inches (1.6.'i m), Age: 17
Attributes: I.Q. 9, M.E. 8. M.A. 15. P.S. II, P.P. 13, P,E.
14, P.H. 20, Spd 16
Olspo:'lltlnn: She i~ wild, arrogant. selfish and has II meun streak

(she likes to prove jusl how powerful she is). She i~ a ~how-off

and a hragg3rt who knows shc.'s beautiful and uses it to llet
her wily. She uisu knOwS she's powerful and uses it to gCI
what lohe WillitS. She has mc unbridled cxuberance of youm
and thinks lhat shc's indesuuctible in every way and can get
away with anything. She is the most rec-kJess of the three
gang leaders and a bil of an air·he:Jd. She Inv~ her siSler,
bul thinkl; "he $hnuld lousen up and enjoy life mote. She also
likes the fact that she is more beauliful and powerful than
her big si"ter and remind.. her of this orten.

Expt:ritocc Level: Second (2)
Combat Skills: Hand 10 HII.IId: Basie
Atta...ks Per Melee: Four (4)
Bonuses: +3 parry, +3 dodgc. +3 to pulUroll with punch,

fall, or impacland + I 10 strike with body block/tackle (does
104 damage).

Super Power Cateaory: MUlant
Major Super Abilities: Stretchinglelaslil.:ity (uld invulnerability.
Minor Super Abllltle...: None
Educatloll Level: Oropped out of grade sl.:huul
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Scholastic Bonus: None
Skills or Note: Basie math 82%, read and write 82%, dance

46%. cook 56%. sewing 45%, language: English 60%, native
language is Spanish 98% and W.P. knife.

Secondary Skills: General athletics, body building, running,
swimming 68%. rust aid 55%, and pilot automobile 88%.

Appearance: A beautiful, young MexiC3.ll woman with long.
silky blac:k hair. dark skin, smoldering brown eyes and 8

seductive look:.
Occupation: Professional criminal and gang kader (3rd in com·

mand).

Wu:puns: Occasiunally uses handguns and knives, but tends 10
rely on her super abilities.

Vehicle: Loves expensive can.
Body Annor: None.
Money: Shc·spend." money freely and enjoys the good life. She

has 23,000 dollars in the bank and always has lD4x 1000
dollars, cash, ill her possession ai all times. She alsu has
about $50.000 in jewelry.

The Reader
Another impor1ant. rising star in the JP gang is a weaseUy

looking black man known as the Reader. He is a psionic who
assist'i Jackhammer in his running of the criminal operations.
He uses his psychic powers to "read" people and objects and
tells what he has learned to his t..'rime bosses. He recognizes that
he is a terrible leader. so he serves others that are more worthy
and who wiD ft;ward him well. He is loyal to Jackhammer and
likes Felicia hut finds Maryanna to be an obnoxious troub
lemaker.

Real Name: Isaiah Wa."hington
Alias: l1le Reader
Alignment: Miscreant
HIt Points: 34, S.D.C.: 30
Weight: 138lbs (62 kg), Height: 5 f1, 8 inches (I .73 m), Age: 27
Attribufes: LQ. 12, M.E. 23, M.A. 8, P.S. 12, P.P. 10. P.E.
12, P.B. 8, Spc.I 15
Disposition: He is a masterful liar and hmwn·noser; sne-aky.

set:retive, ,mJ qllieL Has low self c~teem and tri~s to avoill
physical conflicts. He is loyal 10 Dig Jilek and Felicia. but
will betray anybody el!OC in the gang it" it saves his 00110111 or
makes him money.

£xperience Level: Sixth (6)
Combat Skills: None
.... ttad.s P~r Melee: Two by hand to hand Of four (4) using
psionic!>.
Bonuses: +4 to save vs psionic attack
Super PO""'er Category: Natural Psionic

Major" Psionic Abilities: 106 J.S.P.. has four psi-attacks per
melee, and the: powtnl of t.elepathy. object read, and hydro
kinesis.

Minor Psionic.' Abilities: Delect psionics, sec aurol, alkr aul'll,
sixlh sense:. speed n:adin8 iUld mind block:.

Education Level: On the Job Training
Scholastic Bonus: +20%
Skills or Note: Intelligence 82%, interrogation 85%, palming

50%. pick locks 80%, pick pockets 75%, forgery 74%, radio:
basic 1)5%, rutlio: st.:r.uubler 8S%, optic systems 95%, surveil
lance syslems 85%. and cryplOgraphy 85%.
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Super Teams
The Dread Micro Wizards of Chaos
By Steve Sbelrlng

The Dread Micro Wizards of Chaos is a small organi7Altion
of vile. supernatural beings whose only purpose in life is to ruin
terror on Earth fur Uleic own enjoyment. They will pcrfonn any
acl of evil for the proper payment. In some instances. payment
can be the sheer enjoyment of a truly diabolicallK~L The Micro
Wizards arc. however, talented negotiators and typically expect
a payment above and beyond their personal enjoyment. They
enjoy seeing lheir clients squinn over the "price" of their service,
which, in addition 10 a large cash payment, all 100 often requires
some act of evil on the part of their employer (like informatiun
thai can be used to hurt or blackmail somebody, secret data,
uccess codes. or theft and murder). The Micro Wizards are very
"uspicious by nal\lre and difficult to fool, which means the cHent
will have to p<ty in advance and provide evidence that he or she
has exccuted their end of the harjl,ain. Finally. ~ more encom
passing and dirr.cull the task. the~ likely the Micro Wiulrds
will ~lIirc the tru~ TIllfTI(' of the individual(s) n:que5ting their
service.

1bc Dread Mil..-nJ Wizards of Chaos appear as small child.ren
ranging in age from five to ten years old. They arc all highly
charismatic amI possess angelic face... and he3!t-warming smiles.
In fad, Lhey can change th~ appearance of their fat:es at will,
hut it will always remain lovely and pleasing. On the surface,
they speak and behave like any nonnal child and are so convinc
ing thaI even their human playmates can seldnm lell the differ
ence. Oh su.n:. these kids may act oddly at times. but then every
child goes through tantrums and odd phases. Remember, makc
believe and talking to invisible friends is noI unusual for young
children, Furthernxxe. alltOQ many adull.. have been conditioned
tu dismiss ouuagcous sturies from children as nuthing more than
fantasy. The Dread Micro Wizards n:cognize these facets of
behaviur illld usc them all too well to cover up and assist in the
perfonnance of their evil deed... Indeed. they count on atluhs to
ignore the silliness of lillie full:. After all, who would ever
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Secondary Skills: W.P. knife. W,P. automatic pistol. W.P.
sub-machinegun. computer operation 85%. auto mechanics
65%, basic electronics 65%, first aid 75%. and pilot- au
tomobile 98%

Appearance: A thin. unattractive African American with a
shaved head, sunken, beady eyes and sinister look.

Occupation: Professional criminal and assistant to Jackhammer.
Weapons: Occasionally Ilses handguns and knives, bllt fends to

rely on his psionic abilities.
Vehicle: Loves expensive can; and was nx:cntly presenled with

a fully loaded spoJ1S car for uncovering a pair of undercover
cops and learning about 8 gangland hit planned against Jack.

Body Annor: None.
Money: He makes about $350,000 a year plus bonuses. like

cars, but has a bad gambling habit. He has 42,000 oollars in
lhe bank' and always has ID4 x 1000 dollars. \,:ash, in his
possession at all times. He also has a;boUfS30,OOO injewelry.

believe that a dear, sweet child is capable of mur<1cr, kidnapping.
extortion, or torture? lbe only time the Micro Wizards' true
J~ture ean be discovered is when they bc:wme extremely scared
or angry. At lhat moment, the face bWlsfonns into that of a
gnarled, wrinkled, aged fieoo, and the voice becomes deep and
crackJes like dried wood burning in a nrepl~.

1be origin, agc, and nature of the Mil.-'TO Wiz,1rds is unknown
by anyollC on Eanh. Sume believe they arc othcr.-dimensional
creatures Ilr minor, supernatural intelligences. Others believe
they are demons spawned in hell. while still others believe they
are mulllnLS unleashed by the government. Regardless of who
may be correct, those encountering these beings know one thing
fur certain, they are the embodiment of evil. chaos and destruc
tion.

1be little wizards arc known 10 summon supematural
monsters, with the dybbuk. succubus, gargoyle. gremlin. and
hell hound among their favorites. Shape changing or illusionary
magic are sometimes used to disguise !he creature as an ordinary
person. dressed conservatively. and normal looking in every
way. This tactic may be used to make II. monster seem to be the
child's parent. relative, or teacher. The creature will reveal its
true monSlmus nature. and attock, unly when no other alternative
is available. or when commanded to do so by a Micro Wi7.ard.
The supernatural monster(s) enjoy Ihese little games and are
usually very willing to a.'isist the Wizards in any WilY, shape. or
form.

11\eir power is magic. Each possesses some measuf'C of mystic
ability, whether it be spell-easting, illusions, ur circle magic.
Slime of Ihe magical drt:les can be drawn with any instrument,
like crayons, chalk. and dirt, which is perfect, because nobody
is suspicious of a child playing with finger paints, or playing in
II uMbox. or drawing pictures in the dirt. While magic is their
central focus. they are always willing tu learn I)CW skills. Human
skills arc somelhing the Micro Wizards learned over the years
from their association with humans and their life 00 Eanh.

They also possess supernatural powers in addition to their
magic. One is tM: ability to sbrink themselves, ~md all !he
possession!; currently on their pe:oon, to six inches in height.
Everything is shrunk pnJpOttionalely, and is restored as soon as
the demon spawn returns to numli1l size. Being six inches lall
has many advantages, panicularly in the area of stealth, spying,
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assassination and escape. Note:A Micro Wizard weighs one
pound (0.5 kg) when six inches tall (0.15 m or 152.4 millimet
ers).

The other natural ability is the power to animate and control
inanimate objects, like toys, dolls, model airplanes, remote
control cars, pogo sticks, bicycles. broomsticks, saucers and
platcs, a~d small household appliances. The Micro Wizard must
first touch the object(s), and the total weight of all animated
items cannO! exceed 10 pounds (4.5 kg). The item turns had:
to normal wht::n the Wizard is mort: than 30 ft:t:t away (9 m).

Getting in contact with the Dread Micro Wizards of Chaos is
a difficult, but not impossible, ta...k. Generally, one must place
an ad in an underground or occult publication. or look for one
of the Micro Wizards' own cryptic advertisements which occa
sionally appear in these publications. TIle ads seldom lead to a
face to face meeting, hut direct the prospective client to individu
als (sometimes disguised monsters) who serve as the Wizards'
agent. Or thcy might dcsignatc a specific location to talk, Al
such places, the prospective client may never meet the Micro
Wizard. but he may find himself engaged in a conversation with
somebody he calmot see (one seldom sees an invisible or six
inch tall person standing in the shadows). The meeting is used
to size up Iht. dient and I:v"luilll: Ihe polential of the deal. "Ine
more desperate or malevolent the individual or the 1lI0re horrible
the assignment, the better.

The meeting place can be onc of (Iarkness and solitu(le, or as
innocent as a playground or crowded amusement park. If the
Micro Wizards even suspect a trap, they will flee, or ignore the
meeting entirely. Additionally, if they are not inlerested in the
assignmcnt, or the client, the meeting place may be one that
imperils the person seeking their services. or leads to an entang
lement with the authorities or criminals. Remember, these beings
arc suspicious of everybody and will keep a watchful eye on a
new client. Betrayal and treachery on the part of the client will
provoke the wizards' ire and lead to terrible retribution.

Whenever a Micro Wizard is about to be caught by the au
thorities, he or she is likely to use their favorite ploy, to pretend
to be an innocent child and simply sit down and cry. In between
the sobs and tears, the Micro Wizard will demand to see monuny
or daddy. Soon afterwards, a disguised monster. posing as the
parenL, will appear and rescue the distraught child, or, when
Ilobody is looking, the wizard will shrink (O six inches tall and
make good his e!icape. Remember, many adull.. tend to ignore
children, which only helps these evil beings to e~ape or cause
t:huus.

,The Micro Wizards' 8etret Playhouse
The Micro Wizards and their "parenl~" live in an ordinary,

two-story, colonial style house. The house and all its furnishings
are perfectly normal. with one exception, a locked door in the
basement, 'Ibis door leads not to a closet, but to another dimen
sion, It is in this other world that one fmds the Miero Wizards'
true playhouse. Uttering the set:ret password, "playhouse," acti
vates the dimensional portal. Those not knowing [he password
will only!)ee an empty clo!)et, Note: The Micro Wizards are not
limited to using the closet doorway and can open and close
portals to this particular dimension at will.

The uther-dimensional Playhouse looks like an old plantation
mansion from down south and the surrounding plantation grounds
also look CO''riptelel)' Earlh·like, complele with weeping-willuw
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trees, tall grass, cotlon plants and wild flowers. In the mansion
are all kinds of weapons, books, magical devices, and jnstru
ments of evil. The Micro Wizards' spell books, circle making
components, valuables and souvenirs are hidden all over the
Playhouse. Particularly precious items are hidden and/or pro
tected by magic. and their locations are known only to the specific
owner. In addition, JX)rtals to other worlds are hidden wilhin
some of the one hundred rooms of the mansion. No windows
open and the structure of the Playhouse is indestructible, GM
Nute: This can be an excellent means to transport characters
from one role-playing world or time 10 another. Certainly these
dimension travelling beings would fit into the worlds of Rifts
and Beyond the Supernatural.

The demonic wizards may bring some of their vic:tims back
here to pl~y games like "hide and seek" (with painful conse
quences when found), "tag or catch" (usually the playmate is
hunted by a monster and must avoid be'ing caught to survive), I
"doctor" (involving torture andlorexperimentation), "hopscotch"
(to other dimensions or frightening locations), "hangman" ('nuff
said). as well as human sacrifice and enslavement. Slaves arc
magically or physically bound to the plantation to service their
diminutive masters. Somc are held by fear alone. Others lIlay
be chained. locked ill il cage, magkally charmed, mind control-
led, drugged, or made too weak to resi!it. At lea!it 40% of the~
captives are of alien origin,

The Playhouse always contains the (oUowlng Items oh'alue
scaUcn'd thl"Oughout thc mansion: 204 + I enchanted objects,
104+2 weapons of ChllOS, two weapons of order,
204 x 100,000 dollars' worth of gold and gems, 104 spell books
(1-50% chance the book describes all common wizard spells,
51·75% thc book contains most Illusionist spells, and 76-00%
the book contains common magic circles and instructions on
how to make them), one book with the True Names of most
major clients, a huge collection of nearly 300 differenllypes of
ancient weapons (swords, maces, pole-anns, etc,; all nonnal~
no armor), a small collection of contemporary Earth weapons
(about 50), several different wardrobes for differem worlds, a
variety of paintings and statues (no significant values, ~O% show
scenes of violence or depravity) and a large collection of chil
dren's toys. Normally, the Playhouse wi11 be a cluttered mess
and It Is difficult to find anythIng easily,

GM Note: Game Masters can add or delete items found in
the Playhouse, as well as things that guard them. The most
valuable and/or dangerous items are protecled by magic, traps,
locked vaults, and/or supernatural protectors. The Plantation and
the mansion are inhabited by the Wizards' human and alien
slaves, and are also occupied by powerful monsters (slaves and
allies), These can include zombies, golems, animated skeletons,
hell hounds, dybbuk, vampires, or any number of magic or
supemlituI1i1 creatureS. Heroes Unlimited provides a Random
Mystic Creature Creation Table and Random Alien Creation
Table, while RPG book5 like Beyond the Supernatural, The
f>aUadlum.R1'G, Monsters & Animals, and the Itifls Coover
510n Book contain a legion of monsters thllt can be plugged right
into this setting.

Special healing properties. The Micro Wizard.. can regener
ate three hit points per hour while in the Playhouse. A one month
stay at the plantation will completely heal and regenerate all
body parts. Unfortunately, the special healing process works
only on the Micro Wizards and other supematlllll.1 creatures.



Not~: Any broken toys and inanimate objects within the
Playhouse regenerate within 48 hours.
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The Seven Dread --
Micro Wizards of Chaos

• Dilly, Bobby, & Bud: The Terror Triplets - Wizards Su·
preme. Each looks to be about eight or nine yean old.

• Mlk~y: An illusionist lUld sadislic master of torture. Looks
six ).Cllr.> old. (GM Note: You can opt to change Miley intO
a PaUadiwn RPG summoner or a Ritts shifter).

• 81g Goobler: Circle maker specialil.ing in Summoning.
Gulcm and Zomhi~ circles. Limited spell knowledge. Looks
to be 10 years old.

• Little Foobie: Circle Maker specializing in proteclion and
power circles. Has the ability to dimensionally teleport any
non-living circlc components (the components appear out of
thin air). Liule t"oobic has limited spell knowledge. Looks
five years old and is the smallest of the Micro Wizards, 3
feet (O.9m).

• Debbie Lou - Mll)tef lIlu.'lioni.'lt, appears to be about seve'l
yean: old.

The Terror Triplets - Wizards
Note: All have the same attributes and abilities unless otherwise
no<od.
Names: Killy, 8obby. and Bud
Alia~: The Terruf Triplets, The Jones Brothers. The Smith
80ys.
Tnlt~ Numts: Biltl'cth. Bolgrcth. lind lJuldealh
Alignment: All are Diabolk
Hit Points: 60, s.n.c.: 100 (natural S.D.C. and A.R. 12)
Weight: R5 lbs (39 kg). Height: 4 ft 6 inches (1.35 m)
Age: Unknuwn, appear to be 8 or 9 year old childn:n.
Sfx: All arc mldles.
AUrihul.es: I.Q. 21. M.E. 17, M.A. 22. P.S. 16. P.P. 16. P.E.
20. P.B. 22. Spd. 1
Disposition: Obnoxious troublemakers.
Expericnt-'I: Lud: Tellth (10)
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Combat Skills: Hand to hand: assassin, six attacks per melee,
+2 strike, +3 parry/dodge, +4 damage. critical suik~ on
unmodified 19-20. +3 roll with punchlfall. knockoulfstun
on unmodified 17-20, truslfintimidale 65'11, 60% charmlim
~s. +2 \'s psionics, +5 vs spell magic. circles. and illu
sions. +3 vs poison, and + 10'Il vs coma/death.

Attacks per Melee: Six by hand to hand or five by magic.
Super Pow~r Category: MagidSupemalllraJ
Spell Knowl~g~: AsltaJ projection. recogni7.e enchant.ment

96%. sense cvil 100 ft (30.5 m range), sense magic (200
ft/61 m, with a 60% chance of pinpointing location). five
spell attacks per melee (or six hand to hand). + 3 on spell
strength - opponents must roll a 15 or higher 10 save. Can
cast 14 spells per day. Sec Heroes Unlimited. pages 91-94,
for details about wizards. A Beyond the SuptrD&tuial (S'I'S)
Note: 200 P.P.E. each, P.S., P.P. and P.E. are considered
to be supernatural. .

Hilly (20 spells): Anti-magic doud. armot'of lthan, chame
leon, carpet of adhesion, diminish others, expel devils/de·
mons, ny as an eagle, globe of silence. invisibility (self).
levitate, mesmerism. mystic portal, mystic shield. negate
magic, restorarion. see invisible, son;crer'S seal, teleport
(superior). tum dead, and wind rush.

Bobby (20 llpells): Armor of ltb,lIl, calilighlning, decipher
nlagic, dispel magic barrief, exorcism. extinguish il.tes, glohe
of daylight, impeneuablc wall offon:e, levitate, mutc. mystic
alarm. mystic portal, negate magic. sanctuary. shadow beast,
speed of the snail. sorcerer's scal, slone to nesh. telcport
(self), anti wall of name.

Bud (20 spells): Armor of Ithan. blind, brealhe without
air, carpel of adhesion. dimensional te:lepon. dispel magic
barrier, cyes of the wolf. fire ball. invisibility (self), magic
ner, mystic alann, mystic portal. negate magic. paralysis boll,
re.'iiSl fire. sphm: of invisibility, sorcerer's seal, swim as a
fisb. tongueri, and words of lnuh.

Educational Level: Equivalent to Military Specialists. The
schola...lic bonus of 20% (and I.Q. bonus of 7%) has been
added into thc skills of nole.

Skills or Note (Includes +7% 1.0. skill bonus): Concealment
97%, delcct ambush 98%, deleel concealment 98%, disguise
98'11, inlelli~e()ce 98%, impersonution 98%/87'11, interroga
tion 98%, palming 98%, pick pocket.. 98%. picklocks 98%,
sniper. trlldlng 98'1>, W.P. blunt. W.P. knife, W.P. staff,
and W.P. sword.

Sec::ondary Skills: Escape artisl87%. forgery 87%. land naviga
tion 87'11, wilderness survival 97'11. first aid 98%, swimming
98%. climbing 98%, and prowl 98%.

Appearance: TypicHlly wear food stllined blue jeans or slack5>,
and diny t·shirts. llteir hair is rarely combed and often the
facc is smudged with dirt or ICC cream.

Special vehicles: Magie Bicyclcs. These magic vchiclcs can
travel up 1060 mph (96 km), tly up to 100 ft (JO.S m) above
the ground. drivc up the side ofa building. and ride on water.

Special Weapons: I. Magic Plastic Swords. These urdinary
looking toy swords transform into the real thing when the
power word "lIbrn-eadabra" is uttered. 1be weapons inniet
306 S.D.C. damage (306 M.D. in Rills).

2. Mllgic Frisbees of Death. A seemingly ordinary frisbee
transfonns into a high-speed saw blade that. can cut through
a log of wood. Uncrin~ the power word "Bzzz" and hurling
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lhe frisbee activates it. The weapon inflicts ID6 x to damage
and is + I to strike. It turns back into an ordinary toy when
ilcomes near any Micro Wizard. (106 X 10 M.D. in Rifts).

3. Magic Plastic Armor. The ordinary plastic armor turns
inlo the genuine article when the word "Lancelot" is spoken.
The magic amx>r has an A.R. 15 and 50 S.D.C. points.
Destroying the S.D.C. desuoys the annor. (SO M.D.C. and
vinuaJly weightless in Rills).
Nute: 1ne lnlllsforming toys can be transfocmcd back to their
original toy fann by uttering the appropriate power word.
Only a Micro Wizard (or alchemist, psi-~hanic, or techno
wizard) can transform the toys. In their toy form. the items
are easy to destroy. with no appreciable A.R. and an S.D.C.
of only three. However, in their tfansfonncd state, the swords
and frisbees are indestructible.

Cummon Items: Ordinary children's toys and games, candy,
cookies, soda POP, and ice cream arc always kepI in large
quantities. As are implements or torture, knives. and other
weapons.

Armor: Use either the Armor of Ithan spell or the toy transfonn
able armor.

Description: The uiplets act like any group of ten year old,
hot-tempered brothers. TIley spend a great deal ohime ~stl·
ing, If£uing, daring each other, playing practical jokes on
one another, and gener.illy bugging each other. Woe to any
human who attemptS to interfere with their play, or dlms to
pick on one of them. The brothen will im.tantly auack any
ouL~ider who harms or belittles any nne of them. Normally
they JUSt frighten away or hUTt such tnMJblemakers. but w~n
in a particularly foul mood. the kid.. may decide to matm.
torture, or kill the penon. The triplcts are psionically linked
and instantly sense when one of them is in trouble, hurt or
killed.

TIle Terror Triplcts have absolutely no feelings toward any
Earth creature. They view the world as JUSt another fun house
and everything in it is for their enjoyment. The greater the
pain and suffering they cause, the more they laugh. And the
more fun lhey are having. or the more they are enco\lrnged,
the longer they will continue their nightmarish games.

Bullies, punk!i, heroes. people of a i::ood alignment, and
those who oppose lhelll in any way, are among their fllvorile
largetS for mischief and torment. They especially love turning
the tables on teenage gang members and bullies, whom they
promptly deslIO)', sometimes wiping out an entire gang SO

quickly that the victims never know what hit them,

'The trio's grealCst weakness is their quick temper. 'They
often rush into a situation. reacting in anger, without thinking
about what they are getting themselves into. llJen, once in
serious uouble, they fmd themselves fun:et.I to reveal their
true nature by using powerful magic.

Gam~ Master's Note: Have fun I:n:ating your own magic items
aod IOys fur lhe Micro Wizards. The items listed above are
given as examples and are not all inclusive, The same htlld.~

true for thc Playhouse. Each room could be a separate adven
ture unto itself.
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Mikey - lllusionist
Name: Mikey
Aliases: Micro Mike, Michael Apparition, and Spooky.
True Name: Mykkret
Alignment: Miscreant
Hit Points: 44, S.D.C.: 100 (natural S.D.C. and A.R. 12)

Welgbl: 70 Ibs (32 kg), Helghl: 4 fi (1.2 m)
Sell": Male.
Age:: Unknown, appears to be six years old.
Attributes: I.Q. 15, M.E. 13, M.A. 21, P.S. 13, P.P. 13, P.E.
18, P.B. 20, 5pd. 10
Disposition: Quiet, channing, inMCent and a bit forlorn in ap-

pearance. In reality. always thinking and planning mean
tricks, revenge, or acts of evil. Clever. resourceful. daring;
loves to scare people with his illusions and magic.

Experience Level: Eighth (II) •
Combat SkiDs: Hund to hand: expert.'entangle; puired weapons.

lick attack, +2 strike, +3 parry/dodge, +2 roll with pUllch/
fall. critical strike on unmodified 18-20,50% trust/intimidate.
65% channlimpress, +4 vs spell magic, +3 'IS circles and
illu!!ion!!. + 2 n poiiOOn. and + 6% vs coma/death.

Attacks per Melee: Five by hand to hand or four by magic.
Super Power Category: Magic/Supernatural
SpeD Knowled&~: lIlusionary magic: Four spell attacks per

melee (or five hand to hand). +2 on speIlstRngth - oppo
Dents must roll a 14 or higher to sa....e, Can cast II spells per
day. See Heroes Unlimited, page!! 94-95, for details about
illusionis~. A 8TS Not~: ISO P.P.E., P.S., P.P. and P.E.
are cnn!iideral to be supernatural.

Spells: m~ionary: Age, blinding nash, chameleon, darkness.
death trnncc. fingers of the wind, fool's gold, magic pigeon.
mask of deceit, multiple image. mystic illusion. see the invis
iblc, shadow meld. tongues and wisps of confusion.

EduCIltional Lnel: Equivalent to Special Tntining. The schol
astic bonus of 20% has been added into the skills of note.

Skills of Note: Disguise 95%, forgery 95%, escape artist 95%.
impersonation 92%n2%. intcrrogation 98%, palming 80%,
pick pockets 85%. pick locks 90%, W.P. automatic pistol,
W.P. knife:, and W.P. sword/fencing.

Secondary Skills: Land navigation 56%, wilderneSS survival
75%, swimming 98%, prowl 98%, pilot automobile 9~%.

pilot motorcyc:Ie 88%. ami pilot motorboat 88%,
Appearance: Typically wears cute little kid clothing. like car

toon and funny animal clothes. 1lle hair is usually combed
and the c10thinJ neat and cleatl.

Spe.claI vehIcles: Magic Bicycle. Same as the Terror Triplets.
SptdaI Weapons: May use the same magic toys/weapons as

the Tenor Triple:~, but tend~ In ~Iy~ on his magic and
knives than these special wcslXKls.

Common Itrm5: Ordinary children's toys and games. Candy.
sweets, soda pop, and ice cream are always kept in large
quantitic:$. Ali we implements of tenure, knives. and Other
weapons.

Armor: Uses either the Armor of lilian (dlC spell is usually ca.~1

by one of his buddies or with a scroll) or the toy trnnsfonnablt
annor.

De.<;cription: He is a master at playing the innlXcnl child with
;'l hean of sold and a touc·h of sadness. The kind of kid )IOu
jusl want to grab huld to hug 8Jld mother. But behind his
angelic face hides a monster. Mikey is r.:unning in Creatirlg



an air of fear. apprehension, suspicion and hostility. He will
expertly frame somebody wilh accusation. hearsay and cir·
cumstantial evidence. He'll use these tricks to incite argu
ments. hatred, suspicion. betrayal and even murder. His clever
frames have been used in blackmail schemes. to break up
groups. isolate intended targets. and 10 send people to prison.

His favorite ploy is to play one person againsl another by
inrnx;enlly revealing somelhing b<td or suspicious lhat he jusl
happened to overheur or see (frequcntly an oul and oul lie).
He'll use the old: "Please don't tell him r said that, I'm afraid
he'll be mad at me." or, "Hold me. ('m afraid," and "I would
never do anything bad," ,., don't undersland what you're
lalking about. plea.~ don't be angry with me:' (batting his
long lashes and with a sincere expression). In a similar vein,
he can create an atmosphere of fear by hearing noises ("I)id
you hear thai'''), sugg,c...ting danger ("1 thought I saw some·
body in the winduw!?"' or "I heard," or "I w;&s laid .....). and
divcning attcntiun by screaming, pointing. running away to
hide, pretending to havc seen something or to have been
attacked, and so on.

Big Goobler - Circle Master
Name: Big Goobler
Aliases: Gooby. Bigglcs
True Name: I:Hglure·Oooblorc
Allamnent: Miscreant
Hit Points: 93. S.D.C.: 200 (natuml S.D.C. and A.R. 12)
Weight: 135 Ibs (61 kg), Height: 4 ft 9 ine~ (1.45 m)
~x: Male
Age: Unknown, bul looks to be about ten yeal1\ old_
Attribu~: I.Q. 17, M.E. 17, M.A. 22, P.S. 24. P.P. 24, P.E.
24. 1'.B. 17. Spd. 3
Disposition: Smiling, happy~go-Iucky, always eager to partici·

pale in the evil plots of tbc otber$. He is usually an accomplice
to the other Micro Wizards because he is too lazy 10 come
up with his own schemes. He is particularly good friends
with Liltle Foobie and Milley. and is a frequent participant
in their schemes becuuse they arc so imaginative, frightening
(to the victims) ,HId fun. He is lnfillllOU!l for his loud uno
rumbling. hclly.jiggling I,wg:h, which can be heard echoing
in the budgrou lId just be-fore or aflt:-r it d iu.'iter strikes. Gooby
is sort of a diabolk:al vt:-rsion of a baby Santii Clau!>.

Experience Lc:vd: Fifleenth (15)
C.ombat Skills: Hand to hand: ma.rtial arts. +2 sui.kc. +4

damage, 7 alUldcs per melee, critical strikc on unmodified
18·20, + 3 roll with punch/fall, +5 parry/dodge. knockout!
stun on unmodified 18-20. death blow on unnlOdificd 20.
paired weapons.

Att»cks per Melee: S<:ven by hand to hand or six by spell
magir.:;. +9 damage. + 5 strike/parry/dodgc, 35% channlim·
press, + 8 vs magic spellS, +8 vs circle magic, +2 vs
psionics, +5 vs poison. + tR% vs coma/death. and 70%
trust/intimidate.

Super Power Calea:ory: Magic/supernatural
SpeU Knowledge: Astrnl prujectiOll, recognize enchantment

98%, sense evil 100 ft (30.5 m range), sense magic (200
ft/61 m, with an 80% chaDce of pinpointing location). +5
on spell smngth - opponcnt.'i must roll" 17 or higher to
savc. Can cast 16 spells per day. See Heroes Uolitnlltd,
pagcs 91-94. foc det;iiJ'i about wizards. A BTS ote: Posses·
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ses 250 P.P.E. points, physical attributes are. considered to
be supernatural.

Spells Known: Anti-magic cloud, annor of Ithan. decipher
magic, dimensional teleport, dispel magic barrier. ny as an
eagle, mystic alarm, mystic portal, mystic shield. negate
magic. paralysis bolt, sorcerer's seal, leleport (self), tongues,
words of truth.

Circle Knowledge: All prule(;lion and summoning circle!>, plus
the ,,;reale golem and zombie eirclcs (GM Nott: Other related
circles from the Palladium RPG and/or BTS can be added
al Ihe GM's option). Big Gooblcr has all the comronent.'i for
(hese circles. but they are usually stored in the Playhouse
until needed.

Educalional Level: Equal to Bachelor's Degree: in e!cetrieal,
physical •.and computers. The scholastic bonus of 20% (and
1,Q, bonus of 3%) has been added into the skills of nOlC.

Skills of NOle: Electrical cngineer 9$%, ·survdllanc.:e systems
lJ8%. computet repair 98~, mhol electronics 58%, fencing.
prowling 98%, swimming 98%, swimming advancedJSCUBA
98%, computer operation 98%, and computer programming
98%

Secondary Skills: Read sensory equipment 98%, basic
mechanics 98%, first aid 98%, W.P. blunt, W.P. knife, W.P.
auto-pistol, climbing 98%. art 98%, advanced mathematics
9R%, and cook 98%.

AppclU'1lDce: O~erwejght and sloppily dressed. his jeans are
always tom and falling down. and his shirts are nevcr tucked
in. His face and clothes ate food stained, and Gooby constantly
has a goody in his hand, ready to be eatell. He's particularly
fond of cbocolate in any fonn. Gooby loves baseball and
frequently wears a baseball cap llJld kid clothes with a baseball
motif, like jersey style shins, etc. Hc's often seen carrying
a baseball bal (which is as much a weapon as it is a toy 
21)4 S.D.C. damage).

Weapoll!l: Automatic pistol, knives, and baseball bat.
Special vehicles: Flying saucer. This UFO-like eraft is eight

feel (2.4 m) in diameter, about four feet high (1.2 m) and
eight inches thick (0.2 m). A cuswmized pilot's scat allows
Big Goobler to sit comfortahly. and a transparent bubblc
drllne encloses him. Saying the special phrase. "Chocolille
Goob" l:Uuses fhe bubble windshield to n:'-"t88 i",!) the saucer
so thal Big Goobler CiUl triter the craft. Uttering the words
'"Goob Cbocolatc" cau.'iCS the bubble 10 close a.round the pilot.
The craft is powem:l when a Oy as an eagle spell ill cast upon
it. The "lying Saucer will then be: capable of In.at)eUvcring,
accelemting, decelerating, and landing jusl as if the spell had
been cast on a penon. No controls or cootrol stick are neces
sary since the cnft is alluned to the pilot's wishes and desires,
sort of like a high-tech, magic nyingcarpct. The flying saucer
has an A.R, 12, and an S.D.C. of 65.

Spcdal lIems: Various ty~s of candies and 5weeL~ injected
with poison or drugs. May use some of the same items that
the Temlr Triplets usc.

Common lIems: lunk food, portable telcvision, portable radio.
hammock, and remote control toys.

Armor: Uses Armor or Ithan spell as prol:ection,

Description: .Despite his sloppy appearance and laziness, Big
Goobler j, resourceful. agile, athletic, iiOO flOI" somoooc you'd
want to meet in a dm alley, He and Little Foobie an: spec
ialists in cin::le maJit: and the best of fricnds. They exc.:hange
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dark secrets and often work together on evil plots. Anyone
attacking Little Foobie will encounter Big Goobler's wrath.

Big Goobler pesters the Olher Micro Wizards into letting
him participate in their fun and games. He is, generally, too
lazy to initiate any schemes of his own, but at the same time
does not want to miss out on any fun the others might be
having or plotting. As a resuh, Gooby usually gets the assign
ments nobody else wants. Conversely, he is jU."1 happy to
feci needed regardless of what he winds up doing.

When he is in a really lazy mood. you CltO find him reading
a pile of comic books and ealing chocolate ice cream. Other
favorite pastimes include sleeping, watching television, listen
ing to music, lomlenting cats, frightening real children, ste
aling goodies, ealing sweets, lind, well, eating in general.

Every once in It while. when Big Gooblcr is very lonely.
he sUlTUIlOns up 3 playmate. 1be playmate is typically some
type of hideous shape-changing creature lik.e a dybbuk, suc
cubus, wcrcbcast. or tec:tomc emity. T1lc big guy likes to
order them around to make himselffeel important. His favorite
trick is to order the shape-changer to sneak up on old people
and try to give them such a fright that they have a heart attack.

LillIe Foobie
Name: Lillie Foobic
AI~: Foo-Foo, LiI' Rc.c, and Lily
True !'lame: f .ith-Fawber
Alignment: Diabolic
Hit Points: 67. S.D.C.: 200 (natunal S.D.C. and A.R. 12)
Weight: 40 Ibs (18 kg). Height: 3 ft (0.9 m)
Sex: Female
Age: Unknown. looks to be about five years uhl.
Attributes: I.Q. 28. M.E. 19, M.A. 22, P.S. 14. P.P. 14. P.E.
18. P.•. 22. Spd. 2Q
Disposition: Quiet, shy. and introverted.
Experience unl: Twelfth (12)
Combeel Skills: HI:U1d to hand: assassin, +4 strike. + 4 damage,

6 attacks per melee, critical strike on unmodified 19-20, + 3
roll with punch/fall, + 3 parry/dodge. knockout/stun on un
modified 17-20, 1It:31h blow on unmodified 20.

Attack!; pl'[" Mette: Six hand to hand or six by miigic.
BoIIU.~: I 14% skill bonus, 70% Il'Ustlinlimida1c. 60% charm!

impR:ss. +2 vs psionicslin...anity. +b% Vii WIlla/death, 12
Vii magjcJpoison.

Super Pnwer Ca1tl:ory: Magic/supernatural
Magic Combat: Cast 15 ~1I!'i per day, cast 6 spells per melee,

+4 spell suength, +2 vs magic spells. +2 vs circle magic,
+ I vs psionic-so

Spell Knowledge: Astral projection, recogni7.t t:nChanlInent
98%, sense evil 100 ft (30.5 m range). sense magic (200
ft/61 m. with IlD 80% chance of pinpointing Itx:;atioll). Six
spell attacks per melee (or six hand to hand). +4 on spell
strength - opponcms must roll a 16 or higher to save. elln
cast 15 spells per day. See Heroes Unlimited, pages 91-94,
for details about wizards. A BTS Note: Possesses 220 P.P.E.
points and physical attributes are cOllsidered 10 be super
nalural.

Spells: Anli-magic cloud. armor of Jthan, dedpher magic, di
tueusiOrlal teleport. dispel magic battier, fly a!i an eagle.
mUle. lI1ystic alarm. mystic portal. mystic shield, negate
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magic, paralysis bolt, sanctuary, restoration. telepon (seIO,
tongues, and words of truth.

Circle Knowledge: All protection and power circles. Foobie
has all the components for these circles. but they are usually
stored in the Playhouse until needed. (GM Note: Othercircles
from the Palladium RPG and/or B1'S can be added at the
GM's option. Foobie's interest in circles will focus on power
circ1e!'i).

Educational Level: Bachelor's Degree (Domestic, Technical,
and Mechanical areas of study were chosen). Scholastic bonus
of +20% and I.Q. bonus of + 14% are inclullt:lI ill the skill
pt:rcentages.

SkUls of Note: Cook 98%, sew 98%, sing 98%, art 98%, photo
graphy 98%, writing 98%, mechanical engineer 98%,
locksmith 98%, and computer repair 98%. .

Secondary Skills: Ra...ic and advanced math 98%. forgery 98%,
land navigation 98%, pick pockel" ~R%; first aid 98%, prowl
98%, navigatioo 98%, basie electronics 9~. W,P. knife,
W.P, aUlomatic pistol.

Appearan«: "-DObie is very particular about her appearance.
Her clothes are always pressed and her face is never dirty.
She wears the latest styles in children's ~Iothingand can orten
be seen wearing an anises smock and beret. Her favorite
colon; are purple and pink.

Description: Little Foobic and Big Gooblc:r ilrt: beSt (fiends and
specialists in circle magic. They exchange dark secret.s and
often wurk together on evil plots. Foobie wnrks wilh Mikey
too, mainly because Big Goobler likes him. She thinks
Mikey's not too sman and doesn't trust him, but has to admit
that he's a masterful manipulator of humans and a funny guy
(scary 10 humans). Anyone who hurts Big Goobler will evoke
Foobie's ire.

Little Foobte is the most creative and anistic of all the
Micro Wizards. She spends much of her time contemplating
new artistic projects, when DOt hatching evil schemes. Even
her schemes frequently have an artistic angle, such as stealing
famous art ma.~terpieces. When encountering Linlt: Foobie in
one of ht:r creative moods, she will appear to be in a trance
and not even ilcknQwledgc anyone's presence. However, 5he
is quite aware of what's going on l.IIUUod her and i!i only
lL~ing her apparent ~talOnjc state!iO she won't be bolht:red,
or 10 cateh intrudc~ off guard.

Little Foobie enjoys model building, making dolls, scult)(·
ing (wood and cl;ty), dr.awing, painting. canoon animation,
pbolOgraphy, lind t:ven nuking her own moviea;. She often
makes dolls or models for the otbc:r Mien) Wi1Mds to use in
their mischief. Her privale suite of rooms back at the
Playhnuse ate filled with drawings, paintings, photos. dolls
and sculptures of hideous monsters, demons, and Big~
bier, with occasional paintings by humans like Rembrandt,
Van Gogh (104 paintings worth 206 million each) and
Richard Corben (I D4 + 1 paintings wonh 206 x 1000 dollars
each). Little Foobie pesters or bribes Big Goobler into sum
moning creat\lres just so she can add their physical likenesses
to ber an ponfolio.

Special vehicles: Gooby lets her use his nying saucer.
W_poos: IndesUUCIible IIUlgiC knife: 106 damage. +3 strike!

parry/dodge and returm 10 wielder when thrown.
Special Items: Power Circle compoocnts.
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Common Items: Arts and crafts supplies. dolls, camera equip
ment, and stereo/video equipment.

Annar: None. Uses annor of Ithan spell when necessary.

Debbie Lou - IJIusionist
Name: Debbie Lou
Aliases: Lu-lu, Dee, and Little Mom
True Name: Dreddle-Lom
Alignment: Diabolic
Hit Points: 80. S.D.C.: 200 (narural S.D.C. and A.R. 12)
Weight: 65 Ibs (29 kg), Hdghl: 4 fI (1.2 m). Sex: Female
Age: Unknown. looks 10 be about seven years old.

Attributes: I.Q. 23, M.E. 19, M.A. 24, P.S. 12. P.P. 12. P.E.

22. P.B. 24. Spd. 17
Disposilioo: Inquisitive ball of energy. Hardly ever Slops talk.ing

and never slows down. but she is cool headed. resourceful
and calculating. Frequently asks questions out loud about
very scientific or bi7.arre subjects. Loves collecting secrets
and spying on others. Tends to be manipulative. self-confi
dent, bossy, and a bit arrogant. Blackmail and intimidation
are her favorite weapons.

E~perience Level: Twelfth (12)
Combat Skills: Hand to hand: basic, six attacks per melee. +2

strike, +3 pany/dodge, +4 roll with punch, critical strike

on 19·20.
i\ttack!li per Melee: Six hand to hand aRacks or five magic.
Bonuses: 80% lrUsl/intimidatc, 70% channlimpress, +2 vs

psionicslinsanity, + 14% vs comaldealh, +4 vs magicl

poison.
Weapon Prondencies: None
Super Power Category: Mogic
Spell Knowledge: AU lJIusionist spells.
Magic Combat: IS spells per day, 5 spells per melee, + 3 vs

J;~ll magic, +2 vs circles, +3 spell strength, + 2 vs illu
sionslpsionics. A BTS Note: Possesses 220 P.P.E. points
and physical 3uributcs arc considered to be supernarural.

Educational Level: Special Tmining in the areas of science,
communications, and physical were selected as areas of srudy.
The I 20% l>Cholastic bonus amI +9% I.Q, skill bonu.~ arc

includeU in the skillli lilited.
Sc:hnla.'itlc Skills: Busic and adv'U1ced math 9R%, hotany 98%.

c:hemislry 98%, aSll'ophyliics 98%. computer operutiun 98%,
cryptography 98%, laser IJM%, uptk syStellis 98%, radio:
hasic 98%, radio: scrambler 98%, radio: ~Icllite 98%, T. V.I
video 98%. read sensory equipment 9R%, h3Jld to hand: basic.
acrobatics. gymnastics, archery.

Secondllry Skills: Climbing 98%, prowling 98%, running,
swimming, rirst aid 98%. writing 90%, cook 98%, sew 98%,
dance 98%, sing 98%.

Appearance: Seven year old girl with freckles. thick glasses
(actually she has perfect eyesighl, tlle glasses are just 10 make
her seem more intcllcctual and malure), and flaming red hair
pullet! into pigtailS. Always wears dresses and tries very hanl
10 dress grown-up.

Special vehJcles: None; occasionally u...es a magic bicycle (same
as the Terror Triplet'l).

Spt:(:ial Weapons: Child sized bow and ,mows with II variety
of special arrow!>, including poison tipped (406 tlamagt:
poi~). explosive (606 damage lllX'n impact), and flame

(burst upon impact, 406 damage), Even though the weapon
is child sized, il has the same range and inflicts the same
damage as a full size compound bow. Smoke bombs; tear
gas grenades, and a variety of firecrackers and explosives are
also part of her armory.

Special Items: Dress of Mesmerism. Her dresses can be activated
three times per day to transform imo a dazzling carrousel of
swirling lights. Everyone within 50 feet (15 m) must save vs
magic (13 or higher) or be mesmerized for 10 minutes. During
this time period. the mesmerized person will just stand there
dumbfounded, gazing into emply space. There is a 1·58%
chance that the mesmerilM individual will instantly snap out
of it if he is anacked (roll for each attack). However, if left
unmolested, the victirm of l.he mesmerism wi,ll stand frozen,
like statues. When the spell ends, it will seem lfs if only
seconds have passed and the victim will have O(l memory of
anything that transpired while he was enchanted. Debbie Lou
has several of these dresses. '

Common Items: Microscope, magnifying glass. telescope.
binoculars, butterfly net, four walkie·talkies, cellular tele·
phoDC, a chemistry set, portable computer, a new pocket
computer. bugging equipmenl. and firecrackers.

i\mtor: None
Description: Debbie Lou loves to pretend that she is the most

rnature. sophisticated. and iruelligenl of all the Micro
Wiz.ard~. She is constantly reprimanding the othe~ for their
bad manners, disappointing appeardD~. and rude and/or shy
behavior. Usually the others just stick lheir tongues out at
her when she becomes too overbearing and bossy. This causes
Debbie Lou to go siorming off to plOl ber revenge. The Terror
Triplets, especially, love to find ways 10 get under her skin.
It's usually more fun 10 irritate her than to really hurt her
physically. The Terror Triplels use the nickname "URle
Mom" whenever they wanl to get her really riled. Oddly,
when really mad, she can spew forth insults and expletives
that would make a drill sergeant blush.

Debbie Lou specializes in different forms of imaginative
and $ubrle evil. She is wilting to patiently wail and plOl
schemes that muy lUke years to complete and luves lO spy on
people (there's nuthing bt:Ut:r thi'U'J :t deep, dark, secret).
Rathcr than rushing into dangerous situations. like the Terror
Triplets. she is the one who usually keeps her cool and anti
cipates trouble. She is also more willing tu use her hUIlUIII
skiU§/knowledge and does nOl rely as heavily upon magic as
the others. To her, magic is icing on the cake, not the main
cour.\c. Finally, Debbie Lou is the most manipulative of all
the Micro Wizards. She is perfectly happy to let others do
her dirty work and is a master at tricking others to do so. In
addilion, Dehhie Lou is the most friendly of all the Micro
Wizan1.~, since lohe views everyone she meets as a potential
resource. She uses her superior organizational and planning
abilities to direct lhe group and to keep opcn.liuns running
smoothly. Consequently. Debbie Lou has become the infor·
roll! leader or this evil organization.

Terlins
The supernatural menace in general

1be Micro Wizards are a rare, supematullIl Race known as
the Terlin. They ltI'e It distant, and far more powerful, cou.'lin to
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gremlins. Their natural appearance is that ofa bloated, wrinkled,
demonic child, male or female, but can shape change to appear
to be a normal human. In their human appelll1lnCe, each child
is almost always beautiful or somehow sympathetic. This is due
in part to the monster's high mental affinity and physical beauty.
Most are small, ranging from three (0.9 m) to four and a half
fcct tall (1.3 m), and never larger than five feet (1.5 m). In
addition to the creatures' natural seductiveness, beauty. and
magic power, the tcrlin an: always incredibly smart and can
learn human skills.

The tiny shape changers livc for violence, destruction, suffer
ing lUld chaos. Extortion, torture, and murder are favorite pas
times. second only to manipulating and using humans in their
evil schemes.

Despitc their great intellect and power, Icrlins are creatures
of emotion and behave like spoiled children. They are stubborn,
quarrel among themselves, play childish pranks. tricks and
games, and <Ire irnmarure and hot 1~lIlptred. Along these lines,
terlin are notoriously cruel and vindictive. They hold a grudge
beller than anybody, and will usually seek revenge, especially
when they fcc) they have been chcated, suc.k.ered. or deliberately
embamtssed.

Allterlin can animate lightweight objects (toys. models, etc.),
shrink tn six inches tall (0.15 m), and 1I'10111cntarily open II small
dimensional ponal to their other-dimensional homelplayhou~.

These powers can be performed at will, without resuiction, and
without using up prcCiOllS P.P.E. energy necessary for magic
spells and ceremonies.

Terlio Slats
SuitHble for Beyond the Supernatural, Heroes Unlimited,

Rifts and IOO!>t of Palladium's other role-playing games.
Horror Factor: 13, but only when one reali7.e5 what he is up
against.
Alignment: Any evil. but tend toward diabolic lUld miscreant.
Size (average): 3 104 feel (0.9 to 1.2 m)
Weight: Varies; about 50 to 140 Ibs (22 to 64 kg).
Annor Rating: 12 (not applicable in Rifts, where they become
mega-damage creaturcs).
S.D.C.: 100 for tertins 10th level and lower. lnl-"RilSt:S 10 200
at Illh I~vc:l of experience.
Hit Points: P. E. plu... ID6 per level of experience.
Allribulrs: I,Q. 2J)(j t 18. M.E. 206+14, M.A. 206+18.
P.S. 306+6. P.P. 206+ 10, P.E. 306+6. P.B. 2D6+ 16.
Spd.406
AveraJ:c Lcvel of t;xperience: ID6 +2: the Micro-Wh.ard... are

uncommonly experienced professionAls.
Natural Abilities: Shrink to six inches tall, animate objecls

under 10 lbs (4.5 kg), and open dimensional pol1al [0

playhouse. Plus keen vision and sharp senses.
Human Skills: TerHns have the capability to Icarn skills equal

to special troiining or college education (+ 20% skill bonus).
Select three skill categories and ten secondary skills. May
learn twO addilional seconWity skills at levels four, eight.
ten. and twelve. OR may elect to be a psi-mechanie or techno
wizard (can build magic toys/weapons and devices), or sum
moner or shifter (dn:les arId dimensional truvd).

P!lionic Abllilles: Only twins and tripl~ls possess psionic powers
and those powers an: limited to sensing whether a sibling is
in trouble, hUll, or slain.
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Magic Abilities: Select either wiz.ardlarcanist (spell caster), cir·
de maker (ceremonial magie), or illusionist (spell caster).
Wizards can select a total of 8 spells plus two for each I~vel

of experience. lJIusionists can select six illusionary spells plus
two (of any kind) for eaeh level of experience. Circle makers
know all protection or all summoning circles (pick one) plus
one circle of any kind for each level of experience.

Attacks per Melee: Two plus those gained from hand to hand
combat skills. No special abilities.

Ronu.'ieS: + 3 to save vs horror (actor and those gained from
high attributes.

I.S.P.: None (twins or triplets have 4(6).
P.P.E.: 100 plus 10 for each level of expericnce.
Note:: Terlins seldom lnlvcl alone. 1lIey will be found in pairs

or small groups of 104+'2. They also associate with evil
humans and supernatural creatures (typically monsters they
can control or manipulate).
Rift~Note: Strt:ngth and endurance~consi~redto bt: super
natural. Ignore the armor rating, but tum lhe hil points and
S.D.C. into M.D.C. points. Magic inflicts mega-damage as
usual in Rifts. Skills may DOt be applicable or the creatures
may have learned skills common in ~ world of Rifts.



The Masters of Speed
By Kevin Long
Assisted by Kevin Siembieda

lbe MaSle~ of Speed are a ruthless gang of super-powered
villains with uncanny speed abilities. "llleir similar powers and
the idea of safcry in numhers seemed like a perfec! match. They
are not motivated by anything so melodmmalic as wanting 10
rule the world. Their common goal is to gel rich. Money and
wealth an: the only things wonh fighting fur. The members all
realize that their "income" is far greater with the team than it
would be wurking solo. Each is a millionaire many times ovcr
and all could ea.~ily retire. but their ins.1tiable greed and desire
fur danger eliminates any thought of that.

The Maslen. of Spttd are a unique team in that its members
all seem to like each other and r.uely squabble. The only excep
tion is Whiplash who is a mean misanthrope who trusts no one.
Money and valuables~ divided equally. regardless of whether
a member was injurecJ or olherwise unable to panicipate in that
pankular crime. Thcy arc ~u~picious of any outside~. especially
other specdstcrs (could be u govenllllellt agen!), and do not take
strangers into their confidence.

The Musters of SflCcd came into being ubout three years O1go.
h was Hellbent's insight. patience, and Icadership. juggling their
kmpc:rdfnental egos, that finally built them into a team. He
showed them that by worlcing together they were nearly unbeat
able and. together. they could amMs a fortune. Hellbent. a
master tactician, has trained his companions in crime to be pre
parttI for any conlingency and to watch each other's backs. in
the past year, they have defeated or avoided the authorities across
the U.S. and Canada. totally annihilated two American
S.C.R.E.T. teams, and fought the Sentinels of Liberty and
Justice to a standoff. The Mastcrs ofSpeed are considered armed
and extremely dangerous. All of them will kill (except Cheetah)
if cornered, provoked, or to get what they want.

One of the things that continues to pU7.7.1e law enforcement
asendes is how the spced..ter.; arc able to disilppear so quickly
and completely, easily dn:umveilliog police dragnets prepared
for their superhuman powcrs. Theories have suggested that the
vi]\;tin.. U'\C a dimensionul ponal or tclcport to side-step lhe
police. The truth is nothi.ng SO imp~...sive. 'fhe Masters ofSpcc:d
use a specially designed. largc. double-miler l.J\Ick (details fol
low) as their lraveling base of upt:rations, 11lc ~mi travels on
a highway or back counuy road at least 20 miles (32 kin) from
!he scene of the crime and the speedsters leave and enler the
lrude. without it ever stopping. Eoch of the members havc a
homing tmnsmitter imbedded in thcir head, allowing them to
lacnte the lrul:k wherever it may be.

The team's home base is l(ll:ated in Kansas City. Kanslls.
Shortly after the team's creation. Hcllbcm CSlnbJished a dummy
corporation which purchased a large warehouse in a secluded
suhurb of Ktu'lSa5 City. He then hired fabricators Inc. to build
a spec-ially designed underground base and vault (described later)
tn store and protect tht-ir (Ort\lf}C.". Fabricators Inc. wso !tupplied
the ninc hc-avily IlImCd stnll)' robots that pmtcct the premises.
It took the team over a year of constant work to pay ocr the
debe but it was wonh il.
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The team members are: HeUbent. tbe team leader. Cheetah,
Hellbent's lover, fullbore. the invulnerable speedster and sec
ond in command, the psycbotic Whiplash who kills for thrills.
Whirligig, the high-speed spinner. the Blur, the speedster with
vibratory powers. and Sio-Mo. who can make Olhers move in
slow motion and the only tearn member without super speed.

Hellbent

Drake:uuik was born a mutant but his special abilities didn't
become appartnt until his teen yean. Drake is an only 50n and
was raised by his father because his mother died during delivery.
The father drank heavily and blamed the child for his wifc's
death. This led to alcoholism and years of child abuse. Once
Drake was nearly beaten to death.

Despite his tortured home life. Drake always excelled in
school, usually geninK "A's" and "8's" on his repon cards. His
favorite sUbjcct was history, especially the periods of the civil
war, and the two world war'S. He rcad countless boob Or! lhe
subjCf.;ts iUld found details about military leadeNi and their tac:lks
especially interelliting. He dreamed of one day bec.;uutiJl8 a gcneral
and leading brave men into glorious victory_

Besides history. Vr<1ke loved to run. He WitS always faster
than most of the kids at his school. but it wasn't until shortly
after his sixteenth binhday that. his extraordinary abilities man
ifested themselves. He had joined the high school uaek team
and quickly became one oflbe stale's premier sprinters, excelling
at the 100 and 440 meter dash. His running abilities had gotten
him invited tu Ule state (mals where he wa... to competc in the
100 m. 440 m, and the mile runs. For an entire week before the
finals, he had been e:tperiencing a funny tingling sensation
throughout his body. Hc attributed it to butterflies brought on
by anticipation of the big meet.

At the finals, he had won both me 100 and 440 meier runs,
but by the start of the mile run, the tingling had grown worse.
He felt feverish and his hands wcre numb. DriLll:e look an early
lead, but halfway through tbc race, his vision began to blur. He
was suddenly naU5CDU!i and weak. Hc stumbled. bi$legs feeling
like lead. He dropped to his b\ees. forcing the rdCefS behind

•
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him to swerve to avoid a collision. One racer didn't see him
until it was too late, but instead of falling over Drake, he passed
right through him and lhen feU to the ground like a limp rag
doll. Drake was so dazed he didn't really know whal happened.
but was suddenly renewed with strength. He burst forward at
an incredible speed, passing completely lhrough each of me
Olher racers ahead of him. As be literally ran lhrough each. he
felt more powerful and ran faster. He didn't understlnd what
was happening but the power and speed he now experienced
was exhilarating.

To the utter ama1.ernent of the crowd, Drake sped around the
track in a blur and finished the roee only seconds lifler the first
racer had passed through him. Astonishingly, he had shattered
the world rerord for the mile by nearly tWtI minutes. He was
later disqualified and accused of rigging the IitCC in his favor by
drugging the other runne~. II had aU happened so quickly lhal
nobody could tell CJtaclly whal had happened and any olher
cllpJanilliOlI seemed impossible (l.hey couldn't belicve what they
had seen). Drake could not explain what happened and was
humiliated by the Irack authorities and the press. His face was
splashed across me television and newspapers as the teen who
drugged his competitors. There was even talk about criminal
charges.

Upon returning home. Drake was greeted by his drunken
futher, ilOgry about thc lihame his sun had bmught to the family.
TIle screaming and hilling started the instant lJrake entered the
door. FinaJly. Dr.tke could tolerate no mo~, pushed his fathcr
away and IWlged at him. Insteatl uf taCltling him, the boy pa...setJ
thmugh him as be bad done with the racers. His father stumbled
bad. luok..ing weak, and stammered. "What'd ya do to mer'
Drake suddenly began to realize what had happened earlier out
on the track. He could somehow become lilce a living ghost and
pass right through people. When he passed through them, he
could maw on their energy and recharge himself. His thoughts
were interruptet1 by a hammering punch to the face and his father
shouting, "freak" over and over again. Something snapped and
Dmke began running back and forth through his father, each
time sapping more and marc of his energy. Finally, his fathcr
fell to the floor. dead; drained of every ounce of energy. Drake
felt no remorse, l:a1Jnly walked to the phone, called the police.
ami turned himliClf in.

Although be WilS only "ixtcen. Druke was tried a.~ an adult.
The triill was liwift and he was found guilty of munkr in the:
second degree. Most of the jul'(lf'!'i fclt sympulhy for rum due to
the physical ahu.-.e he had suffered, but his lack of remorse and
frightening abilities. made him seem to be 3 dangerous menace.
lie was sentcncal to 20 years in the: State'!i maximum security

~nilcntiary.

While in prison. Drake learned how to conl",1 his powers and
used them to kill three more time". He killed an abusive guard
and two inmates who tried UI .......sault him. He would never allow
olhers In hurt him again. Thcse murders increased his sentence
to life imprisonment with no hope of parole. and made headlines
across lhe country. On the morning of his 25th birthday he

escaped.

He left the !lUte, changed his name, attended college, and
used his powers to SICaJ. Several years latcr he mel and became
friends wilh .1 fellow mutant who al§u po!lliC!l!'iCd super s~,
Fullbore. Soon after, ~ullbure introduced him to an iJUtuaintancc,
a girl with illIl3'l'ing lipccd. the ~Ii\h. 1llcy fcll in love and

lUI

planned to get married. The threesome began a crime wave,
calling themselves the Masters of Speed. The publicity they
received is what attracted the other members of their teim 10

join them.

Real Name: Drake Zarik
Alias: Anhur Pennington (the president of his holding company).
Devon Savic. David Hellstrom, and Hellbent
Alignment: AbeTTllnt
Hit Points: 60, S.D.C. 167 (217 whcn supercharged tuthe mllA.)
Weight: 240 1M (108 kg). Height: 6 ft, 5 inches (1.96 m), Age:
J4
Attributes: I.Q. 16, M.E. 12, M.A. 24. P.S. 30. P.P. 18, P.E.
24, P.B. 20. Spd. 670 mph (1078 km).
Dispnsillon: Arrogant, confidcnt. level headed, and strong-wiU

ed. An excellenl leader and master tactician/planner. He's
lcarned to control his anger. killing only when absolutely
necessary. He has feelings of put Bntfflosity lOward bullies
anlI mea.n drunks; haw; Minutenian of the SUo He loves
Cheetah and will not let anyone hann her. If she is killed,
be will extnlct a terrible revenge. She has done a lot 10 temper
Hellbenl and 10 make him a kinder gentler person.

Experience Level: Eleventh (II) ,
Combat Skills: Hand to Hand; Martial Ans
Attaclui Per Melee: Ten (10)

BonUSC!l: + 6 on initiative (+ 9 when ~uperehargcd). + 5 to
slrike. + 12 parry. + 14 dodge, + 19 damage (+ 39 when
supercharged). + 17 to plJlUroll with punch, fall, or impact.
and + I to strike with body block/tackle (does ID4 damage).
He can pin/incapacitate on rolls or 18. 19. or 20, and gets a
critical slrike on an unmodified roll of 18. 19. or 20. Karate
kick (108 damage), jump kick (critical strike). leap attack
(critical strike). Judo slyle body throw/nip (106 damage and
victim loses initiative and one attack), crush/squeeze (1D4
damage), paired weapons, and entangle.

Othu Bonuses: +18% to save vs coma/death, + 5 to save vs
poison/magic, 80% to invoke trust/intimidate, and 50% ability
(0 eharm/impress.

Super Power Calegory: MUlant
Majur Super Abilities: Sonic speed and bio-ghost louch (see

NEW super ahilities)
Minor Supc:r Abililles: None
Unusual Phy!i.lcaJ Chanlderislk: SIOCky
Education Lewd: FOlJr YeaN: of College
Scholastk: BonlL'i: +20%

Skills of Note: Cryptogrnphy 98%. laser 98%. optic sy5lems
98%. radio: b;u;k 98%. radio: scrambler 98%. radio: satellite
95%, TV/video 98%. read sensory equipment 98%, electrical
engineer 98%. surveillance systems 98%, computer repair
98%, robot elecuonics 60%, boxing, wrestling, advanced
swimming 98%. and gymnastics (sense of baliulct 98%, climb
rope 98%, dimbillg 98%, back flip 98%, prowl 98%).

Secondary SkiDs: Body building, general athletics. swimming
98%, pick locks 85%, land navigation 80%, advanced
mathem.lltks 98%, computer operation 98%, and pilol au
tomobile 98%.

Appearance: A hand.'iOme mart with thick white hair and gn:en
eyes. Wean; an all black, skintight cosrurne with small horns
on the foniliead.

Occupation: ProfessionaJ super criminal and leader of the Mas
ten of Speed.
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Weapons: Seldom uses any. Tends 10 rely on his roUlan! powers.
Vehicles: The super van/mobile hideout. The team may occa

sionally use other vehicles as needed.
Body Annor: Seldom uses any. Tends 10 rely on his mutant

powers.
Money: Hellbent handles both his own money and one third of

lhe tearn's money, investing it lhrough his dummy corpora
tion. He personally has amassed a small fortune and has one
million dollan in cash accounts. three million in operating
capillll and sill: million invested in real estate and the stock
markel. The learn ha.~ about 12 million in investmcnLS, plus
the money they manage themselves.

Cheetah

Oyan Sagan is a former chemist who worked for a major
cosmelicslnulritionlhcalth firm known as Cosmet Industries. She
had worked for the firm for about five years. Her last project
wa... the development of an ingestible perfume/deodorant. The
edible perfume was intended 10 release nalural pheromones for
six months to a year before needing a booster. However, the
formula had a completely unexpected effect during a test on a
lab animal.

She gave a monkey. named Spike. a test sample of the formula.
llie monkey immediately began to go into convulsions, twitching
and rolling around uncontrollably. mUll'lenL~ after the formula
was ingested. Dyan was dumbfounded, Ihe~ was nothing in the
formula that should cause such a reaclion. Aftt::r a few minutes
the In()nkey MOpped thrashing around and laid limply al the
bottom of his cage. She pick.ed him up thinking he was on the
verge of death when he Shol nut of her anns with an unnaturaJ
burst of spt::etl. The monkey sped around the lab with the speed
of a gazelle. knocking over lab equipment and swinging from
furniture. In a sudden bursl of .o;peed. the little monkey was
moving ~o fa.o;l thaI he was a blur!

After several minules of whirlwind commotion. Spike slowed
and stopped. falling to the floor exhausted and punting for air.
DYlln galhcTI::d him up and did several tests. l:hel:king his heart
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rate, blood pressure, etc. All the tests proved inconclusive but
were all within nonnaJ levels. Later tests showed that afler a
couple ofbours of rest, Spike's metabolism began to risedramat
icaJly. Dyan rushed him to a vacant office, set bim in the center
of the room and shut him in. Watching through the office door
window she stared in awe as the spider monkey once again jetted
around the room at high speed until finally succumbing to ulter
exhaustion. Further testing proved Spike was completely nonnal
except thai he was now capable of great speeds for short periods
of time.

That night, Dyan renXJvcd all her data files, purged the back-up
.o;ystems, took the remaining samples, grabbed Spike and took
him horne with her. Months earlier, she had built a laboratory
in her basement so she could work at home. She knew renXJving
the monkey from the office was against company regulations
and could cost her job. but she was not about to allow the
departmenl head, George Celski, to .chcll:t her out of another
promotion. Celsk.i was II low level chemist until he stole the
formula for a new scented shampoo that reduc«l hair loss, Thl;:
shampoo. called "Retain." represented three years of Dyan's
wurk under Celski. He took the data file... and samples. made II

presentation behind Oyan's hack, took a1~ the credit. received II

huge bonus and aprumutioll, Whell O)lall accu.'iCd him of stealing
her work, she wa... reprimanded and demuted. She willon't aboul
to leI thai happen again. She called into work sick. and, after
wards, refused to answer the telephone or the door.

Over the next few weeks. Dyan continued her tests on Spike
and discoveral Ibid the monkey quickly learned to control his
speed, using it only when he wanted to. His recovery time had
also been dramatically reduced from hours to minutes. Besl of
all, he seemed completely healthy.

After one partiCUlarly long day in her lab. she fell asleep. She
woke to the sound of breaking glass and noises upstairs. By lhe
lime she quietly crept upstairs to investigate, the house had been
ransacked. Papers and books weR: thrown everywhere. Sud
denly, George Celski stepped OUI from the shadows. "When: is
heT' he demanded "And the computer files? You've heen II

naughty girl. You must be onto something big to take a chance
like lhis and I want it. It's automatic dismissal to remove com
pany data and tcst animals from the lab. But I've covered for
you so far. Give them to me now, and I'll save your job,"

Dyan growled and ordered him to leave before she called the
police. Instead, he sat down in a chair, leaned back, put his
hands behind his head, and just smiled at her. Furious. Dyan
leaned forward, grabbed his jacket's lapels and repeated her
demand. '" don't think: you reaJize the trouble you're in my
dear," he snapped. brushing her hands away. "I have your filcs.
I make back-ups every few days. 'don't know what you think
you have. but I'll figure it oul sooner or later," He leaned back
and smiled again. "I just thought I'd give you the chance 10

wurk with me. "II even give you credil as my key assistantlhis
time," At that moment Spike came racing into the room. "My
G(xI!" he gasped. "Super speed! YO\I've crealed a formula for

super speed'"

He leaped to his feet and barked, "Deals off, bitch. This is
worth millions! Millions, hell!! Billions!!! The military will pay
up the nose for something like this! And I don't need you! Like
1 .o;aid, I've got all of your data files safely tucked away at my
home," With that he beg1lll to leave, paused and sneered, "You

•
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know Dyan, you're a damn genius. Too bad know one will ever
know." With that. he ran out !he door. leaped into his Jaguar,
and drove away.

Dyan slumped to the floor in shock and self pity. CeIski had
won again. Tears welled up in her eyes and Spike. sensing her
sadness. trotted over 10 comfon her. In his hand he held one of
the three remaining fonnula lest samples. He must have been
playing with it before he came upstairs. In her dc:spel1l.le state
of mind, she hatched 3 crazy. yel exhilarating scheme. If she
drank the fonnula and was endowed with super speed, she could
outmet: Celski [0 his home, tcHsh his house and steal back her
files. She had nothing to lose.

Minutes later, Dyan was mnning along the highway al light
ning speed. For an instant she even thought she saw Celski in
his car. bUI in the blink of an eye, she was miles away. Breaking
into the house was easier than she had imagined. Somenow
everything seemed easier. She lore (hrough Ihc place likc a
tornado. Found the files and just for the fun of it. smashm his
computers and his home office. pulverizing everything.

"Arc you crazy!" boomed the voice of Geoq:e Celsk.i. "My
god, Oyan, you used it on yoursem! It could kill you." Despite
his words. there was no concern in his eyes, only hate. "You
should have made good your escape. 'cause now you're a dead
woman:' As if in slow 1Il0tion. he pulled a revolver out of his
jacket and began to point it in her direction. Howevcr. she wasn't
there anymore. She wus stunding next to him. slapped the gun
out of his hand lind began to pound on him in frustTalion and
anger.

"You don't reali7-e what I can do now. George. lei me show
you!" Her bean began to race, her muscles began to twitch and
an almost painful tingle cou~ throughout her body. She con
tinued hilling George with her fists. not realizing that she was
hitting him dozens ... no ... hundreds of times.

When George fell 10 the floor, his face was an uruecognizable
bloody pulp and his shirt and jacket were soaked with blood.
DyllO slood fro7.en in horror al the realization of what she had
done. Suddenly, she realized that the Vice-President of Cosmet
and two cll:ccutive.~ were standing in rhe doorway, horror ctehed
across their faces. Celski must hlive used his car phone and
arranged a meeting. The man always did move fast (no pun
intended). All Dyan could do was Slammer. "I ... I didn't mean
10 ..• to ". Oh. no. I killed him'"

Before any of the men could react. she was running out the
door and disappeared. She made the 25 mile trip back to her
home in less than 8 minutes. She spent the next five minutes
washing George's blood off her hands and f<nanns, (:ollecting
some clothes and personal things. dcstm),ing all the files. and
setting fin,:: to her house. Then she ran off into the night. terrified.
sickened and panic.strichn. Spike watched il all from a tele
phone pole before h~ I1it1 off in another direction.

Dyan ended up in Kansas City. a thousllnd miles away, before
she collapsed. She rented II smaJl. shabby motel room under lin
a.~sumed name and slept for IWO days. She spent the next week
in II da7.e nOI knowing what to do. She considered lurning herself
in. liUld was actually on the d<lon;~p of a Kansas Ciry police
station when she heard a radio news report about the Cosmel
assault. It seems thai Celski survived. He had painted a picture
of Dyan a... a crazy woman who was envious of his success and.
after he had refused her sexual advances. drugged and attacked
him. brutally bealing him with a baseball bal.

Apparently. the Cosmet executives were backing up this fairy
tale. Furthermore. there was no mention of stolen fonnulas or
her having super speed. Both Cosmet and Celslti were wl'lling
to drop all charges !f she turned herself in to the authorities or
to Cosmet. They warned the public thai. Dyan was dangerous
and had a long history of psychotic episodes. They even offered
a 25.000 dollar reward for infonnarion leading to her ap~ben
sion. The message was a humanitarian one. "Help us find Dyan
Sagan so she can receive the psychiatric help she so desperately
needs. And before she hurts or even kills somebody." After she
thought about it, Dyan realized that Celski must have confided
in the unscrupulous Vice-President of Cosmet and they coveted
the secrels to the formula.

Cosmet's PR departmenl must have worked overtime to make
this scam work:. Her face was plastered on the television. in the
newspapers: and even in the supennarketlabloids. Cosmet made
ill poinl of spreading the word across~ cOOnuy. Just as interest
was dying down, they would release some "new" startling reve
lation to keep mleR:St high.

She was a fugitive nOW, and a crazy one at that. She was
afraid to get a job for fear she would be ~ognized and captured
by the police. Using her super speed and wearing a ski mask.
she would rob convenience stores for both food and money.
After a store's proprietor fired Ii sholgun and almost hit her, !ihe
decided that !ihe needed to make one big score Ihar would set
her up for a while, until things cooled down. She met thecriminal
super speedster. Fullbore, when by pure chance, they both ar
rived on the scene with plans to rob the same place. He saw
how frightened shc was and took her under his wing. offering
food, shelter and comforting words. A short time later he intro
duced her 10 Hellbent. and. as they say. the rest is history.

Note: CClski has been promoted again. supported by a secret
cartel of unscrupulous exc<:ulives who COfltroJ the cosmetic giant.
Cosmet. Celski has been put in charge of locating and capturing
Ms. Dyan Sagan to extract from her the secrets of the super
speed fonnula. Those secrets are worth billions and they want
it. Celski hus the international resources of Cosmet and millions
or dollars at his disposal. Co~met has given him the authority
to do whatever it takes to get her, including hiring mercenaries.
super beings. and duping !iuper heroes to do their diny work.
He has orchestrated the Slory about her being insane to frighten
the public inlo inadvcnently helping them fUK! her (they even
maintain a 24 hour hot-line to receive tips). 1bestory also coven
their real motives. As the Masters of Speed get more and~
press. it has cause<l Celski to wonder if the infamous Qlcctah
might not be their Ms. Sagan.

Ironically, in her panic, Dyan destroyed the other test samples
and all of her notes and files. It is unlikely thaI she could ever
recreate the fonnula. even if she spent years trying to do so! Of
course. CClski and the greedy men who hold his leash will never
believe that for a second.

Real Name: Dyan Sagan
Alignmenl: Unprincipled
HIt Points: 36, S.D.C. 95
Weigbt: 130 Ibs (58.5 m), Helghl: 5 ft. 8 inches (1.6 m), Age:
27
Attributes: I.Q. 22. M.E. 14. M.A. 10. P.S. 14. P.P. 20. P.E.
11. P.B. 22. lop Spd. 320 mph (512 km), cruising Spd. 160
mph (256 km).
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Disposition: Good natured. friendly, caring and in love with
Drake Zarik. Hellbent. She has reservations about being a
criminal, bUI her love for Zarik prevents her from leaving the
team. Her leanings toward good serves to temper Hellbent
and the rest of the learn, except for Whiplash. Cheetah has
never killed and in fact, on a few occasions. has rescued
innocent bystanders from harm.

She is slowly beginning 10 enjoy her criminal life and the
feeling of power and exhilaration Ihat it and her spt:t:d abilities
bring her. Zarik has been sloking her ego and makes her feel
superior over ordinary men and women. She will go into It

berserker rage if larik is ~riously injured or killed.
Experience Level: Sixth (6)
Combat Skills: Hand to Hand: Manial Aru
Attacks Per Melee: Seven (7)
Bonuses: +8oninitiative. +2 to strike, +8pilIl)', +9 dodge.

+ 8 to puWroll with punch. fall. or impact. and is + I to
strike with body blockitadJe (does ID4 damage). Karate kick
(lUts damage), jump kick (critical slrike). entang.h:, iilld ill
tliet... acritical strik.e on an unmodified roll of 18. 19. or 20.

Other Bonuses: +10% 10 save vs coma/death. +3to save vs
poison/magic. I- S to save vs all chemicabJIOxillS. and her
ability to charnVimpress is 60%.

Special Weapon: Pair of Fabricators Inc. VK-421 Vibro-nlade
Claw Glovt:s: 206 damage with a scratchlswipe allack. 406
damage with lear/rip altHck. TIle claws can cause damage 10
the hardest body armor or metal alloy.

Super Power Catqttlry: Experiment
Experiment Side-Erre<:t: Chemical Kesislanee
l\t1Uor Super Ability: None
Minor Super Abilities: five; extraordinary speed_ extrdOniinary

physical prowess. heighlcned senseof smell, heightened sense
of hearing. and super vision: advanced sighl.

Super Ability Limitations: like an actual Cheetah. the super
~peedsler is only capable of shon bursts 31 her top speed (no
longer [han four melees/ont: minute). Likewise, she can be
running at her cruising speed ami suddenly accelerale to her
lOp speed as often as every eight melt:t:s/two minules. The
rest of the time she has an energy conserving. cruising speed
of 160 mph (256 km). As she gue!t up in ell'pcricnce, hoth
her lOp speed and cruising speed will increase by 20 mph (32
km) per level.

Special Limited Speed Bonuses: Also like an acrual Cheetah,
her acceleration from a standing slart is astonishing, IUChing
her maximum speed in three set:onds and giveing her the
added bonuses of + 2 on initiative, + 2 to strike and +2 to
parry and dodge. These bonuses are added to her normal
bonuses. but only when she zips off from a slanding stan. and
last... only for the fmt melee roundllS seconds.

EduCMtinn Level: Master's Degret:
Schol~tic Bonus: + 30% + 8% I.Q. Bonus
Skills or Note: Computer operation 98%, computer program'

ming 98%. biology 98%, advanced mathematics 98%,
chemistry 98%. analytical chemistry 98%, language: French
98%. Spanish 98%. Gennan 98% (native language is English
98%).

Secondary Skills: W.P. knife. body building. general athletics,
prowl 96%. swimming 90%. land navigalion 60%. first aid
75%. pilot automobile 98%.
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Appearance: A strikingly beautiful woman with blonde hair
and sparkling. emerald green eyes. Wears a costume with the
colorings and markings of a cheetah.

Occupation: Fonner ehemisl turned professional criminal.
Weapons: Seldom uses any. Tends 10 rely on hermutanl powers.
Vehicles: The super van/mobile hideout. The leam may occa-

sionally use other vehicles as needed.
Body Armor: Seldom uses any. Tends 10 rely on her mutanl

powers.
Money: Shc lets HclUx:nl invt:1lt one-third of her money through

his dummy corporation. Sht: has pt:rsonally amassed about
one million dollars and has another half million in other invest
ments. About 1.7 million dollars' worth of the team's invest
mt:nts are hers.

Fullbore

FuUbore has the ability of extraordinary speed bUI has a control
problem - he is unable to tum easily or stop quickly. In order
to tum while running al speeds above 100 mph (160 km). he
must bounce off or objects or people and ricochet himsc.lr into
a different dire<:tion. To stop quickly, he musl either run inlo a
solid object or a person. Fortunately, for him. be has the power
or invulnerability. otherwise be would end up in a hospital every
time be needed to stop or tum. His body annar is also designed
10 help protect him from the impact of collisions.

He also has a fonn of menial radar which allows him to "see"
in the dark and delermine the distance nnd whereabouts of poten
tialtargcts. His radar has also been instrumental in his learning
to make precision turns by bouncing off things. One of his
favorite lactics when up against a group of opponents is to sense
the whereabouts of each and bounce off one, inlo another. and
then another. like a human pinball. He compares it to making
a fancy bank shot in billiards (his favorite pastime). Another
trick is to cause a building to collapse by knocking out its support
beams or walls.
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Fullbore's extraordinary powers are lhe result of a Canadian
military experiment that either crippled or caused insanity in the
other five volunteers. The fact that Sgt. Harry Coyle (later to
become Fullbore) was completely heahhy and physically en
hanced remains a mystery. 11Je project was discontinued because
of the apparent danger it represemed to most people. Instead,
the military turned its attention 10 the one successful test subject.

Over the next year and a half, he was kepi a prisoner within
the milit:lry inslallation, being t~sted and prodded all day and
them placed under lock and guard alli. maximum security complex
each night. lie fclt like a prisoner. When he heard the rumor
thal he was to be It:nninatcd upon completion of the tests (a
false rumor), he decided to get OUI on his own by smashing
through a wall and running like crazy. What he didn't know
wa.<; thai a curious guard was accidentally injured by lhe coUaps

ing wall.

The S(;lcnli:.l:. feared the worst. that he may become mentally
unstable (he's not) and recommended lhe country be put on full
alen. Every military and police agency hunted for what the
media called, "A super-powered, homiddal maniac." Panic soon
took hold uf the media and lhey exaggenlted the story even
worse, branding him a murdering monster (he had never delib
erately hurt an innocent person in his entire life). He laid low
for several months. stealing what he nceded tu live. But, as time
went on, he became more and more disillusioned and bitter.
Resigning himself to a life of crime. he ~)urfaced ali the liuper
villain known as Fullbore.

During a manhunt in Toronto, Fullbore met Hellbent. The
two hit it oIT right away and have ~n best friends ever since.
Hellbent has helped him to learn LO control his powers and also
"purchased" his body armor for him fmm Fabricators inc. When
Hellbent suggested a super villain learn with all the members
having powers overs~, "larry was all for it and was appointed
SCCQnd in command.

Fullbore is considered dangerous, especially when mad. He
is capable of murdcr but has always restrained himself. The
Canadian military/S.C.R.E.T. still hunts for Fullbore. He is
wanted dead or alive. However, after the Masters IIf Speed so
easily demolished the two American S.C.R.F..T ..~, they are wary
about any kind of cunfronlation with the speedsleT8 as a gmup.
Their overall plan is to divide and conquer.

Real Name: Harry Cuyle
Alias: Fullbun:
AUawmenl: Abernant
HJI Points: 40, S.D.C. 273
Weight: 195 Ibs (88 kg), Ileiahl: 5 ft. 10 inches (1.75 m), Age:

32
Attrihutes: !.C,). I'. M.E. 9, M.A. 19. P.S. 19, P.P. 12, P.E.
8. P.O. II, Spd. up to;\6O mph (576 lent).

Disposition: Confident. friendly, and intelligent; a capable
leader. Harry is a grll$i~ roots kind of man who can be patient
and undeT8tanding to a frit:nd and is capable IIf great compas
sion. tic can also be stu boom and mean when llIlgeted. He
i~ both cunning and resourccful. Best friends with Hellbent

and Cheetah.
Experience Level: Eighth (8)
Combat Skills: Hand to Hand: RAptrt
Attacks Per Melee: Seve.n (7)
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Bonuses: +6 on initiative. +7 slrike. + 11 parry. + 11 dodge.
+4 damage. +9to pulVroll wilh punch, fall, or impact. + I
to strike wilh bcxIy blockltackle (does 1D4 damage). Pi'nlin
capacitate on roll of 18. 19. or 20. and gets a critical strike
on an unmodified roll of 18. 19, or 20. Kick (106 damage),
crush/squeeze (I D4 damage). Judo style bcxIy throwlflip (I D6
damage and the victim loses initiative and one attack), paired
weapons, and entangle.

Other Bonuses: 55% to invoke trust/intimidate.
Su~r Power Category: Experiment
Major Super Ahility: Jnvulnerability
Minor Super Abilities: Extraurdinary speed and radar
Spech.1 Ricochel Attack: His super fast collisions and whirlwind

bank shots may not cause him any serious injury, but they
do causes major damage (0 his targets. CO\lnlfj; It.~ Ihree melee
actions/aUacks.

Dams e: The amount of damll,gc dcJlCnd..~ on Fullbore.'s speed
at lhe time of collision. Here are some 1ik.e1y speeds and
damage (the numbers listed do NOT includes his combat
damage bonus of +4):
60 mph (96 km): 12 damage
9U mph (144 km): 16 damage
100 mph (160 kID): 20 damage
160 mph (256 km): 32 damage
2tJO mph (320 km): 40 damage
260 mph (416Icm): ~2 damage
300 mph (480 kID): 60 damage
360 mph (576 km): 72 damage
Other effccLo; nn people: 1be victim of a collision is likely to
get knocked uIT his feel (use the optional knock-down rules
or assign a 1-70% chance or an opponent getting krKxlced
down) and is dazed for ID4 melees, losing initiative, and is
-3 to strike. parry, and docile. Victims can try to roU with
lhe impact. A successful roll reduces the damage by half.

Note: The collision al50 ha.~ a 1-33% chance of dazing
Fullbore with the same penalties, but only for one melee (he's
gonen used to the disorientation). Fullborc also 5uffCf'$ the
equivalent of 10% of the damage he has inflicted; i.e., ifhe
collides at top speed. inflicting 72 point.~ of damage. eight
(R) points are. also deducted from his S.D.C. body. Char-tlCfers
wilh fhe power of manipulate kim-lit: tnerRY can deflect!
ricochet him before he hits. If lie should hit, he does little
damage.

Experiment Slde-Efflrl: Odd sUn le.ll;tl.!rc and problem wilh
ruming or stopping at high speeds.

Education fA:"el: Military Specialist
Scholaslic Bonus: +20%
Skills of Note: Delec1 ambllShes 95%, detect concealment 85%,

escape artist 85%. forgery 85%, intelligence 90%. tracking
85%. wrestling, climbing 98%, W.P. iiuLOanatic pistol. W.P.
scmi- and fully automatic rifle. W.P. 5ub-machinegun, and
W.P. paired weapons.

secondary Skills: Body building, general athletics, basic math
98%. advanced mathematics 92%. navigation 95%, read sen
sory equipment 75%. pilot automobile 98%, pilot helicopter
88%.

Appu;r.llOl:t: A good looking manw~ skin has an odd rubbery
look and feci to it. which deinlClS from his looks. Has black
hair ligblly peppered with grey, and blue-grey eyes. WCiIfS
a midnighl blue skintight costume with upper body annor.



Occupation: Professional Criminal.
Weapons: Seldom uses a weapon, relying on his super abilities.
Vehicle: Hates 'em, prefers to run, but will use them when

necessary lO do a job.
Body Armor: Fullbore wears an upper body hard annar which

protects his head, neck, and shoulders from serious injury
when he runs "fullbore" into slationary objeclS or people. A
fin on the helmet helps Fullbore rum. A.R. 12, S.D.C. 120.

Money: Hellbent invests one-lhird of Fullbore 's money lhrough
h.is dummy corporation. Fullbore has ~rsonally amassed
about thl'N million dollars and bas llbout 8 million dollars in
other investments. 1.7 million of the team's investments are
his.

Whiplash

Whiplash is a scoundrel by the name of Jackson Sieber, a
former CIA assassin who went rogue. He is a brutal and cruel
man who finds other people's pain and sufft::ringextremely amus
ing. He lholV\lghl)' enjoys inflicting on othel'S lorture and killing
pain.

Siebc'.r WitS bum wilh his !<iupcr abilitie-s, but the mutant gend
within hi.~ body laid donnanl ulltilihe 1979 Three Mile Island
nucle~ reactor accident ill Middletnwn, Pennsylvania. He was
a child at the lime and lived within a few bloc::ks of the reaetor
when il began rclca..ing small ''puffs'' of radial ion ioto the atJT'IM
phere:. Although the amount of radiation WIlS re:lativc:1y small,
it was enough to stimulate a mutation within his D.N.A. strue·
lUre, giving him extnlOrdinary speed, an adhesive tooch, energy
resisWlCC, and superior vision. His adhesion abiliry enables him
to stand, wall,- and run (at super speed) up and down the side
of a building or along the walls and ceilings. TIle same abiliry
allowli him. while running at great speeds, 10 tum on a dime
(IKO degree tum) without slowing down. He can also stop in an
insaa.ll.

The reason he took the name Whiplash was because uf his
favorite way to commil murder. Hc'll scoop up a nonnal person,
run at full velocity. and using his adhesion ahility, !<itop abruptly.
Thc l'uddcn dct~rease in spt:~d fre~wellily ~n:tps thc haple!<i!<i vic·
tim's neck, killing or rcnnan~IILlyparalyzing them. The Masters
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of Speed were not aware of his murderous nalUre when they let
him join their group - now they regret it. Most of the team
members avoid Whiplash and have quietly petitioned Hellbent
to revoke his membership in the group. Hellbenl and Fullbore
have considered lelling him to leave, but know lhat he will not
accepl rejection well. They realize lhat he is the kind of man
who will become their biller enemy and seek revenge, and Whip
lashs revenge can only lead to suffering and death. As an enemy,
he is powerful and knows 100 much about them, their routines,
melhods and tactics. Hellbenl is not ready to jeopardize the other
team members' lives and neither he nor Fullbare wanl 10 try [0

kill him (remember, Hellbent has given up his murderous ways).

For now, they tolerale him as a necessary evil, bul he is
uncontrollable. He starts fights within the group.and is the one
responsible for the 5even murders (not to mention Scores of
injury and niillions ill property damage) that have marked the
Ma~tcrs of Speed as murderers.

Real Name: Jaehnn Sieber
Aliases: Jack Sabre, Jacko, and Whiplash, among others.
Alignmenl: Diabolic
Hil Polnts: 30. S,D,C, 116
Weight: 210 lbs (94.5 kg), Heighl: b ft. 2 inches (1.82 m).
Age: 26 AUributes: I.Q. II. M.E. 8, M.A. 8, P.S. 24, P.P.
15, P.E. 14. P.B. 10, Spd. 320 mph (512lm).
Uis~itioD;Whiplash is " crude, mean, ealloo.~ man without a

conscience. McrcilcM in combat. he enjoys hurting or killing
people. He is the only member of the Maslets of Speed who
constantly complains about his share of the money and ques
lions I-Iellbenl's methods and leadership. If it comes to saving
his skin. he'd betray his partners in a heartbeat.

Experience: Level: Sixth (6)
Combat Skills: Hand 10 Hand: Assassin
Allacks Pel" Melee: Stven (7)
Bonuses: +20ninitiative. +4 strike, +J2party, + 12 dodge,

+ II damage, + JO to pulUroll with punch, fall, or impact,
+ I strike with body block/tackle (does 104 damage) and
emangle.

Other Bonuses: None.
Super Power Category: Mutant
Major Super Abili(jt.~: None
MinUI' Super Ablllti6 (4): Extraordinary speed, adhe~ion,

encrgy resistance, and super vision: advanced sight.
Supn Ability 8onu.o;es: High maneuver.lbiljty (set: dcliCription)

gives WhiplaoJl the bonuses of an autnmatic dodge, +410
parry, and +2 to sLrike. All bonuses are included in the
bonuses lisled previnosly.

Unusual Ph)'5iCll! Charactertstic: Ambidextrous
Spccilill Combat attacks and melbods used by Wbiplash,

I. Whiplasb. He'll grab up a person, n.tn at tun velociry and
using his adhesion abiliry. stop abruptly. Tbesudden decrease
in speed has a 1·30% chana: of snapping !he oeck ofa normal
human (tmly 1-5% chance of killing a super human by this
melhod). A roll of 31-85 causes severe whiplash. A roll or
86-00 means the victim lucked out, is shook up and hus
sufferW ID6 damage, but is otherwise okay.

Severe Whiplash innicl~ 406 damage and causcS a neck
,HId head injury that lasts for week.s. The persoll must wear
il neck brace and suffers from neck and'back pain, stiffness
ilnd heildllches fnr 204 x IUdaYI> (I>uper humans recover twice
as quickly). During this time, the suffering victim hilS no

,
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initiative. all other combal bonuses. skill proficiencies and
speed are reduced by half. A character subjected to mulliple
whiplash attacks must roll to see if the neck is broken. If
they survive, they only suffer the additional 406 damage,
lhe penalties are nOl cumulative. Note: The whiplash anack
COUniS as seven melee actions/anacks.
2. Short whip. He grabs a person while traveling al a greal
speed and whips them to !he ground or into a solid objecl
using a Judo slyle throwing motion. 1be attack inflicts 306
damage and has a 1-30% chance of causing whiplash: a neck
and head injury !hat causes chronic neck pain, stiffness and
headaches for 306 days. The victim is - 2 on initiative, parry
and dodge, and speed is reduced by half for !he duration
(super humans recover Iwice as quickly). Note: Thc short
whip altack count.. a... three melee actionslalt3cks.
3: Forward crunch. Sometimes he'lI grab and carry a person.
run at high speed, then just let go aftcr stopping abruptly,
and letting their forward momentum carry them into a brick
wall or other solid objcct. This will c-ausc the same kind of
momentum damilge itS listed in Fullbvre's l.:uJlisions. The
amount of damage varics wilh lhe speed traveled. Rolling
with the falVimpact can reduce damage by half. Another of
Whiplash's favorite ways to kill or maim his victims is 10

carry them up the side of a building and drop them from a
great height. Note: The forward crunch allack counts as four
melee actions/attacks.

Education IAvel: Trade School
Scholastic Bonus: +20%
Skills of Note: Detect ambushes 85%, detecl concealment 75%.

escape artist 75%, piek locks 80%. lracking 75%. boxing.
prowl 98%. climbing 98%, sniper. W.P. knife. W.P. automa
tic pisiol. W.P. rifle.

Secondary Skills: Body building, general alhlclies. land naviga
lion 60%. auto mechanics 65%. pilot automobile 98%.

Appurance: Mousy brown hair and brown eyes wilh a naSly
looking scar running from the left side of his mouth to his
ear. Wears an orange and yellow skintight costume.

Occupation: Professional Criminal.
Weapons: Seldom uses a weapon, relying on his super abilities.
Vehide: Hates 'em, prefers to run, but will use them when

necessary 10 do a job.
Body Armor: Whiplash wears an upper body hard armor whieh

protects his head, neck, and shoulders from serious injury
from collisions and enemy attacks. A.R. 13. S.D.C. 150.

Mnney: Hellbent invesls one·third of Whiplash's money,
through his dummy corponation. Whiplash has personally
amassed about 1.5 million dollars and has 204 x IO.OCMl dol
lars in cash on hand at all times. 1.7 million of the team's
invcstmcnlS are his.

Whirligig
Klaus Muller g~w up in an industrial lawn in northern Ger

many. the son of pitifully pOOr parents. His first love was iee
Skating, especially figure skating. As a teen. he showed greal
promise as an Olympic contender. The only thing holding him
bHck fmm his dreams was poverty. His equipment was inferior
and he lacked funding. His father had been hand-making Klaus'
skates since he was a Iiltle boy. Although his father's skates
wen: well crufted. lhey could not eompete with the expensive.
world class quality of those owned by Ihe other skaters.

A we.ahhy induSlrialist heard of Klau....• situalion and dccided
10 become his patron. His benefactor provided !he best skaling
equipment and also paid for him to attend college. He hired one
of the best figure skating coaches in the country and. soon,
Klaus wa... heating his COUfluy'S besl in figure skating competi
tions. A year later he had won lhe National and World Figure
skating competitions and the right 10 represent Germany in the
coming Winter Olympics.

He relurned home 10 visit his proud parents. He couldn't resisl
lhe temptation of skating al ttis favorite place, a pond adjacent
10 an old chemical factory. He had skated there his entire child
hood and even on the verge of international stardom, il was slill
a special place.

Klaus was making his final lap around the pond when it staned
to rain. Without warning, the skies opened up and he was struck
by a bolt of lighlning. The ice crocked and the icy water swal
lowed him. Some faclory workers who had been watching rushed
to his aid. He was submerged in lhe frigid, chemiealladen waters
for several minutes. He wasn'l expected to live. but by some
miracle he did. The experience left him weak and his body
became ravaged by a mysterious malady. He missed the Olym
pics and was in and OUI of hospitals for much of the year.

Finally feeling heallhy. he entered a minor skating event. His
prognun was perfect and sent people slanding in applause. He
c.IIme back on the ice for a brief encore and went inlO a spin.
Half way through it, he began 10 feel a stTllnge sensation of
accelel1ltcd speed. Suddenly, Klaus losl control and went, liter·
ally. flying into the crowd, injuring eight spectaton. The crowd
ran in a panic and stared at him as if he were some kind of
monsler. After two similar incidents. rumor.; began to circulate
Ihat Klaus wa.~ one of those mutant freaks that had weird powe".
Mortified. he fled the country to live wi!h a cousin in the U.S.

After arriving in the U.S .• Klaus tried his hand at many dif
ferent jobs. His cousin was a worthless bum and could give a
damn about the young man. Klaus was on bis own. After a
while, he realized that his lack of skills would never allow him
to get any meaningful work. So while working part-lime flipping

,
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hamburge~ at a fast food restaurant, he secretly trained in the
use of his whirlwind power. His plan was to master the strange
ability. create some tricks and become a circus perfonner. He
tried to gel an agen! but nobody would touch a mutant. He tried
doing street acts, but the minute he started to really cut loose
with his power, people would become frightened and ron away.
II was during one of these Slreel perfonnances that he was a~
proached by two well dressed gentlemen who wanted 10 see
what he could rea//ydo. Klaus gave the performance of his life.
1be IwO men were satisfied. took him out 10 a lavish dinner and
offered him a position with the Masters of Speed. Klaus had
never eonl>idered a life of crime, bUI the two men, Hellbent and
Fullbore. were quite convincing and suggested he join them on
a trial basis. If it didn't work out, he would be free to go. Things
did work out and over the next few years he had amassed a
small fonuoe and had become good friends with both Hellbent
and Fullbore (he looks up to them both). It was FuDbore who
came up with the name Whirligig.

Like Cheetah, he is totally opposed to unnecesSilI)' violence
and has never intentionally hurt anybody. Whipla...h is constantly
taunting the kid, calling him a stupid farm boy, wimp, sissy,
pansy. and Nazi-erybahy. He is quick. to point out his every
mistakc and grinds it in like salt in a wound. Whirligig has
grown to hate Whiplash and if he ever should succumb to his
anger, Whiplash could find outjUSI how powerful "the kid" is.
Despite Whiplash's harsh words, Whirligig is brave and UlIstwor·
thy. If cornered, he can be eXlrcmely dangerous and will use
greal force to escape. Whirligig is the leam 's resident mechanical
and electrical wizard. although he thinks IinIe of these ac
complishments.

Real Name: Klaus Muller
Aliases: The Kid, Karl Windsong and Whirligig.
Alignment: Aberrant
Hit Points: 48. S.D.C. 137
Weight: ISO Ibs(81 kg), Height: 5 ft, 8 inches(l.65 m), Age: 24
Attributes: I.Q. 17. M.E. 25. M.A. 13. P.S. 19, P.P. 10. P.E.
14, P.B. 13, Sp<!. 340 mph (544 km).
DiJipo.'iilion: Very serious, extremely focused, strong-willed.

and disciplined. He's a bil impudent, particularly towards
Whiplash, but actually has a low self esteem. He respects
Hcllbcm above all OIhe~, has a secret crush on Cheetah and
is best friends with Fullbon:. He loathes Whiplash and fan
tasizes about beating him up and throwing him out of the
team. Thoroughly enjoys his partne~hip with the Masters of
Sp=!.

Experience Level: Seventh (7)
Combat Skills: Hand 10 Hand: Martial Ans
Allacks Per Melee: Eight (8)
BonURS: +8 on initiative, +5 slrike. + 13 parry. + 14 dodge,

+4 damage. + 12 pull/roll with punch, fall, or impact, + I
strike with body block/tllckle (does ID4 damage). Karate kick
(108 damage),jump kick (crilical strike), entangle, and paired
weapons. Critical strike on an ulUuodified roll of 18, 19. or
20.

Other Bonuses: +5 save vs psionic attack (and horror factor).
Super Power Category: Mutant

Major Super Ability: Spin at Extraordinary Speed (see NEW
super abilities).

Minor Super AbUity: Extraordinary mental endWllllCC and super
vision: night vision.

lOS

Unusual Physical Characteristic: None
Education Level: Two Years of College
Scholastic Bonus: + 15% + 3% I.Q. Bonus.
Scholastic Skills: Electrical engineer 98%, surveillance systems

98%, computer repair 88%. mechanical engineer 98%.
locksmith 83%. automotive repair 86%, robot mechanics
38%, robot electronics 38"', boxing, prowl 98"', climbing
98%, and acrobatics (sense of balance 98%, walk tightrope!
high wire 98%, climb rope 98%. back flip 98%. leap 16
ftl4.8 m venically and 17 ftl5 m horizontally. fearless of
heights).

Secondary Skills: W.P. automatic pistol. body building, general
athletics, swimming 98%, escape artist 60%, land navigation
64%. pilot automobile 98%, language: English 8S% (native
language is Gennan 98%).

Appearanct) Blonde haired with one blue eye and one green
eye. Wears a skintight costume with a..red and white swirl
running from head to toe. like a barber pole.

Occupation: Professional Criminal.
Weapons: Occasionally uses an automatic pistol. but tends to

rely un his super abilities.
Vehicle: Loves all kinds of American cars and hopes to collect

classic cars someday. Wants tu drive alllbt: lime.
Body Armor: None
Money: Hellbent invests one thim uf Klaus' money through his

dummy corporation. Whirligig has personally amassed about
1.9 million dollars and has ID4 X 10.000 dollars in cash on
hand al all times. 1.7 million of the team's investments are
his. He has sent his parents nearly a quarter of a million
donars -they think he's a secret agent for the American FBI.

The Blur

Jake Fenton is a fonner' construction worker who came about
his powe~ in the most freakish of accidents. He was working
at a construction site, breaking up concrete with a jackhammer,
when he was caught in the explosion of a radioactive meteor
which stnK:k the earth only a few fcct away (he is perwnaJly
convinced that it was something thaI had. falLen from a UFO).
]be radioactive dust he breathed instantly interacted with his
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body chemislTy and somehow absorbed the vibrations caused by
lhe jackhammer. One minute he was a normal working Joe, and
lhe nexi minUle he had extraordinary speed. energy resislance,
and x-ray vision. He also has a fourth, not so pleasanl power
which he can't control and which made him a freak. Heconstanlly
vibrates, making him look like a complete blur, hence his
moniker. He is able to touch and pick up objects but his voice
sounds like hc's talking Ihrough a spinning fan and he is -50%
to prowl and to perfonn any tasks requiring great dexterity,
precision and finesse (subtr,)ct from skills requiring dexterity
when he uses them).

1be Blur is perhaps the most powerful member of the tcam
or at least as powerful a.~ lIellbeR!. He has no d~ire to usurp
Hellbenl's authority. preferring to be a grunt. He realizes he is
nOI as !>-uJart as Hellbenl or Fullbore and follows their orders
willingly. He is the team's resident comedian and pranksler, but
thal's his outward mask. Inside he is hiRer. sad. lonely i1IIdlong~

to be nOnl1ill. Hc'd give up his fortune and powt:rs in 3 hC3nhcat
to beeomc a nonnal human. II is his anger and frustration that
sometimes causes him to violently lash out at others. The Blur
is considered extremely dangerous when provoked and is capable
of murder in lhe heat of the moment.

Real Name: Jake Fenlon
Alias: The Blur
AJignlllcllt: Anarchist
Hie Point..: 46, S.D.C. 185
Weight: 1~5 lb~ (83 kg), Heilo:ht; 6 feet (I.R m). Age: 2S
AUributes: I.Q. 10, M.E. 13. M.A. 9, P.S. 29. p.r. 12, P.E.
13, P.B. 4, Spd. 380 mph (601S km).
Disposition: The blur is often arroganl and extremely f,:nnfit.lent

when it comes to u.~ing his powers and engaging in battle.
Outwanlly he is a wisecr~cking prankstcr. fairly friendly and
good natured. at least most of the time. However. be can
become momse. pelly. cruel and vindictive. When provoked
he can be vicious. mercile~!> and deadly.

Experience Level: Ninth (9)
Cllmhat Skills: Hand 10 lIand: Basic
Alweb Per Melee: Eight (R)
BonuS(";!i: +S on initialive. +31(1 strike. +13 parry, +13

dod~c. t 16 dillTlilge, I II to puWruli with punch. fn.ll, ur
impil{:l, + I ~trikc with buc.ly blockJtaekk (does 104 damage).
Critical strike on jill unmodified rull or lQ, and 20 and pwlill
capadtilte: 011 mil of lIS. 19. Of 20. Kick (106 d'ii\1sgc).
1.-T1J!>llIsqIlCC7'c (I I>4 damas.c), Judo style: bulJy thmwlflip (I D6
damage: and victim I~ initiative and one attack).

Other Honuses: None.
Super Power CateKory: MUlant
Mltjllr Super Ability: VihmliUIl
Minor Super Abilities: EXlrUordinary speed. energy resistimcc,

and super vision: X-ray
Unu.~ual )"hysical Characteristic: A blur - constanlly in mu
liun.
EduC'dtion Lcn~l: High School Graduate
Scholastic Bonu!i: + 5%
Skills of NuL~: BUAing, wrestling. prowl 98%, climbing 98%.

art 17lX. • phOioRraphy 95%. iind writing 71 %.
Sffondary Skills: DoJy building. gt'.nt:ml athletics. swimming

9H%. basic.: eJeefronic!> HOe.\.. bil~ic mechanics 72%. cOllipmcr
npt:Tdtioll 98%, land navigation 72%, cook 98%, and pilot
automubile 98%.
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Appearan«: Appears 10 be a featureless blur: constantly vibrat
ing.

Occupation: Professional Criminal.
Weapons: Occasionally uses an automatic pistol. but tends to

rely on his super abilities.
Vehicle: Likes big, muscle cars. but uses a car only when abso

lutely necessary.
Body Armor: None
Money: Hellbent invesls one-third of Jake's money through his

dummy corpllrdliun. The Blur has personally amassed about
one million dollars and ha.s 606 X 1000 dollars in cash on
hand at all times. 1.7 million of the learn's inveSlments are hi.s.

Slo-Mo·

Johnny "FaSl Hands" Blue is a former professional box.er and
heavyweight champion I,f the world. He was stripped of his litle
and banned from boxing when il was discovcred Ihat he had the
mUlant ahility to slow his opponenl~' muvements (giving him
an unfair m.lv;"iIilage). Boxing officials illway!O thought it odd t..bilt
he wa~ so much faster ,1I3n hi!O opponents and thill he had the
um·.anny ,Ihility In read when: it JXlI\ch was coming from, Tn
addilion. he s«mt:d to heal more quickJy and wilMut scarring,
unlike other boAers.

After leaving boxing in disgrace. Johnny lried his hand at
nonnal jobs, bUl missed the exhilaf1llilln of battle. Soon after
wards. he WlL.. visited by two well dressed gentlemen who nffered
him a partnen;hip ii, their criminal urganization. He accepted
and became the 1a.~1 member to join tlle Masters of Speed.

Sio-Mo (he likes this name because it makes opponents under
estimate his speed. and power) is the tmly member withoi,u the
abilily of super speed. To compensate. he has been equipped
with a high-Speed jet pack, compliments of Hellbent and porch·
ased fnno Fabricators Inc. On other occasions he uses a vehicle
or is carried by nne of his fleet-footed learmnares. He prefen;
the.te' (lsck In being l'arried,

He i5 a devastiltingly dsngcrous fighter even without his slow
motion power. He ill a bright. likable Illsn thatlx=cumes ii vicious
animal when engaged in combal. He has killed twice since joining



the Masters, both in self defense. He prefers to humiliate and
beat his GplX)nents into submission. He is well Liked within the
group, even by Whiplash (a boxing fan) and is considered an
essential part of the team.

Real Name: Johnny Blue
Alias: Slo-Mo
Alignment: Aberrant
Hit Points: 47 S.D.C. 115
Weight: 210 Ibs (94.5 kg), Height: 5 ft, 8 inches (1.73 m),
Age: 26 Altributes: 1.Q. 12, M.E. 19. M.A. 9, P.S. 28, P.P.
14, P.E. 24, P.B. 23, Spd. 30.
Disposition: Bold. insolent, and flippant. He is imperuous but

follows orders when given. Will kill to protect himself and
his teammates. Looks up to Hellbent and Fullbore and likes
everybody else.

Ex~rieuce Level: Sixth (6)
Combat Skills: Hand to Hand: Expert
Attacks Per Meltt: Eight (8)
Bonuses: + I initiative. +) stri1e, +9 parry, I 9 dodge. + 13

damage. +7 to pull/roll with punch. faU, or impact, and t I
suike with hody block/tadle (does 1D4 damage). Critil.:id
strike on an unmodified roll of 18. 19, or20, and pin/incapaci
tate on a roll of 18. 19. or 20, Kick (106 damage) and
crush/squeeze: ID4 damage.

Bonuses To Save: save vs. psionic auack/insanity +5, save vs.
coma/death + 38%, save vs. poison/magic +8.

Super Power Category: Mutant
M";or Super Ability: Slow-Motion Control (see NEW super

abilities)
Minor Super Abilities: Extraordinary physical prowess and he·

aling factor.
Unusual Physical Characteristic: Stocky
Education Level: Two Years College
Sc:boIastk Bonus: + 1S%
Scbolastic: Skills: Boxing, wreslling, computer opcnItion 98~.

intelligence n%, photography 90%, writing Goumalistic
style) 69%.

St.-condory SkiDs: Body building. general athletics, running,
prowl 96%, climbing 98%, advanced mathematics 84%, land
navigation 60%. and pilot automobile 98%.

Appearance: Good looking African/American. Wean; a red
skintight costume with purple gloves and boots.

Ottupation: Professional Criminal.

Weapons: None. relies on mutant powers and his fighting ability.

Special Equipmeni: A specially designed F3bricat~ Inc. WS·
12, high velocity mini-jet pack. The "WS" in the produd
number stands for "Whisper Silent," due to it<; incredibly
quiet thrusters. 1bc thruster nomes also have a unique heat
dampening/dissipating feature which gn:atly reduces the heat
signature. preventing it from being easily tracked by heat
,seekers/sensors. Top Speed: 250 mph (400 km). flight dUTil
tion: one hour maximum per fuel pellet. Maximum ceiling;
300 ft (91 m). Fuel: Fabricators Inc. power pcllelS. Fuel cost
$150.00 per pellet. Jet Pack S.D.C.: 100. Bonus while using
the jet park (night only); +4 to dodge.

no

The Masters
of Speed Bases---
Double Trailer Semi
(truck traveling base)------

Tbe Ma,<;ters of Speed use a specially designed semi with
double tnlilers created for them by fabrk'ators loco 1bc uuek is
nuclear powered to prevent having to stop to take on fuel. It
also has a computer assisted auto-piloting system and a robot
driver that looks completely human (a specially adapted Fab
ricators Inc. fSR-200 Sentry Robot. See Fabri~ators Jne. for
details). The.robot has realistic looking synthetic sltin and the
ability to speak English in eight different accents common to
the U.S. and Canada. A cockpit computer ~ laser printer
allows the spccdsten to print out over 600 different cargo man
ifests for over 400 different U.S. and Canadian companic!t.

TIle cab of the truck has a wmputer as.~i!itedchameleon ability
enabling the criminals to change its license plates, body color
and company logos on the doors ill less than 30 seconds. The
chameleon computer ha.~ a choice of over 4()() company logos
and ten different body colors to choose from. Stealth technology.
stolen from the U.S. militaJy by a Fabricators lnc. client, is also
part of the truck's cloaking abilities and maJces it invisible to
r.>d:u.

The two trailers are also equipped with the chameleon ability
allowing them to also change color and company logos a.t will.
The Masters of Speed's favorite ploy is to use the colors and
logo of the U.S. or Canadian Postal Service which lUC rarely
SlOpped or even suspected by U.S. or Canadian police depart
ments.

Living & Work Quarters
'The first of the two trailers is connected to the truck's cab

and is the living quarters for the team. Each of the members has
a privllte cubicle. measuring 7 ft (2.1 Ill) in length and 4.5 ft
(1.35 m) in height, in which to sleep. Included in each cubicle
is a mini T. V. and Siereo built into the waD 31 lhe foot of the
bed. The community bathroom/shower is small but very func·
tional, containing one shower, a sink, a toilet and cabinets with
towels and toiletries such as deodorant, razors, toilet tissue, etc.
The kitchenette contains one oven/stove, two microwave ovens,
a refrigerator, dish washer, double sink with running water,
cabinets siocked with plastic dishes and canned goods. and ample
coumer space. A small dining/lounge area off of the kitchenette
has a single table bolted to the floor with booths on each side.
able to seat two each and a single chair at the open end. 1be
back wall of the table area has a television and a stereo lildio
system. Two opposite doors at the fore of the centnlJ hallway
contain an electric waler heater, separate water drum/supply,
and a washer and dryer. A door at the opposite end leads to the
second trailer. Note: The entire living quarters is cenlTillly air·
conditioned and heated.

The second trailer houses the taetieaVoperations room, a re
pair/work station, and the departure/retrieval bay. All are air-con·
ditioned and heated. 1be taeticaVoperations room takes up the
first third of the second trailer. It is filled with state of the art

•

•

•

•



•

computers, a bank of video screens showing views from outside
the trailer and giving tactical readouts about area police,
S.C-R.E.T. movements, and olher vital infonnation needed for
them to perfonn their jobs. A tabletop tactical display map takes
up the center of the room.

The center third of the second trailer houses a repair/work
station filled with tools for both mechanical and electrical repairs.
A workbench is located to one side. A mini metal lathe and a
drill press are found on the opposite side. l1\ere is a doorway
at each cod, one leading to the taeticaVopenuions room. the
other to the departurdretrieval bay.

Coming & Going Without Being Seen
TIle finlll third of the second trailer is made up of the departure!

rehieval bay for the speedsters to come and go frum the moving
semi-trailer. It consists of a bench to one side for the memOCr.;
to sit on as they await their rum to depart the trailer. On the
passc:nger ~idc of the bay are two sliding. hydraulic dooni wilh
one red and one green light above ea<.:h of them. One of the
sliding door.; leads to lhc:: departUre booth. the other to the re
trieval hooth. Inside the departure booth is another sliding door
facing the rear, with a high-speed treadmill (Ill the floor and a
l,;omputcri1:cd, spring-Jwded back-pad that instantly (;ullfonns
to the contOUI1i of each member's body. When in lhe departure
booth, the speedster press their backs and heads into the pad
and begin running at full speed on the treadmill. When the
computer detennines it is safe for the member to depart, the
light above: the rear door turns green. and the booth pops out
from the side of the trailer. The rear door lhen slams open and
the speedslcr is jellisoned from tht: booth at full speed. The
whole depanure sequence happens so fllst lhat it is nearly unde
tectable to normal vision.

The retrieval booth works in nearly the same: way as the
departUTC booth but is slightly larger in length. The inside of
the booth is differenl in that it is complelely filled with tough.
reusable air hags which inflate in milli.<:econds to cushion the
speedsters ref\lm at high speed. The trniler's cumputer system
recognizes cach teum member and readies the retrieval hOOLh.
The compulercan also wam the speedster ifhe is being followed.
As the villain nears the booth it quidJy pops OUt. with the rear
door open and ramp extended. TIle individual runs in. the rear
door slams shut and the air bags instantaneously inflate. com
pletely surrounding and cushioning the speedster from any harm.
The air bags then deflate and the side door slides open, relca.~ing

its passenger. The whole retrieval process takes Ic!)~ than lhree
seconds.

The departure and retrieval system was designed to allow the
spccdsteT"i to leave and return without the semi e:ver stopping or
even slowing it.J; speed. It was also designed to be as inconspicu
ous as possible, allowing team members to come and go unseen
and with eltsc. As a safeguard. the lJUck usually trlivels little
used roads or on highways that have low amounts of traffic. On
heavily traveled highwl!.ys and roadways, they will try to wait
till night or pull off to It resl StOp or side Wild. Likewise. the
semi usually travels one 10 two miles per hour (3.2 km) slower
than the posted speed limit and always follows perfect driving
decorum and safety.

When Sio-Mo joined the team. a hydraulic springboard and
computer controlled roof hatch were in!>wled for him to usc hi~
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WS-12 Jet Pack. The springboard jettisons him into the air at a
high speed, when:: he engages the jet pack. When he returns.
he uses the side retrieval booth, making sure to tum off his jet
pack the second he enters.

Weapons & Derense
The cab and trailers are also outfitted wilh an impressive laser

defense system capable of taking out a police cruiser. helicopler.
or small airplane. l1\e lasers are controlled by a stale of the art
computer system capable of b1Icking 48 different targets and can
target/attack eight differem targets at om.'e. For larger and more
heaVily armored targets. one mini-missile launcher, holding six
missiles. is concealed in the roof of each trailer. The missiles
are all laser guided. The rear trailer can also eject r.i2:nr-sharp
caltrups from its undercarriage, release a dense smoke;. screen,
and spray oil.on the roadway to prevent vehicles from following
them. 1be cab and trailers are heavily armored and ate insulated
against electrical, thermal, and sonic attack. Eyen the tires are
designed to he puncture proof.

l1\e Masters' double trailer semi is the only one of its kind
.tnc.I would never be manufa<.::tured for another organization or
individual. The speedsters "paid" Fabricators Inc. extra fees to
en~ure thut their :l'ClTli would be a one ofu kihd design. Fahricators
Inc. would never willingly reveal the existence of the semi or
who is using it or for what purpose.

The Masters or Speeds Travelling Base
Weight: 23 tons.
MlIXimum Speed: ISO mph (240 !em).
Maximum Range: Unlimited as long a." the nuclear fuel last"
(20 year life span).
Cost to build: 34 million dollars.
Armor: Stops pistol. riOe, and machinegun fire. Highly resistant
10 explosive rucket and missile attack. Survives 65% of all en
counters. A.R.: 16
S.D.C. By Location:

WheelsfTircs (8 per each trailer, 6 on cab) - 50 eaeb
Headlights (4) - 10 each
Fog Lamps (4) - 10 each
Bullet-Proof Windshields - 200
Laser TulTCts (8) - 40 each
Mini-Missile Launchers (2) - 100 each
DeparturelRetrieval Bay (I) - 120
Ceiling Exit Hatch (I) - 50
Interior walls (many) - 50 each
Robot Driver (I) - ISO
Semi-Cab - 600
Trailers (2) - 1000 eaeh

Weapon Systems:
I. Eight (8) Mini-Laser Turrets:
Damage: 406 damage per blast
Range: 2tXX) ft (610 m)

MaJtimum Rate of Fire: 4 each turret per melee
Payload: Effectively unlimited.

2. Two (2) Mini-Missile Launchers:
Damage: ID6 X 10 dAmage per missile
Range: 10,CKXJ ft(3050 m)-just under two miles (about 3 km)
Maximum Rate of Fire: One at a time or in volJeys of 2 or 3:
as many as four attacks per melee.
Payload: Six; it takes one minulel4 melee rounds to reload.
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3. Caltrop Dispenser: Releases 200 razor-sharp caltrops which
inflict lD4 damage each. The driver in a pursuing vehicle must
roll a 20 sided die to see if he notices the caltrops - roll on
initiative with a penalty of -4. A roll of 15 or higher saves. A
failed roll means 104 of the vehicle's tires an: punctured by a
score of caltrops each. 1be car swerves out ofconlrol; roU against

piloting skill - 50% 00 avoid a crash. Pursuit is impossible until
the lires are replaced (takes about 304 +2 minutes per tire).

A successful save means the driver can SlOP before hitting the
cahrops. except the villains wiJl gel away. Or he can try to
swerve around and avoid the cahrops. This is more difficult and
on-coming traffic could be an additional danger. Roll on the
following table.
01-25 Couldn't avoid the caluops. 104 tires are punctured
same as ahovc-.
2~SO Avoided the caltrops but lost control of the vehicle and
fan off the road. The vehicle suffers lD6x 10 damage and is
stuck. Super strong charactcrs will be able to get the vehicle
hade nn thc road in 21)4 minutc:s, others will havc [0 wait for
it tow tnlck (206 X JO minutcs).
51-75 Crash! Hits an on coming vehicle nr mher largc object.
The vehicle suffen 104 x 100 damage and will require days of
repairs. Passengers each suffer lD6x to damage.
76-00 Success! Ca.ltrups have been avoided and the hot punuit
continues.
Note: Hover vehicles are not affected. Robots can run over the
linJe spikes but will suffer I D4 x 10 damage.
Payload: 1000 caltrops - five dispensing!.

4. Smoke Screen Dispenser: A thiek cloud of smoke. covering
a 4Ox40x40 foot (12.2 m) arca. is ~lellSCll, momentari.ly
obscuring the vision of pursuers. Any vehicles passing through
the cloud lose sight of !he truck for three seconds and have a
chllDCe ofcrashing or running off the: road. Stopping inunedialely
avoids an lIccident (unle...s somebody plows in from behind).
TIle cloud dissipates in 1D4 minutes.

Plunging headlong through the cloud requires the driver to
roll againsl his piloting skill with a penalty of -40%. A failed
roll requires the roll of percentile dice. 01-60% means the vehicle
has driven off the road. while a 61-00 means there has been a
crash. Same consequences as number three (51-75).
Payload: Enough for three (3) smoke screens.

S. Oil Slick Dispenser: A coaling of slick oil covers a 20 fl (6
m) swath of roadway. Drivers of any vehicles driving through
the slick must roll against their driving skill or skid off the road
andIorcrash. The piloting skill penalty is -60% and - 5% more
for each 10 mph (16 km) above 60 mph (96.5 km). If control
is loJ>( roll percentile dice to see how bad things arc. 01-50%
means the vehicle has driven off the road, while a 51.00 means
the~ h~ been a crash. Same consequences as number three
(51.75).
P..lylnad: Enough oil to creale Ihree (3) oil slicks.

Masters of Speed's Home Base
Kansas City, Kansas -------

The Cover
The Masters of Speed make their "home" in Kansas City.

Hellbenl chose il bccau!'.e of it... central location in the U.S.,
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with relatively easy aecess to Canada. Their home base is a large
warehouse in a secluded suburb of the city. Hellbemlegitimalely
purchased the building and surrounding ten acres of land through
a dummy corporation that he has created. Through the same
corporation, he has slowly been buying up the surrounding land
and buildings in hopes oHeeping nosy neighbors to a minimum.
Another reason he's so interested in the land is that he. Cheetah
and Fullbore dream of building an entertainment/theme part al
thai location when they reti~ from crime. SiJly? Surprising?
Perhaps, but that's their plan.

Tbe buiJding is a large tw()ostory warehouse and SCC~I man·
ufacluring plant of about 60,000 square feet (5574 sq. m), with
an additional 5000 square feet (465 sq. m) of office space. The
only windows an:: in the front of the building where the offices
are located. A large loading dock with three heavy steel doors
is in the back' of the building. One door on the c~t side is the
only other entrance, besides the front and rear doors.

To throw off any suspicion Ihe Maslcrs of Speed have started
a legitimate meta] machining business in the building efllled
Anus Machining Tnc. The first floor houses the company's of·
ficcs and tooling machin~. while the upper floor is used for
product and raw materials slorage. The ~siness specializes in
machining metal part.. for several well-known gun and weapon
manufact~rs_ lbeir biggest ellent is a ftrm called Firearm Out
filters, a world famous, legitimate weapons manufacturer and a
top-secret froot company for Fabricalors Inc.

1be thirty-five employees are all innocent. hardworking.
everyday people who believe they're working for a legitimate
manufacturer. which in many rr:spccts they ~. 1be company
is completely on the up and up, having all the necessary paper
work, city pennits. and paying all utilities. bills, and taxes on
time. None of the employees question the fact that their com
pany's president (Drake Zarik, using the fake name of Arthur
Pennington) is rarely, if ever, in the office. His numerous ab
sences, lasting sometimes for months, are explained away with
his being a jet-setting multi-millionaire who enjoys traveling to
exotic locales. With the economy in such dire straits, Ihe employ·
ees are just happy In he wurking for a company that seems to
genuinely eare about its employees and pays great wllge.~. The
only quirky thing about the company are the four full-time sec
urity guards that constilntly patrol the premises. The securily
guards are a little odd in that they all seem extremely quiet and
businesslike. wear sunglasses day and night, and keep their
distance from the other employees. TIle guards are actually four
Fabricators Inc. FSR-200 Sentty Robots with human speech and
synthetic human skin (See the Fabricators Inc. section).

Running the company in Pennington'S (ZarikIHeUbent's) ab
sence is a loyal and capable company via: president. Jack Sim
mons. Simmons, woo is in his early fifties. is an honest.
hardworking man band-picked by PenningtonIHelibent. He has
no idea thai he is actually working for one of the country's most
notorious super criminals and he likes his boss very much. He
wa.~ fired from his old job in favor of a younger man and counts
himself among the fortunate to find such a greal and challenging
job at Arms Machining Inc. Simmons will answer the authorities'
questions truthfully and to the best of his ability. He will find
questions concerning super villains extremely odd and ridiculous.
As stated previously, he and the other employees have no idea
the Masters of Speed have anything to do with Mr. Pennington
or the company. Their sincere and honest response to questions



should convince the police that they are on the wrong track. To
date, nobody has come close to connecting the Masters of Speed
to the area, let alone the company. In fact. most authorities,
including the Canadians, believe the super criminals to be operat
ing out of Canada.

The Secret Base -----------
1ne employees of Anns Machining Inc. would be stunned 10

discover that their machine shop is the secret home base for the
Masters of Speed. lbe learn's sprawling headquarters is built
beneath the Anns Machining Inc. building and surrounding
grounds. It waS secretly buill by Fabricaturs Inc. at the same
time that they refurbished the surface building and long be:fun:
emplQyees were hired.

The entire base llils walls made from three foot (0.9 m) thick.
sletl reinforced concrete (A.R. 12. S.D.C. 400 per 2U fi/6 m).

No expense was spared. Even the steel rods imbedded in Ihe
concrete are made from a special alloy lhat is resislant to magnetic
forces. An air filtration ~ystem purities the air within the base
and can aIM> filter out any gas attacks made on the base. Water
is drown frum an uoot:.tgroulld Slre:Ull and not through the city'll
water ~upply. Of course. the base has its own water purifiWltiun
system.

'The team and their doublt:. trdiJer sellli enter the ha..c by way
of a heavy-duty elevator hid&n in the spacious private garuge
whieh is altached to the side of the building. The employees are
not allowed in the gara.ge. but even if somebody should sneak
inside. all he's likely to find is an empty, double semi~tr.l.iler,

sevcral classic cars, !;Orne furniture. and boxes filled with old
clothes. books. and junk. lbe I.'tiling is unusually high, making
the inlerior seem cavernous. The reason the l."Ciling is so high
is thllt the floor is actually the top of the elevator that takes the
real Masters of Speed's semi into the underground base. l11c
glinigc hlls St:nsors that recognize the Speed team's semi and
automatically raises to allow the truck acccss 10 the: elevator.
Once Ihe semi drives in. the heavy outcrdoors (A.R. 16, S.D.C.
4(0) automatically close and the elevator descends into the un
derground base.

The Stllli can he left in the gianl e!t!villor or driven into an
adjacent doc.king bily. To ~o any funhcr into the complex, Ihe
team UlVSI Vll(!er~o physical identification, which illcludc.'i retinal
scan, finger, palm. voice printS, 3lld identification o( a tiny
hroadcasl implant imbedded in each nf the team member's skull.
If lhc implant is damaged ur removed. or if the person fails the
identification pn:)Cess in any way, a booming synthelic voice
warns that the individual(s) has 13 second.. to enter his personal
seven digit code intn a key-pad at the door or be oblitera~.

1ne voice then begins tu CUUllt down. Tbc individual mu.'it either
enter the appropriatc code (there ill time for two tries). or depart
by going bock into the elevator. Fllilure to do so will cause a
bancry of twenty (20, each has 10 S.O.C.) high-powered la~rs

to blast everything in the molli. inflicting 306 x 10 damage
every three seconds (equal In four melee anacks - cffec;:lively
an unlimited payluad). Nanna! vcrification lakes less Ihall a
minute for all seven members, After identitication of all purties,
the. massive, b,Ulk vault like door (A.N.. 16. S.D,C. 500) opens
II) Ihe interior of the base.

us

Next is a large hallway guarded by two FSR-200 Sentry
Robots. Both look like robots since neither have the human
looking synthetic skin (see Fabricators Inc.). In addition to their
concealed weapons, each of the robots is armed with an energy
rifle (606 damage per blast, range: 4000 ftl1200 m, E-clip cap
acity: 20 blasts), and four extra energy cljps. All of the robots
throughout the complex are programmed to recognize the team
members visually, by voice patterns, and by their broadcasting
implant. Visitors have never been allowed into the complex, so
me robots are programmed 10 caprure or destroy intruders. They
will only obey orden given by the Masters of Speed and also
have an inhibitor installed to fmvent them from hlllltliog any
speedsters cven if ordered In do so hy another member. In addi
tion to sentry duty. the robots arc used to unload loot from the
truck and other manual labor. .

The large hallway 1e..1.ding away fmm the elevator stops at
unother energy resiSI.ant i\Ceurity door, (A.R. 16. S.D.C. 3(0),

This door opens automatically for the leam members, The door
will remain shut for any intruders lucky enough to have made
it this far. Intruden will be 3u<lCked by an identical array of
lasers. but this time without warning and a powerful nerve gas
is al!;O rclca.'\Cd from concealed places in the nuor, 11le 33S a
causes pitrctlysls lhal laSL~ for 304 minutes. Saving throw: JJ
lhe character makes a successful saving throw vs Inxinll, hili
body will have luckily (OlliN off the gas's erfoet.s. However.
the character mu.'it leave the att.a Qukk.ly or roll again to sec
whether he succumbs tu the: continuing attack (roll to save twice
per mdee round). Characters in environmental body armor, and
robots. are unaffected by the gas.

After passage through the second ~ty door. the hallway
continues for thirty more feet to another energy resistant security
door stronger than the fltSt two (A,R. 17. S.D.C. 5(0). Another
J.D. verification is needed to pass through this third door. Intrud·
crs face two computer controlled .50 caliber Gatling guns with
heat and motions sensors and laser targeting. The guns are housed
in hardened mini·bunkers (A.R. 10. S.D.C. 150 each) along the
ceiling at either end of the thirty foot long hallway. When intrud
ers are detected the second security door slams shut and the
hallway is thrown intn darkness as the Gatling guns blast every
thing in the room. innictul~ 4l'XIX 10 damage every three sec·
onds (equal 10 four melee uUw.:u - effectively an unlimited
payload). Note: Whenever an intruder is identified, a warning!
alarm rinis thmughoutlhe complex, ;l1en-ing hath its human and
robot occupllDls of ttouble.

Inside Ibe Base-----------

TItdialI Monitoring Room

The room beyond the third security door is the automated
defense and operations room, It is a large and filled wilh wall
to wall control consoles, glowing buttons, and video/monitoring
Sl.~ns. 11Je screens display electronic readouts, graphs, and
different. live, video imagcs of the base's interior, exterior, and
outer perinlCter. Hundreds of concealed cameras and sen~ are
sttategically placed throughout the base and on the surface IU
part of the defense lind surveillance systc:m. Police bands are
uJsu monitored,

llJe center of the room hu a large. electronic, tabletup tactical
display map measuring IO ft by 10 ft (3 Ill), which sh()ws all
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the streets, buildings, and landscape surrounding the base in a
fifty mile mdius (80 km). The map also shows moving represen
tations of patrolling police cars, helicopters, and other aircraft
flying over the area. It can also zoom in to show a tactical
blueprint of the base and its grounds. Vital base infonnation
concerning power, water. air filtration. the nuclear power core's
temperature, etc., are also closely monitored by the computer
and can be'displayed on the map or any of the screens.

A pair of FSR-200 Sentry R(lh(Jl~ armed wirn energy rifles
(606 damage) guard the room and never leave j[ under any
circumslanc~.

Two locked, pneumatic doors are on opposite sides of the
room. The door (A.R. 16, S.D.C. 150) on the right opens on
a sterile while hallway which leads to the ba.'le'S mini-nuclear
reactor.

The Reactor
The door at the enll of the hallway leads to the mini-nuclear
reactor and power plant. The reactor is an independent power
source and pmvide~ the bac;c with all of its electrical power. All
of the reactor'~ functions are monitored and controlled by the
base computer. If the compuler is malfunctioning or damaged,
the reactor is automatically shut down. Six gasoline powered
generators power the bac;c if the reactor is damaged or shut
down. The duur is made of energy resistam, hardened steel
(A.R. 17, S.n.c. 400, energy attacks do half damage) with a
thick layer of lead to prevent rdllialion leakage. Above the door
way in large letters are the words "DANGER: RADIATION."
To open the door the person must undergo LD. verification as
described earlier. Intruders will be illiacked by ten (10) lasers
imbedl1ed in the walls, doing 2D4x 10 damage to everyone in
a 20 foot (6 m) path.

The Other Door Down the Reactor Hallway
The hallway to the reactor has a door at the halfway point.

This metal door (A.R. 12, S.D.C. 120) has a simple key lock
and opens to reveal a huge mechanical repair and supply room.
The entire left sidc of the room is filled with every hand and
power 1001 imaginable. workbenches, a metal lathe, drill press,
computerized milt:hiniug \1I1its, an aeid hath for cleaning putts,
a small smelter for melting and molding ITlClal, and other items.
Eight met,11 rctt:k.s (:(IVer the walls on the right side of lite room.
Four are filled with spare pw1s fur the teams' double trailer
~mi, Clll'!i. robots. wt'.apOllcy and computer system. The other
four racks arc filled with necessary s\lpplies for the ba,<;e such
as oil, solvents, paper towels, toilet paper, etc.

Private Living Quarters
The door on the left of the tactical monitoring room leads 10

a two-story area of private apartments. There are eight ..p..r1mcn~
in all, four on e3ch "ide of the hallway, hUI two are empty spares
(Hellbent and Cheetah share an apartment). Each apaetment has
a roomy living room with a tclevision, VCR, laser disc player,
and stereo system. Each is furnished to refleet the occup.lfil's
personallasles. One wall of the living area is filled with video
:;creens, giving lactica! readouts and an alarm in case of an attack
on the base. A large. wmputerized holographic screen is attached
tu lhe opposiTe wall and, like a picture window. allows the
individual to view over lUO differenl s\;enes of f1ill\lrc and Ihe
vi1Ciou~ seasOilS. TIle holo-screen also has a scent replicutor
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which releases 100 different scents, like rain, ocean spray, wild
flowcrs, freshly cut grass, and so on, to correspond with the
image being displayed.

A second room off of the living area serves as a library/work
area and is typically stocked with books, magazines, a computer.
and/or items representing hobbies and personal interests.

The small kitchen has a refrigerator. stove. microwave, dis
hwasher, double sink with a garbage disposal, a set of dishes.
glasses, and eating utensil!>.

The bedrooms are also roomy, with a king-size bed, and a
walk-in closet willt built-in dresser drawers. Off of the bedroom
is a comfortable bathroom with shower, toilet, sink. and personal
hot tub. All clcaningoftheapartments is done by a reprogrammed
FSR-200 Sentry Robot.

An Alternate EntraucelExit
Al the end of the living area is another hardenel1 steel dOOr

(A.R. 16, S.D.C. 3(0) and identification and laser defense
chamber much like the one by the main elevator. Five hundred
feet (152 m) beyond Ihe door are a pair of the standard robot
guards and another he.wily annored vault door (A.R. 16, S.D.C.
500). This door is computer controlled to open whenever it
recognizes one of the Masters of Speed. The door opens to whal
appears In be a large storm drain. which is really a secret tunnel
that runs five miles (8 km) away from the base and \In(ler eight
filral roads and one highway. The slonn drain tUlinel has ~n exit
al each of the roads. II is used by the team members to sneak
in and out on foot, wilhout having 10 use the garage entrance.
The tunnel is armed with twenty (20) high-pnw~rel1laser'S every
one mile (16 km) 10 deter intruders. The lasers blast everything
in a 20 foot (6 m) area of tunnel, inflicting 306 x 10 damage
every three seconds (equal to four melee attat:ks - elTectively
an unlimited payload). Two standard robot guards (a~ described
elsewhcn;) also patrol the tunnel.

A portable mini-missile launcher can be deployed to aUack
interlopers using the tunnel. II has lhe same basic damage and
capabilities as the missile 18unche~ on the truck. except that
these mini-missiles are heat seekers and can be programmed til
home in on the bo<Iy heat of petlple and vehicles, making Ihem
-+ 3 to ~trike (especially in this small erlcJo~ure). To reenter the
base fCOm the {lars8e, thc team member must undergo another
1.0. veritication.

The Vault
A special vault is built beneath the base for holding and pro

tccting the learn's stolen millions. The secret entrance to the
vault is ill the tactical monitoring room. TIle tabletop tactical
display in the center of the room mechanically raises up to reveal
a large elevator platfonn thai descends to II small sub-basement
and II huge vault door (A,R. 17, S.D.C. 600). TIle vault door
is computer openlted and can only be opened by II learn member
whose identity has been verified in Ihe usual way. The door can
be opened manually in case of computer or e1~(:lrical failure,
but it is a long and tedious process, involving over thirty different
codes punched InlO the door's key-pad in the cnITl~(;1 sequence.

Up\:lIl opening the vault door, team melllberg arc greeted by
anothcr pair of FSR-200 Sentry Robou earrying energy cifle~

(same stats <ts the othcr~). The robots will aHempt 10 repel unau
thorized personnel. The vault is a large room with four olher
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vaull-Iike doors on either side and a blank wall at the opposite
end of the entrance. In the center of the room is a large, metal,
pyramid-shaped mound squared off at the top and surrounded
by seven video screens and seven chairs. Under each video
screen is a computer key-pad with an electronic screen stylus.
To activate the computer, a Master of Speed must sit in his
assigned seat and press his thumb to an identification plate. 1be
computer ....ill then nicker to life and valuables can be deposited
or withdrawn into that member's private vault.

Located in the back: of the pyr.tmid is a largc chUle which
opens when given tm: COrTect conunand. Stolen money is brought
in and is dumped into the chute, the computcr counts it, sUtcks
and wr.tps it into bundles of $1000 and thcn proceeds to divide
the 1001 seven ways. The money is divided equally between all
the members, but rust 30% is taken off the top to pay the team's
expenses. After it ha.c; been counted and divided equally, the
money is jettisoned into each member's personal vault, 1be
eighth vault hold.. the team's operating capital.

F.vcry six months, Fabricators Inc. 's money laundering brdIJCh
comes in and "launders" the team's stolcn ca...h and other valu
ables. lbc unlaundered cash is kept sepamte frum the member's
laundered dough (a third of which is typically inv~ted by Hell
bent). Scc the descriptions of each individual member to see
what kind of money they have. In addition to thc moncy listcd
undcr each character, the team typically has 204 X 10,000 dollars
a month waiting to be luundered.

The Grounds
Much of thc grounds surrounding the base is enclosed by a

20 ft tall (6 m) fence. Six FSR-200 Sentry Robots with synthetic
skin and capable of human speech palrOl the building's grounds
day and night. Three of the bots patrol the grounds for twelve
hours while the other three recharge and receivc any necessary
maintenance. Each has diffe~nt facial features, voice, name and
personality, but all try to avoid contact with the human employ
ees. All of them are dressed like security guards and carry a .45
Colt (effective range: 165 ftl50 m, damage: 406, payload: 6
rounds, each bot carries two spare mugazine.~). Elch is also
armed with their own internal weaponry. If the base is attacked.
all available robots will join the fray.

The Arms Machining Inc, building has also been
strengthened against possible altack. Thc walls have been rein
forced (S.D.C. 300 per every 20 ft/6 m) and the windows are
made of bullet-proof glass (A.R. 12. S.D.C. SO), On the roof
of the building are two computer controlled anti-aircraft missile
launcheno concealed as air-conditioning unilS. Each unit is iden
tical to the mini-missilc launchen> on the semi except the missilc
payload is 12. Thc missile launchers can rotate 360 degrees and
fire in a 180 degree arc.

ruur, small, retractablc 7.62 mm muchinegun lutrets are
placed at the edges of the roof (damage: 506 per round, range:
3000 ftJ914 m, pllylolld: 250 rounds). The computer controlled
guns have heat and mOlion detectOT$, as well as a radar and
targeting similar to the system used on lhe truck. These weapons
only e.ngage in case of an all-out a...sault On the building.

Character Note: Hellbent, Cheetah, and Fullbore genuinely
care about the innoccnt people who wOrk: for them and have
gone to great lengths not to jeopardize their safety, If Whiplash
should ever hurt an employee in any way, including causing the
authoriti~ to dose the shop down. Hellbent will kill him.
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Other characters
connected to the
Masters of Speed---
George Celski - Cosmet

Real Name: George Celski
Aliases: George Vinton, Geoff Dealmaker and the Cosmet Kid.
Alignment: Miscreant
Hit Points: 38, S.D.C. 35
Weight: ISO Ibs (67.5 m), Height: 5 ft, 9 inches (1.75 m).
Age: 34
Attributes: 1.Q. 14. M.E. 17, M.A. 15, P.S. 14, P.P, II. P.E.
12, P.B. 6 (was 13 - much scarring), Spd. 9
Disposition: George is a ma.<iite:r at telling lies and using people.

He is totally unscrupulous, has au oonsc:ience, and is NtbJeSS
ilt gelling what he want.'il. Those who get in his wayan:
crushed. The sc:um he wow for are like minded, He hates
Dyan Sagan (Cheetah) and longs for ,revenge. These plans
for revenge include t:ausing suffering and disfigurement.

Experience Level: Seventh (7) lcvel con man and corporate
exe<:utive.

Combllt Skills: Hand to Hand: Basic
Attacks Per Melee: Five (5)
Bonuses: + I to strike, +2 parry. +2 dodge, +2 to damage,

+2 to puWrol1 with pvnch, fall, (K impact, aM critical strike
on a roll of 19 or 20.

Other Bonuses: + I to save '15 psionic attack
Super Power Category: None -just an evil man with corporate

knowledge and power.
Education Level: Master's Degree
Scholastic Bonus: +30%
Skills of Note: Computer operation 98%, computer program

ming 98%, biology 98%. basic and advanced mathematics
98%, chemisll)' 98%, analytical chemistry 98%, language:
French 98%. Spanish 98%, Gennan 98% (native language is
English 9M%).

Secondll.T)' Skills: W.P. knife, W.P. revolver. body building,
swimming 90%, land navigation 6()%, first aid 75%. pilot
automobile 98%,

Appearance: An unimpressive looking fellow who is balding
prematurely, and has several scars from operations to fiX his
smashed face.

Occupation: Former chemist turned professional criminal.
W~pons: Sc:ldom uses anything other than a revolver, but can

get whatever he might want.
Vehicles: Personally owns a Jaguar. but can get whatever he

needs, including pilOts.
Body Armor: Seldom has any need for armor, but can get

anything he might need.
Money & RaiQurces: George personally has about a half million

dollars and an annual salary of about S200,OOO. He has been
promised a vice president's position with Cosme! and a 50
million dollar bonus if he can capture Dyan Sagan and 8et
the formula for super speed.

He may enlist the willing services of mercenaries, bounty
hunters, and criminals (super and normal), as well as dupe
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heroes into helping him. He is likely to ally himself with all
sort of M:um to find Dyan Sagan, gCllhe formula. and extract
his revenge.

Spike the Monkey

You might ask what ever happened 10 the monkey, Spike.
The little bugger was captured hy the aulhorities Ilnd given 10
Doctor Feral at the Bio-Spawn corporation. The Doc decided 10
subject the little fellow 10 his own unique animal mutation exper
iments. resulting in giving Spike human intelligence. human
speech, and animal psionics. However, beforeDoc!orFeral could
auach his control collar, Spike made a break for it and esc8IX=d.

Since then, Spike has used his powers for revenge. He has
waged a one monkey war against Cosmet, breaking into the
laboratories, causing vandalism, freeing test animals, and caus
ing all sons of mischief. He haleS Celski and spies on him often.
If Cheetah was ever captured, Spike would try to free her.

When not instigating trouble at Cosmet, he's anacking other
animal test labs and smugglers who import animals, (especially
endangered species) to sell as pets, for experiments and for their
fur. Spike subscribes to a national wire service, is a member of
nine differenl animalJenvironmenlal activist groups and is linked
to three computer networks through his fake identity of Samson
Simian. This was arranged through his four stooges who front
for him. They have never seen Mr. Simian, but believe he is a
mysterious underworld figure who can mentally possess animals,
like his favorite pet monkey (Spike). The four men are complete
bozos but loyal to Mr. Simian/Spike, To keep them happy, Spike
occasionally steals money and valuables, usually from the com
panies he ha.~ directed his vengeance against.

Tbrce of his gDons are third level thug-muscle, while the
fourth is a second-rate, fourth level thug·con man (see Heroes
Unlimited, page 228, the quick roll villain). These are his ser
vants, lind protectors, sent out to fence stolen goods, gather
infonnation, drive him places, bUy him things, and so on.

Real Name: Ecffm
Aliases: Mr, Samson Simian and Spike
Alignment: Anarchist
Hit Points: 28, S,D,C. 26
Weight: 15 Ibs (6.8 m), Height: 2 ft (u.6 m), plus a two foot
long tail, Age: 6

JlS

Attributes: LQ, 12, M,E. 12, M.A. 12, P.S. 7, P.P. 14, P.E.
17, P.B. 10, Spd. running 20, climbing and swinging from tree
branches 28.
Disposition: Spike is a loner, partly because he doesn't trust

humans, and partly because he's an intelligent monkey. He
is a crafty, sneaky, manipulator of people. He puts on a great
front lind is totally convincing as a human on the telephone.
Although he has never killed a human, he is certainly capable
of it, especially if cornered. He loathes Celsk.i and most of
the researchers at Cosme!. Dyan Sagan, alias the Cheetah, is
the only human he considers a friend. He has figured OUI that
the Cheetah and Sagan arc one and the same, but has no
reason to contact her - he ha..; his own agenda.

Experience Level: Fourth (4)
Combat Skills: Hand to Hand: Basic
Attacks Per-Melee: Five (5)

Bonuses: +2 on initiative (people are usttally stunned that it's
a monkey causing the trouble and urklerestimate his abilities),
+2 to strike, + 3 parry. + 3 dodge. + 3 to pull/roll with
pum.:h, faU. or impilf,;t.

Combat Note: Punches and bites only inflict I D4 damage.
Olher Bonuses: + I to save vs magic/poison
Super Power Category: Mut:lnt Animal '(with super speed)
Major Super Abilily: None
Minor Super Ability: Ex:traordinary speed
Animal Psionics: Animal control (other monkeys), telepathic

transmission (mental speak), mind block, and bio-manipula
tion.

Animal Powers: Bite doing 104 damage, advanced touch, pre
hensile tail and feet.

Education Level: Self taughUstudied humans
StholasUc Bonus: + 15% for monkey skills, plus 10% from

advanced touch on many skills, including secondary sk.ills.
Skills of Note (monkey): Land navigation 68%, wilderness sur

vival 70%, general athletics, climbing 84%196%, prowl,
swimming 90%, and acrobatics (sense of balance 75%, walk
high wire/tightrope 85%, climb rope 96%, back flip 75%,
prowl 55%).

Secopdary Human Skills: W.P. knife, W.P. automatic pistol,
computer operation 85%, computer programming 65%, pick
locks 60%, palming 50%. basic mathematics 86%, language:
English and Spanish 70%, and Hrst aid 75%.

Appearance: Looks like a two foot tall spider monkey with an
intelligent and human expressive quaJity to his face.

Occupation: Animal activist and small-time crook.
Weapons: Uses a .22 automatic pistol because it is small and

light. Re1ie~ on his powers.
Vehicles: Personally owns a Jaguar, but can get whatever he

needs, including pilots.
Body Armor: Seldom has any need for annor, but can get

anything he might need.
Money & Resources: Only steals what he needs, mostly to pay

his four thugs. Typically has 2D6x 1000 dollars in cash on
hand.

•
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The Sentinels of Liberty and Justice (SLJ)
A Super Hero Team

The Sentinels of Libeny and Justice (SU) are a super hero
learn sponsored by the United Slates govemmenl. Each member
was either a superhuman hand-picked by the government or
specifically created by the government as special oper.ttives
(oneD volunteers for human augmentation).

They nOI only perfonn special servil.'eS for the government,
assist in the S.C.R.E.T. program. and work willi all law enforce
ment agencies. but are also a successful puhlic relations tool
both at home and abroad. Allihe members are patriotic zealots.
except for Minuteman who detests his moniker and the "corny"
costume he has 10 wear. He is conswlIly being ~primanded by
Patriot and their govemmenl sponsors for embaIT4ss-ing the leam
and the country. With the exception of Minuteman. their images
are squeaky clean and repn:sc:nl freedom, justice, and the Amer
ican way. Only Minuteman is a continuing P.R. nightmare. He
is 100 outspoken, rude, and independent. Some consider him a
loose cannon and a troublemaker. But despite his less than chann
ing personality, he is a loyal American and a lOp agent who has
proVC:II his valor te_n times over.

Tilt leam is lLo;OO abroad mO,\o(ly 10 protect U.S. interests amJ
cilizens when explosive political unrcsi and armed confliets
erupt. They are also scm into sit\lations where it is too risky or
costly to senti military uoops, or where their special talents are
more suited for the job, like combating !>uper villains, 1be team
is occasionally Icnllo foreign agencies 10 assist in the war against
international terrorism, drug lr.tfficking and criminal organiza
tions.

The govemment has insi:ited that the Seminels of Libeny and
Justice are a peace keeping force and will never be involved in
espionage and C(lvert uperatiulls that could be construed as sub
versive to other governmenL... TIley have issued stillemenl\; con
demning such "unfair and reprehensible actiuns <lgainst our world
nc:ighbors." However, that's only the official line. lbe SU have
been involved in their f;,ir "hare: of covc,n activities, Of COllr1t,

whC:lI 011 coven missions. the SU do,,'1 wear lheir u.'mal star
!'fWl8lcd costufTK'S and, if c.wghr, the govcmment will diSlivow
any knowledge of their involvement, condemn their actions. and
publicly denounce them as "rogue" agents.

The tcam mcmben; are: Patriot (t:hc team leader), Minute
man, ."'lagwaver, Constitution, and the lwins Slars and
Stripes. Thcir true identities are lOP secret infonnatinn 10 prevent
any reprisals against their friends and loved oncs. The tl:&.I1I has
been operating for five year,; and has accumulated lUI impressive
record of hemics ami triumphs against super criminals. They
have become media darlings. The public loves eaL"h and every
une uf lhese guys. especially PairiOl, Stripes and Minuteman.
So docs the government, at least while everything is coming up
rose". The SU's government laison is Rnhert Fitzgibbons.
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By Kevin Long

Patriot -
SLJ Team Leader

Michael Tarot is a mutant, bom with his superhuman powers.
He is the son of Mitchell Tarot, a powerful U.S. Senator. Senator
Tarot is the head of many govemrncnt commillees dealing with
military appropriations and mismanagement. It was the SenalOr
who frrst suggeSled the creation of the S~ntin~lsofLibrrry and
JU$tic~ and has supported the S.C.R.E.T project.

Michael inherited many of his patriotic ideals and beliefs from
his father, a patriotic zealOi and an amazingly honest politician.
Other than his father (his mother passed away ten yean ago),
Michael's family knows nothing about his super abiJities or his
identity as the Patriot, and he plans on keeping it that way. The
less they know. the less likely his enemies will harm them.

When Michael applied for the job with 'the Sentinels, he was
accepted without any influence from his father. In fact, the
Senator absl.ained fRlIIl voting in regard 10 his sun'S acceptance
and position within the SU. Michael loves the Ilotion of being
a chwnpion of justice and serving his counny. The only thing
he docsn't like aboul the work are the covert missiOlIS (whic.h
bedcplores). However, he is a dutiful citizen who does whatever
his country asks and puts his faith (misguided as it may be) in
the hands of its leaders and god. Actually, his feelings in this
rt:gard are con$ide~ mo~ often lbaIl one mighl imagine and
has kept the team away from many unsavory assignments.

PatriOi feels completely responsible for the well-being of all
the learn members. He's very paternal and would feel terrible
if any of them were captured or killed. He is a capable and
decisive leader and enjoys the respecl and trust of his Icmullates,
with the exception of Minuteman, whu believes that he'd make
a better leader. Patriot will not send his teammates on any a...... ign
ment that he would nut ii.<."Cept himself and will fighl to the death
to protect or save them. He is good at strutegy ar\d tactics. knows
how 10 ll$e his te&m'sstn:.ngths, and knows when to relrut. As
a team. they an= all eJ[~mdy well oiled machine that alwilYS
seems to come out on top.

Real Name: Michael TIlrOI
AIia.sa: Too many to list - used as authorized
Alignment: Principled
Hit Poinlli: 60. S.D.C. 187
Weight: 221 Ibs (99.5 kg), Height: 6 ft, 3 inches (1.9 m), Age:
29
Attributes: I.Q. 18, M.E. 25, M.A. 29, P.S. 28, P.P. 18, P.E.
26, r .•. 20, Spd. 16.
Disposition: Extremely patriotic, truthful. honest. good heaned,

and courageous. Loves his country and believes in its govem
menl - right or wrong. Very serious, business.likc. and
decisive as a leader. Loves his role in !he Sentinels and wlIS
born to lead. He doesn't like Minuleman or understand his
belliCOliC attitude.

Experience Lenl: Tenth (10)
Combat S.kI.lls; Hand to Hand: EJIpert



Attacks Per Melee: Seven (7)
Bonuses: +4 [0 Slrike, + 7 parry, + 7 dodge, + 16 damage,

+ II to pulUroll with punch, fall, or impact, and + I to strike
with body block/tackle (does ID4 damage). He can pin/in
capacitate a foe on roll of 18, 19, or 20. Critical slrike on
an unmodified roll of 18, 19, or 20.

>
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Carl Treager is a mutant who discovered his incredible growth
ability as a teenager. He was successful in keeping his power a
secret until his fourth year of college while playing football
during a nationally televised bowl game. His team was up by
lWO points, with only seconds left in the game. The other learn
dmve to the 15 yard line and readied themselves for a field goal
to win the game. The ball was snapped and kicked perfectly
towards the uprights. Suddenly, Carl grew to nearly 20 ft (6 01),

ripping clean out of his uniform, and blocked the kick with his
chest. Horrified at what he had done. Carl quickly reduced
Ilimsclfback to nonnal and raced to thc locker room. Hisamazing
feat had been captured by the television cameras and beamed
into millions of homes across the country. The other team was
awarded the game, Carl was banned from participating in the
NFL draft, and was hounded by the press. In a matter of seconds,
his career was destroyed and his life had changed forever.

Constitution (SLJ)

Kick attack (106 damage), crush/squeeze (lD4 damage),
Judo style body throwlflip (I D6 damage and the victim loses l
initiative and one attack), paired weapons, and entangle. Pat-
riot can leap 22 ft (6.7 01) up or lengthwise.

Other Bonuses: 96% to evoke a feeling of trusUintimidate, 50%
to charm/impress, + 22% to save vs COO1afdeath, +5 save
vs psionic attack, +6 save vs poison/magic.

Super Power Category: Mutant
Mlljor Super Ability: Karmic Power (see the complete descrip

tion on page 185 of Heroes Unlimited).
Minor Super Abilitic:!i: EXlraordinary mental endurance, ex

traordinary mental affinity, and eXlraordinary physical endur
ance.

Unusual Physical Characteristic: None
Education Level: Master's Degree
Scholastic Bonus: +30% + 4% 1.Q. Attribute Bonus
Skills of Note: Criminal science/forensics 98%~ paramedic 98%,

Pilthology 98%, computer operation 98%, hiol08Y 9R%,
analytical ehemisby 98%, basic mathematics 98%, advanced
mathemiltics 98%, wresllirlg, Olnd gymnastics (ser1se of bal-
ance, climb rope, climbing, back flip, prowl-all at 98%).

Secondary Skills: Body building, runrting, swimming 98%,
general athletics, navigation 98%, read sensory equipment
85%, escape artist 75%, language: Frem.:h 98%, pilol au
tomobile 98%, and pilot motorcycle 96%.

Appearance: Charismatic, handsome, blue eyed, muscular,
blonde. He wears his now famous smr-spanglcd costume.

Occupation: Full-time, government sponsored and controlled.
imernational crime fighter and super agent.

Weapons: Seldom uses any. Tends to rely on his own strength,
speed. agility and wits.

Vehicle: Supplied by the governmem as needed.
Body Armor: Supplied by the government as needed.
Money: He's paid a comparatively low, annual salary of lOO,(X)()

dollars, but he's not in it for lhe money or the glory - only
to keep people the world over (especiaJly Americans) safe
and free.

Note: Senator Tarot is always pitching for the team and will
come to their aid in the way of personal and political support,
funding, and positive media coverage.
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Fonunately, Raben ....itzgihhons wa.~ watching the game and
contacted the young man with an offer to work for Uncle Sam
as an agent for the newly fanned Senlinels of Uberty and Justice.
Carl passed his tests and examinations and became the SU's
second full-time member. He, like most of the others, is a fanat
ical patriot who believes his job is an imponant one. His best
friends within the group are Patriot and Aagwaver. He doesn't
underslanct'Minuteman's sour attitude but respects his fighting
abilities and enjoys his stories about the Vietnam war.

Real Numc: Carl Treager
AlIgnment: Scrupulous
Hit Points: 58, g,D,C. 227
Weight: 260 Ibs (117 kg), Height: 6 ft, 6 inches (1.98 m), A2e:
25
AttTihul~: I.Q. 13, M.E. 11. M.A. 10, P.S. ~4, P.P. 25, P.E.
25. r.B. II. Spd. 29.

Disposition: Extremely piltriolil:, truthful, honest, good heaned.
and courageous. UlVCS people, loves his country and believes
in its government. He is a jovial and good natured person
who always has a smile on his face and a kind word on his
lips. His only detr.v..:ting features are his occasional puns and
the practical jokes he plays on his fellow teammates. He looks
up to Patriot, likes all the others, and knows that, deep down,
Minuteman is a good person (albeit. real deep down).

";xpuicncc Level: Eighth (8)
Combllt Skills; 1I'lm.l1O Halld~ F.xpen
Attacks Per Melee: Eight (B)
Bonuses: +2 on initiative, +7 to strike, + II parry. + II

dodge, + 19 damage, + 10 to pulVroll with punch. fall. or
impact. He can pinlinclIpllcilllte on a roll of lB. IY. or 20.
lind deliver a critical strike on lUI ullmodified roll of 18,19,
or 20. Kiek (106 damage). crush/squeeze (104 cJalllagt).
JucJo slyle body throwfflip (ID6 damage and Ihe victim Io.~s

initiative and one anack), paired weapons. entangle, ancJ he
can leap I~ ft high (5.5 m) and/or lengthwise.

Other Bonuses: t- 20% save vs coma/death and +5 save vs
poison/magic.
Super PoweT Cate~ory: Mutant

Major Super Ablllty: Growth (~e page IR4 of Heroes Villi·
miltt! for full dctails). Bonuses when ConstiHltiOII is 20 fu6
III tall: +2 to strike i\lld parry, specd is doubled, P.S. is
increased by 13 points, add 260 to S.D.C. and 650 pounds
to his weight. Penalties: -4 to dodge.

Minor Super Abilitie.<il: Extraordinary physical prowess, ex-
traordinary physical elldllrancc, and healing factor.

Unusual Physi('~1 ChliTlicterlstlc: Stocky
EdUClition Level: Four Years of College
Scholastic Bonus: + 20%
Scholastic Skills: Mechanical engineer 9R%. locksmith 95%,

automotive repair 91%. robot mcchanics 4.5%. robot elec
tronics 45%. dectrical engineer 98%, S\lrveillnnce systems
9M%, computer repair 95%, boxing, and gymnastics (SCIlSC

of balance 98%, climb rope 98%, c1imhing 98%, back flip
98%, prowl 95%).

Secondary Skills: Budy building, running, swimming 98%,
general uthletics, navigation 95%. read sensory equiplIlcm
75%, advanced mathematics 92%. litst aid ~.5%, pilot au
lomobile 98%, pilol truck 88%.

Appt~llTlllltt; MOllSY brown hair, brown eyes. lu.ll/stocky build.
Umlerwenl plastic surgery to help conceal his "'.Ie identity.
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Wears a specially designed costume that increases and de-
creases in size with his power to grow. _

Occupation: Full-time, government crime fighter and super
agent.

Weapons: Seldom uses any. Tends to rely on his own strength,
speed, agility and wits.

Vehicle: Supplied by the government as needed.
Body Armor: Supplied by the government as needed.
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Money: He's paid a comparatively low. annual salary of 80.000
dollars, but he's not involved for the money or the glory 
only to keep people the world over (especially Americans)
safe and free.

Flagwaver (SLJ)
Jimmy Oaviglle was the thint person to join the Senlinels of

Liberty and Justice. He was II native of Boston and became a
crime-busting vigilante when his mutant ahilities suddenly blos
somed in his teens. However. his career as a vigilante came 10

a scrocching halt when be was captlJmI by the police and charged
with assault and battery for beating up a bank robber he had
surprised in the act of 3 holdup.

Robell Fitzgibbons was tOntacle<! by the local authorities who
didn't know CAill.:lly what to do with a super powered youlh.
The police chief had heard aboul some kind of Federal superhu
man recruitment program and thought the well meaning Davigne
might be an excellent candidate. After a brief meeting, Fitzgib
bons agreed. He was impressed by the lad's honesty. his desire
to right the wrongs of the world. and his fervent patriotism.
Fitzgibbons arrungcd for Jimmy's release and invited him to join
the Sentinels, much to Jimmy's delight.

Real Name: Jimmy Davigne
Alignment: S<.."t\Ipuloos
Hit Pointe,;: 48. S.D.C. 52
Weight: 195 Ibs (IUS kg) Height: 6 feet (1.83 m). Age: 23
Altributes: I.Q. 15. M.E. 7, M.A. 10, P,S. 20, P.P. 9. P,E.
13, P.B. 16. Spd. 28.
Disposition: Extremely patriotic, truthful. honest. big heaned,

and courageous. Lovcs his counuy and believes in its govern
ment. Very serious about his role in the Sentinels and as a
:iymbolto other black youths. "Thoroughly dislikes Minutcman
and wishes he wa.c; off the team. BoIh men SQuabble often,
but work well lIS a team.

Experience Level: Sevenlh (7)
Combat Skills: Hand to Hlilld: Expen
Attacks Per Melee: Seven (7)
Bonusa;: +210 Slrikc, I 7 pany. +I> dLll.lge, + 5 damage. T 5

to pull/roll with puoch, fall, or impact. and is +I to Strike
wilh body block/tackle (does 11)4 t1itlll;'lgC). Kick (106 dam
age), paired weapuDS, entangle. critical strike OIl as} unmod
ified roll of 18, 19, or 20.

Other Bonuses: Bonuses when gliding: An additional +2 to
strike, patry. and dodge.

Super Pown CategQf'"Y: Mutalll
Major Super Ability: Control elemental foree: air
Minor Super Abilit)': Right: glide
Unusual Physical Characteristic: Ambidextrous
Education Level: Four Yc~ (If College
Scholastic Bunus: + 2O'l>
Scholastic S.IdIIs: Computer operation 98%. computer program

ming 95%, languages: Freoch. Gemi8Jl, and Russian, e.:h
at 98%. boxing, and body building.

Serondary Sldlls: Running, swimming 98%. general athletics,
prowl 9RIJ>, navigation 90%, ~vanced mathematics 90%.
pick locks 70%. first aid 80%. pilot automobile 98%. and
pilot saiU>4)a! R4%.

Appeu.nmce: Good looking African!American with green eyes
;1I1d slc:ndcr but musc:u1ur buill.!.
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Occupation: Full-time, government crime fighter and super
agent.

Weapons: Seldom uses any. Tends to rely on his mutant powers,
speed, and wits.

Vehicle: Supplied by the governmem as needed.
Body Armor: Supplied by the government as needed.
Money: He's paid a comparatively low, annual salary of 75,000

dollars, but he's f}(l( involved for the money or the glory
only to keep people the world over (especiaJJy Americans)
safe and free.

Minuteman (SLJ)
Fnmk Poole was the fourth pen;on In be assigned to the Sen·

tinels of Liberty and Justice. Fitzgibbons was never entirely
happy with this decision, hut thc military leaders wanted Poole
becau~e of his combat experience and unique powers. Poole got
his powers as a result of a military experiment to produce a
super-soldier in the late sixties. He volumecred while drunk.
The eJlperiment was a success with all ten volunteers, but Poole
is the only one believed to still be alive. Two others are missing
in action and the rest died during the war in Vietnam.

Poole was a military specialist in 'Nam and was later assigned
as a covert agent in Special Forces. He was caprurcd in Cambodia
in 1972, br.tnde<l a spy, tortured and abused fur three years
~fore escaping. He returned Sl1lteside, was debriefed, underwent
reorientation, and given an honorable discharge. He applied fur
a position with the CIA and was hired. Frank worked for the
Agency for the next six years, slowly growing to detest the
burcaucrtltic red lape and deception. He was still bitter over the
incident in Cambodia (nobody tried to rescue him) and had l05t
faith in the system. He finally left the Agency and spent the
next few years wandering the country. In his tnivcJs he met I()(s
of great people. many of whom are slill friends.

As the years went by, he began to yearn for !he adrenaline
rush and danger that his former life offered. That's when he was
contacted by the Feds and offered a JXIsitioll within the SU.
When Frank agreed to join. he was assured that he would be
the team leuder, but tha! never happened. More governmenl
mumbo-jumbo. 11 wok all of Fiugibbons' persuasive powers (0
gel him 10 "lay, hut Frank. has never Ixcn h~II)JlY with the situation.
His flnw remark WllS. ''Yeah, okay. I'm in. Shit. jus' like 'Nam.
The !lC:tge3JlI with the experience leudin' Wine green hom lieuten
i'", hy the hand." As a resull. he resenL~ and dislikes Pattiol and
his "boot licking buddy:' Aligwaver.

He is especially s\,lriy and nbnoxious after be·s been drinking.
Most of the other team members see Minuteman as a mean
bitter, glory hound whose drinking h disgraceful and his attitude,
COtJnlcr.pmductive. What they don't know is that Frank's foul
moods ~ f;lt~ by violent chronic headaches, which he's
experieoc.cd ever since his e.sca~ from Cambodia. Of course,
the fool has never told anybody about them and they are geRing
worse. He drinks bc<.:ause the booze seems to help deaden the

pain and wa.~h away unwamed memories. It doesn't excuse his
boozing or meanness, bIll docs help to explain it.

Frunk's boozing. shooting off his mouth, penehanl for going
off on hi~ nwn, and dislike toward Pmrim and Flagwaver huve
gotten him in trouble with his superiors. Once dl1ring a mediu
news conference given hy Fiugibbons and lhe Sentinels. Minute·
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man showed up drunk and, on national T.V., badmouthed the
President and his foreign policies (made big points with the
viewing audience but not with the Man). His insubordination
and insolence have given his superiors reason (0 revoke his
membership in the SU. However. he is a hero, having eJlhibited
exceptional bravery on many occasionsand has endeared himself
to the public. Furthermore. his teammates have never asked to
expel him. Poole's experience, fighting abililies, coolness under
fire, and brdvery have pmven tn be a va/uable a...se( lime after
time. So, for the moment, he stays.

Real Name: Fran.k Poole
Alignmenl: Anarchist
Hit PolnL~: 47, S.D.C. 240, Natural A.R.: 13

WeiKhl: 201 Ibs(90 kg), Helghl::5 ft. 9 inches ( 1.7:5 m),.Age: 37
Attributes: l.Q, 11, M,E, 18, M.A. 6, P.$. 29, P.P. 21, P.E.
20, P.B. 13, Spd. 37. ,
Oll'ipnl'illlon: Surly. cocky. and arrogant. A shQw-off and glory

hound who has wormed his way into the hearts of the public.
Extremely independent, prefers working alone and dislikes
authority. Hates being told what to do. But he is also loyal.
patriotic and brave.

He likes to drink heavily and tell stories about his days in
Vietnam. He hales Patriot and Aagwaver, but respects their
fighting abilities. Likes Constitution, especially his sense of
humor, but his favorit~ an: the twins, particularly Andrea
(Stripes). and feels very falhcrly towanJs her. lie thinks
Fitzgibbons is 8 clod and government stooge. Frank. always
has It snide remark. about "Old Man Tarot," Pamol's father.
but secretly ooids the Senator in the: highest esteem and, 10

the astonishment of everybody, always treats him with the
utmost respect and dignity whenever they meet. Later he'll
pretend that he was just brown·nosing the "senile old man."

Experience Level: Eighth (8)
Combat SkiUs: Hand to Hand: Manial Artist
Attacks Per Melee: Eight (8)
Bonuses: +5 to slrik.e. +7 parry, +7 dodge, + 14 damage.

+4 to p\11Vroll with punch, fllll, lIT impact, + 1 tn strike with
body block/t'lcklc (does I J)4 damage). Criti<.:al strike 011 all

unmodified roll of 18. 19, or 20, Kardle kick (108 damage),
jump kick (critical strike), paired weapons, and entangle.

Other Bonuses: + 2 10 save vs psionic!.'. -I 3 save V!O poiM>nI
magic. and + 10% save Vi coma/death,

Super Power Category: F.xpcrimcnl (Super-Soldier)
MInor Super Abilities: ExtraonJimuy physic::al prowess and

clock. conlrul (spc:<-iaJ - appeared after tbe escape fmm Cam·
bodia).

Super-80ldier f'eaturero:
I. lnvulnernbiliTy (special): Skin has A.R. 13, an opponent's
roll to slrik.e must be J3 or higher to inflict damage.
2. Dinnic Implants to increase P.E. and strength
3. Physical Tnmsfonnatioo iocreasing speed and strength.
Noc:e: All super·soldier features have been induded in the final
alfrihules and txmu.'ies.

Education Level: Military Specialist
Scholasdc Bonus: +20%
SkllJs or Note: L)f,:;tcct amhushes 95%, detect concealment 85%,

intclligence 86%, interrogation 95%. tracking 85~, wilder
ness survival 95%. W.P. fafBct. W.P. paired weapons, W.P.
uutomutk pistol, W.P. semi· & fully automatic rifle, W.P.
suh-maehinegun, W.P. energy pistol. W,P. energy rifle.

,
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Secondary Skills: W.P. chain, W.P. knife, W.P. sword, general
athletics, body building, climbing 98%, running, land naviga
tion 64%, piiOi automobile 98% and pilot helicopter 88%.

Appearance: Dark hair with greying temples and vivid blue
eyes.

Occupation: Full-time government agent.

Weapons: May use any variety of weapons depending on the
assignment. His typical arsenal includes a pair of Sais (106
damage), a pair of authentic Katana... (306 damage each 
samurai swords), one Manriki-Gusari (lD8 damage), eight
(8) Shurikens (104 damage each), two eggshell bombs (no
damage: victim muSI roll against poison gas which blind vic
tims; -6to strike, parry, and dodge), a .45 Colt pistol with
6 round magazine (406 damage per round) plus two (2) spare
mil[!.ilzines holding 6 munds cacho Hc's also fond of energy
weapons.

Vehicle: Supplied by thc government as needed.
Body Armor: Supplied by the government as needed, but he

seldom wears any, complains that it slows him down.
Money: He's paid a comparatively low, annual salary of 75,000

dollan; and I;omplains about it constantly. He says it's evi
dence of how cheap the government is. He feels they should
all be making three or four times more. Stays in the SU
because it makes him feel impmt.l.lnt, needed, lind bet:lluse I)f
the ~n.ol\al glory and appreciation he gets from thc American
dtizens. He really does believe Ihal lhe leam can make a
difference.

Stars & Stripes (SLJ Duo)

Stars and Stripes are twins whu are psionically linked. When
one twin feels pain or happiness, so does the other. They will
often say the same thing or scratch an itch in the same spot, at
the same time. They are rarely seen apart. However, since each
can feel the emotions of the other they have little privacy and
find themselves emotionally dependent uJXln each other.

Andrew and Andrea were orphaned at a young age and passed
from one foster hOllle to another. They were often rejected be
cau!;C ofthcir unnatural bond ,md Slr.mge power!>. Bcing hounccd
arounu WilS very lraumatie and led them to believe they would
never be loved. That changed when they were adopted by SiSler
Anne., <t retired miniSler. She loved them like they were her own
and taught them self worth. She also helped them not to fear
their power.;. but to embrace and undcr!\tand them. She passed
a.wa.y when the twins were sixteen, breaking both of their hearts.
Defoce her death she had conta(;ted Ru~rt Fitzgibbons who
offered them It new hume alld family with thc Scntinels ofLibcrty
and Justice. After thinking it over. they acccplcd and became
the fifth /lnd sixlh members of [he team.

Special Psionic Power of Psychic Union

Available only to Stars & Stripes,
not suggested for playCl" chaf.llcters.

The twins arc both nalurnl psionks and are fonuidable in thcir
own right. However, their gre<tleSI power i!\ the ability to combine
their T.S.P. poinL~ and share/use each other's pSionic powers
when holding hands. Purtbenlloce, the union add... an extra 40
'-S.P. poinL" (must be holding hands). Although e,u;:h is only

125

fifth level, when they hold hands, their powers are at the equi
valent strength of a tenth level Psionic.

On the down side, both reach the next experience level at the
same time but each needs twice as many points as nonnal in
order to reach the next level. If one twin dies the other will go
into a coma, but will eventually recover, with all of his or her
skills, combat bonuses, psionic anacks per melee, hit points,
and I.S.P. cuI in half, and initiative will he - 3. All changes
are permanent.

Stars
Real Name: Andrew Saiyama
Alignment: Scrupulous
Hit Points: 36, S.D.C. 68
Weight: 1451bs(65 kg), HeiKht: 5 ft, 6 inches (1.68 m), Al:;e: 19

Attributes: I.Q. 14, M.E. 15, M.A. II, J1.S. 16, P.P. 20, P.E.
15, P.B. 17, Spd. 19.
Disposition: Friendly and polite, yet very intense. Very patriotk,

loves his country. Likes all the members of thc Sentinels,
but i!\ c10!iest to Minuteman. Looks up 10 Fronk Poolc and
hOpes to someday be as good Illi him in the martial arts. Poole
has promised to teach him how to fight with it sword.

Experience LeYel: Fifth (5)
Super Power Category: Natural Psionic
Psionic Powers: I.S.P. 94 and the powers of telekinesis,

pyrokinesis, mind bolt, hypnotic suggestion, resist cold, resist
fatigue, resist hunger, resist thirst. and summon inner
strength.

Psionic Altacks Per Melee: Four (4)
Combat Skills: Hand to Hand: Martial Artist
Attacks Per Melee: Five (5)
Bonusa: +5 to strike, +7 parry, +7 dodgc, + I damage, +7

to pulUroll with punch, fall, or impact, and + 1 to strike with
body block/li'lckJe (doe~ ID4 damage). Karatekick,OD8 dllm
age), jump kick (critklll slrike), i'lnd entangle.

Other Bonu.ses: Ability to charm/impress is 35%.
Education L,cvcl: One Year of College.
&;:holastic Bonus: + 10%
Scholastic Skills: Computer operation 90%. computer program

ming 70%, climbing 98%. prowl 88%, swimming 92%, gym
nastics (liense of balance 80%, climb rope 88%. back f1ip
98%, and leap 12 ft/3.6 m verticaJly and hl)n7.lln1.l1l1y).

Secondary Skllls: General athletics, body building, running,
land navigation 56%, pick locks 55%, and pilot automobile

96%.
Appearance: Handsome Japancse/American YOUlh.
<k-eupalion: Full-time government super hero/agent.
Weapons: Seldom uses any. Tends to rely on his psionic powcrs

and wits, but desires to learn swordsmanship.
Vehicle:: Supplietl by the governmcnt a.. needed.
Body Armor: Supplied by the government as needed,
Money: He's paid II \':ompitrlilively low, annuallialary of75.00u

dollars, bl,lt he's not involved for the money or lhe glory.
WWlts (0 help others.
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Stripes
Real Name: Andrea Saiyama
Align.rnent: SCrupulous
Hit Point'S: 34, S.D.C. 57
Weight: 125lbs (56 kg), Height: 5 ft. 4incbcs (1.63 m), Aae: 19
Attributes: I.Q. 20, M.E. 22, M.A. 17. P,S. 11, P.P. 8, P.E.
11. P.B. 18. Spd. 22.
Disposition: Friendly and polite, y~1 eXlremely quie[ and shy.

Very patriotic. loves her country and is buppy (0 be ahle to
usc bet puwers rOt good.

She likes all the mcmbt:rs of lhc Sentinels, bul hi <:IoseSI
to Min~llef1lan, who ueats her wilh piiriencc lind gentleness.
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He is the father she never had. and calls her his "linlc but
terfly." She understands why !he others dislike him, hut hopes
they will one day Stt the kinder side of this gentle man that
she is .so familiar wilh. She and her brolher can relate 10

Fnmk Pilule because they know what iI's like 10 come from
a tortured pas!.

Expericm;e Level: Fifth (5)
~innk Powers: I.S.P. 113 and the powers ofbio-marupulHlion,

bio-n:geoer.uion, telepathy. sixth sense, detect psionics. mind
block, see 8UJ11., tutw. recall. and i'lpeed~,

Sup« Power Category: Narunt.l Psionic
P5ionK: Attacks Per Melee: Four (4)



Combat Skills: Hand 10 Hand: Mania! Anist
Attacks Per Melee: Five (5)
Bonuses: + 2 to strike, + 3 parry. + 3 dodge, + 6 to pulUroli

with punch, fall, or impact. Karate kick (108 damage), jump
kick (critical strike). and entangle.

Other Bonuses: +4to save vs psionic attack; ability to channl
impress 40%, and to evoke a feeling oftrustlintimidate 45%.

Education Level: One Year of College.
Scholastic Bonus: + 10% + 6% I.Q. Bonus
Scholastic Skills: Computer operation 96%, basic and advanced

mathematics 96%. biology 76%, chemistry 86%, analytical
chemistry RI%. climbing 98%. prowl 94%. swimming 98%,
gYIlUlastics (sense of balance 86%, climb rope 94%. back
flip 98%. and leap 12 ftl3.6 m vertically and horizontally).

Setondary SkiDs: Body building, running, cook 74%, land navi-
gation 56%. pick locks 55%, and pilot automobile 96%.

Appearance: Reautiful Japanese/Americ.an youth.
()«upation: Full-time government super hero/agent.
Weapons: Seldom uses any. Tends to rely on her psionic powers,

intelligence and her brother.
Vehicle: Supplied by the government as needed.
Body Armor: Supplied by the government as needed.
Money: She's paid a comparatively low. annual salary of 75,000

dollars, but she's not involved for the money or the glory.
Wunl>; In help olhers and be pan of a family.

Robert Fitzgibbons
The SLJ's Government Liaison

Robert Fitzgibbons appointed by the President, is Ihe govern
ment liaison for the Sentinels of Liberty and Justice. Officially
he is thc head of a governmental program known as S.A.T.A.R.
(Superbt:ing Acquisition. Training. Assimilation and Rebirth).
The concept behind the program is to identify, record, and recruit
superbeings to become government agents. The SU is the ftrst
test team to be deployed ouu;ide of me separate, but related,
S.C.R.E.T program. TIle success of the SU will affect the
creation of similar teams. After five years of good to excellent
results. there is talk uf t-TI:-ilting it ~olld learn, an(l 3 (I07.en

.o;upcr human.o; arc currently used as freelance agents.

A furmer U,S, AmbilSsa.dor to France and Japan, Fitzgibhon.o;
retired from the diplomatic corp six yean; ago and was un tht:.
verge of a breakdown due to boredom when lhe Pregident called
with lhe offer. He accepted, and within eight months, had put
together the Sentinels of Liberty and Justice. He wa~ chosen for
this post because of his public relations background and his an
of persuasion. He is a tenacious and hard working fellow who
dlll::sn'l t:a.se up until the job is done.

Real Name: Robert Fitzgibbons
Alignmenl: Sc.:rupulous
Hit Points: 49, S.D.C. 35
Weight: 180 lbs (81 kg), Height: 5 ft, II inches (1.80 01), A2e:
;1
Attributes: I.Q. 17, M.E. 7, M.A. 18. P.S. 8. P.P. 6. P.E. 7.
P.B. 19, Sr". II.
l>i!ipo!'iltlnn: Level headed, politc, sincere, pcnua~ive, and intel

ligent. Sometimes he tends to wme off iI bitllloof nInong the
heroes. He has a good eye for talent and can size people up
in a matter of minutes. He can also charm the socks off the
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most stubborn politician and is extremely adept at public
relations.

Experience Level: Tenth (10)
Combat Skills: Hand to Hand: Basic
Attacks Per Melee: Six (6)
Bonuses: + I to strike, +2 parry, +2 dodge, +4to pulUroll

with punch, fall, or impacl, and critical strike on an unmod
ified roll of 19, or 2.0. Kick (106 damage) and Judo-style
body throwlflip (106 damage and the victim loses initiative
and one melee attack).

Other Bonuses: Ability to charmJimpress 45%, and to evoke
uustlintimidation 50%.

Super Power Category: None, a normal human.
Education Uvel: Bachelor's Degree (College) .
Scholastic Bonus: +25% + 3% I.Q. Honus
Skills of Note: Computer operation 98%, compuler program·

min~ 98%, eryplogrophy 98%, Imier98%. optit: systems 98%.
radio: ba~ic 98%, radio: scrambler 98%, ra.dio: satellite 98%,
T.V.lvideo 98%, read sensory equipment 98%, language:
French, Spanish, Japanese and native English. all at 98%.

Secondary SkiUs: W.P. automatic pi.o;tol, running, swimming
98%. advanced mathematics 98%, writing 70%, land naviga
tion 76%, first aid 95%, pilot autom'obile 98%. and pilot
airplane 98%.

AppcHnmcc: Hundsome older man with silvcr hair and bluc
eyes,

Occupation: FUIl-tillle Special liaiSon It) lhe SU; civil servant.
Weapons: Scldom uses any. Hc is not an armcd agent. but a

creative adminiStrator and PR representative. Tend>; tn rely
on his intelligence and skills. Occasionally carries a pistol,
a 9 mm Model P5 Walther (206 damage).

Vehicle: Cars, limousines and airplanes supplied by the govern
ment as needed.

Body Annor: Seldom has any need for body annor, bUI when
he does. it is supplied by the government.

Money: He's paid a comparatively low, annual salary of75,OOO
dollani, but he's not in it for the money. The prestige and
knowing that what he has helped build has already helped
hundreds and keeps the nation safe are what drives him on.

Super Speed and Combat -----
CharactCC'5 with extraordinary spc.cd, including mutant~,

cyborgs alld robots, gel tbe impreSSive dilmage OOtnJs of +4
damage per every 20 mph (32 kmIh) they are traveling, This
means it character traveling at a speed of 340 mph can hit some
body Or wmething and innict 68 point.'; uf damage, plus his
normal damage and P.S. bonus. However. such an attack counts
a... !he equivalent of HALF his tutal melee Ilttads! Why? Recause
the speedster must have some time to reach a high speed and to
delivcr the devastating blow!

He can stop or slow down to deliver comparatively normal
punches and blows, using up the rest of his melee attacks or
maintain his speed, nJlUling past his first targe,t and coming bac.k
for another strike next melee. However, it will take him anolher
half melee fOund (approximately 7.5 seconds) to reach tJle high
speed and deliver anothcr super specd punch, kick or body block.
Thi~ meang the guper ~peed attack can only he u~d oncc per
melee and effectively reduces the number of ulladu by half.

The best a punch or kick can do from standing still or at a
lrut, is40 mph (64km1h). adding u bonuses or +8 todamuge.
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Villains
The Aggressor &
Onslaught - A Duo

The Aggressor

Frank Ott's mother died when he was six yean old and he
was raised by his father. a career drill sergeant in the U.S.
Marines. His father waJ, a hanih disciplinarian who did noI tol·
erate any show of weaknc...... from his son. His be<I, dn::~!;Cr

drawers. fingernails. teeth. s~. and hair length were all
checked on a regular basis by his father. innumerable pushups,
sit-ups, or a five mile run in full gear was the punishment for
any infractions. While SlilJ 3 youngster, Frank learned how 10
disassemble, clean, reassemble, load and fut: most firearms used
by the U.S. Marines. By age twelve, Frank had become such a
phenomenal shot that he could outc;core many of his father's
sharpshooter Marine buddies.

At age eighteen, Fr.IIlK escaped the murderous discipline of
h.is rather by juinillg the Marines (n cuke-walk by comparison).
In 1983 be was badly w(Junded in Lebanon during an armed
connie! with terrorist... lie retwncd home and spenl the next
)'eM and a balf in rehabiJilation. learning to walk again. He was
given an honorable discharge from the Marines due to his in-
juries.

Unable to find work, Frank found his mililal')' skills were
useful in robbery and turned to a life of crime. He started oot
robbing liquor stores and gas stations, but eventually made con
tacts in the Mafia and graduated to mob enforcer. After four
yeMS, he left the mob and, with the money he'd socked away,
purchased some hi-tcch weaponry and equipmenl. He also
created some items of hi~ own design, With his arsenal of new
weaponry and an armored environmenlal SUil, he christened him
se1ftbe Aggre.o;sor and began anew career ItS It super-eriminal.

11lc Aggm;sor, who still freelances for the mOO, wa.o; making
a name for himself wben he teamed up with a superhuman known
as Onslaught the Unstoppable (a.k.a. Gerald KnoO). Together,
the two were able lc) nlake some big-time money. lOCir criminal
alliance has garnered them riches beyond their wildest fant.a.~id

(frank more so than Gerald) and an excellent ~rutaLion l.hzoogh
out the eriminal communily.

However, this relationship is a ""her Ihomy bed of roses.
Aggressor finds Onslaught annoying and stupid. He orders him
around and calls him names like: Stupid, IdiOt, Gcek, Relaroo,
Braindead, etc. Onslaught is the perfecl pawn for Aggressor.
because he is stupid, docsn't lDke the insults personally. and is
very 1TU.~ling. The Aggressor, lrue to his name, looks at
Onslaughl as nothing more than a means to an end and would
let his panne:r die to save his uwn skin. Howe-ver. Fnmk realizes
that he and Qno;laught are a formidable learn with a lucrative
future if they stay together. He also KO(lW$ that if Onslaught
ever realizes that he is jUlot uloing him, he could oot only lose a
profilable partner hut lllsu his life. Onslaught ha.~ a meali temper.
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Real Nanx: Frank Ott
Aliases: Otto Franton and 1be Aggressor
Alignment: Miscreant
Hit Points: 4S. S.D.C.: 57
Weight: 16S Ibs (74kg), Height: 5 ft, 10 inches(l. 701), Age: 30
Attributes: I.Q. 12, M.E. 8. M.A. 16, P.S. 18, P.P. 10, P.E.
21. P.B. 8. Spd. 21

Disposition: Mean, arrogant. boaslful, and selfish an<la bully.
l..ove.~ mQney and power, and believes his Learning up with

Onslaught will propel him inlo the bi~ time and keep him
then>.

Experienct IAvel: Seventh (7)
Super Power Catrgory: Hardware: Weapons
Combat Skills: Hand to Hand: EJ:pert
Attacks Per Mel«: Six (6)
Bonuses: + 2 to strike, +6 parry, +6 dodge, + 2 damage, +5

roll with punch or fall. + I to strike with OOdy block/tackle
(does 104 damage). Critical strike on an unmodified roll of
18. 19, or 20. Kiclc attack infliclll 1D6 damage, can use p.1ired
weapons and entangle.

Otber Bonuses: +6% save Vii cuma/death and +2 save vs
poison/magic.

Weapon Proficiency Bonuses: Aimed: + 5 to strike (+ 6 to
strike with revolver). Burst: + I to strike, Wild: No bonus.
Sniper skill bonus of +2 to strike when using a semi-automa
lic or- bolt-action rifle.

Favorite WcxpoG Bonus: Heavy Laser: + 2 to strike whenever
u>ed.

Spet'iaI Hardware SkiD Bonuses: Make and modify weapons:
92%, Recognize weapon quality: By sight: 55%, By peCliiOnal
inspection: 80%, Weapon skill bonu!ie!l;: + I [0 strike. parry,
and dodge with Ancient Wellpons, + 1 llJ strike with Modem
Weapons.

Education Level: Tr.tde Sehool
Scbolastic Bonus: + 20%
Skill!'i of Note:: E1et:trical engineer 98%, !>wveillance sy!)(entS

90%. roboI: electronics 40%, compulcr repait ~, general
athletics, boxing. sniper, demolitions 44%. demolitions dis
posaJ 44%. basic mechanics 40%, W.P. paired weilpmJ:,
W.P. revolver, W.P. aUlnmatic pistol, W.P. riOe, W.P. semi
and fully automatic rifle, W.P. heavy, W.P. energy pistol,
W,P. energy riOe.

Secondary Skill:s: Body build.ing, running, pilot automobile
98%, pilOl motorcycle 84%. and prowl 94%.

Appearance: Dark hair, blue eyes. pockmarked f!tee.
O«upaUon: Professiomtl CriminaVferrorist
WeOlpons: Favorites include the .45 Colt pistol, energy weapons,

shurikens. and grenades (typically carries two WIlT gas, IWO
knockout gllS, two nerve gas. and smoke grenades on ntis
sions).

Special Wupoms: Standanllaser pi~tol and heavy IllSCr (wilh
back-pack) mc:Jdified to have a larger payload (add five blasts).
I. Mini-miuile launcbcn ovtr Sbouldcfli.
Range: 2000 ft (610 m).



Pa load: llighl. Takc!! two fuU melt:tS (30 !WXOnds) to n:1Ui.td.
An:a of Effcct: 30 feet (9 rn) ~a around Iht: poinl of impact
\Inlc.'i.~ mted olhetwi!lC.
Missile Trpes and Dam. c: Explosive mis.~ile: 204 x 10
damage. Tear gas missIle: AffeclS a 30 foot area (9 m);
victims arc - fi til slrike. parry. or dodge. and lose initialive.
Concussion mlssUe: Inflict!'> only 1D6 damage hut n::leascs
a huge boom lUId shock waves thal shatter glass and temporar·
ily dazes and deafens its victim. ClUlOOl hear for 2D4 melee
rounds (30 seconds 10 2 minutes). Victims an:: -4 on iRitis·
live. -2 tu sLrike. pany. and dodge. lose one melee nnack
for the duration of hearing loss.

2. Wrist shuriken ejectors:
Range: 200 ft (61 Ill)
Damagc: 106+ I Co.1Ch nunnal shuriken. 4D6 perc:ach explod·
ing shwi.ken (lhe cllplosion affetlS only what it hils).
Payload: r'OUr (4) shurikcns per e.ach wrist device. Fired by
compra-.ed air.
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3. Shwiken Tracer Bug: Thil !lpccial shuriken WlJl be: lQ!j.~

01110 ('If ir'llpalcd into something. Like a hrief case. vchidc, or
robot, and will emit a radio signa] that can be followed up
to th~ miles away (4.8 km). 1'hc bug will continually broad
c~1 for four days.
4. Boots with rclrdctable toe knives. Two knives per each
boot. Can be used as a weapon in k.ick attacks. adding 204
damage to the nonnal kkk. or removed and held or thf(lWn
as a hand weapon (1D4 damage).

Body Armor: Full body. cnvinmmentaJ suitlbard arm(H", with
air filtratioolcxchangcr system; A.R. 16, S.D.C. 260. WI.
20 Ibs (9 kg). The helmet has a built-in laser wgetlng system
rur the missile launchers (+ I LO strike when engaged), in
frm::d. ullruviolet and mennal imager optics.

Vehicle: Uses a vatic£)' or conventional vcbieleJi.

Av.il.lllblc MonIn: Tends to live: high 00 the hog. but has still
managed to squirrel away STI.OOO dollan.
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Onslaught The Unstoppable --------

As a boy, Gerald was not only tremendously slow (he had
not passed the sixth grade by the time he was si:lteen, when he
ftnally dropped out of elementary school), but was also a weak
and sickly child. He was born to eXb'emely wealthy parents who
had great expectations for their only son. Gerald Senior had
hoped his son would someday attend the same coUege he had
attended as a young man. He had also dreamed his son would
be the star quarterback of the football team as he had done. Of
course, he had expected Gerald Jr. 10 take over the family bus
iness. Unfortunately, Gerald Jr. would never achieve any of
their dreams.

TIle father was embarrassed by and detested his frail and
retarded son. He tried to avoid contact with the child and treated
him like a stupid animal. To malce up for the Calber's tejection,
the JDOlhe:r babied and srnotheIm him with affection. However.
she was so smothering that she didn'1 let him do anything or go
anywhere and he grew to loathe her psychotic mothering as
much as he hated his falher. Watching the news DOC day, the
mother saw a feature on an experimental process that was being
developed by a research group in France. Francois Gosseau, a
French scientist, had developed an experimental process that
dramatically ~limulaled physical growth, strength, and stamina.
And in some cases. intelligence. Unfortunately. the tests were
limited t(l animals and it would be a decade or more before it
might be safe for human subjects. However. faced with hudget
cuts. lhe lure of six million dollars in cash. an ironclad indemnifi
cation agreement, and the persistent pleading of Mrs. Knoff.
ProfessorGosseau agreed to secretly treat Gerald Knoff. Junior.

Tclling her husband that she and Junior were spending the
summer overseas, Mrs. Knoff embarked on bee quest. Over the
next few months Professor Gosseau subjected the teenage to his
revolutionary treatment The new process involved some genetic
tampering, honnones and experimental chemical treatment. and
mega-doses of vitamins. among other things. After three months
of treatment and close observation, Gerald began to respond.
Every day the youth toeemed to grow bigger, .'jtnmger, and heal
thicr. However. to his mother'li horror kept on growing to over
len feet tall (3 10) and weight:d over five hundred poundli (22.1
kg). Trouble followed trouble as it was liOVn discovered lhat
Gerald wa$ super-strong and, to the scientist's amazemenl, nearly
invulnerable. Sadly the boy's intelligence was noc: improved.
After a year, Professor Gosseau lurned the mutant and his mother
away - there was nothing be could do (he had dooc fu too
much~y).

What little family fortune was left was titcnlly eaten up by
the huge, young mutant in lhe way of food bills. The new wing
his parents had built onto their home to accommodate Gerald's
large stature finally sent the Knoffs into hankruptcy. Gerald's
(lither took his life and Mrs. Knoff went insane and was in
stitutionalized. No kin wanled any part of the J8 year old giant
and then:: was much discussion about puning young Gerald into
lin inslitutiun ill Mexico. Gerald caught wind of the discu!rrision
and diSllppeared. For- a while he wandered aimlessly, stealing
food and money, and c:ven fought off the potice, who were
powerless 10 stop him. 8y chance, Frank Ott, the Aggressor,
happened to wilDeSS the lad nvcmun two police <:Im and fight
ufT a OOL.t1'l police officcrs, and helped him make his escape,
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The Aggressor instantly saw the potential in the giani-sized youth
and offered Gerald a partnership in crime.

Gerald. confused, frightened. lonely, and hungry, gladly ac
cepted the offer from his new (and flJ'St) friend. Ott christened
him "Onslaught the Unstoppable" and had some flexi-steel body
annor fashioned for him. Gerald has no idea he is being used
and cheated out of his fair share of the loot by Ott. He thinks
Frank 011 is his best and only friend and the addled behemoth
would gladly die to protect his buddy. Even though the Aggressor
is using him and treats him poorly. Onslaughl is very happy,
loves his friend and really doesn't need money because Frank
takes care of him. rn a strange way. the two really are friends.
not that The Aggressor would ever admit it, even to himself.

Real Name: Gerald Knoff, Jr.
Aliases: Onslaught the Unstoppable or Onslaught
t\.lIgnment: Abernnt
Hit Points: 57. S.D.C.: 302
Weight: 5761bs (259 kg), Height: 10 ft. 6 inches (3.2 10), Age:
20
Attributes: 1.Q. 5. M.E. II, M.A. 7. P.S. 37, P.P. 24, P.E.
36. P.B. 6. Spd. 14. Note: P.S., P.P., and p.E. can becunliidcred
supernatural. '
Disposlllon: Rather quiet and unassuming but feels a great deal

of pent-up emotions and hostility, particularly towards high
society, the wealthy and macho males (they remind him of
his father). fs given to violent outbursts and temper tantrums
when frostrated or angry. Trusts Frank Ou implicilly. and
thinks he is his best friend.

Experience Level: Fourth (4)
Combat Skills: Hand to Hand: Basic
Attadts Per Melee: Six (6)
Bonuses: +:5 to strike. + g patTy. + g dodge. + 22 dlilmage.

+ 3 to pull/roll with punch or fall. + 2 to strike with body
block/tackle (does 104 damage), and a giant size kick does
206 damage plus PS damage bonuses.

Other Bonuses: +50% save vs coma/death. + g save vs poison!
magic, and +:5 to save vs all chemicals/toxins/gases.

Super Power Cat~ory: Experiment
Mlijor Super Ahillty: Invulnerability
Minor Super Abilities: Extruonlinary physical !<ucngth, extraor

dinary physical prowcss. and extnlordinary physiCl"l1 endur
ance.

Side ErfedS Of Experiment: Chemical rcsistilDCe

Education Ltvd: Never finished elementary school.
ScboIastk Bonus: None; in fact, - 10% on all skills.

ScboIa.stic Skllls or Note: Can read and write 45%, basic math
45%, speaks Frencb 50% (cannot ~d Fn:nch), speaks En·
glish 90%, dance 45%, and cook 45%,

Secondary Skllls: W.P, blunt, land navigation 64%. wilderness
survival 45%, climbing 74%/35%, swimming 74%, running,
general Ilthlelics. and body building,

Appearance: A giant with bulging muscles, red hair, freckles.
and green eyes.

Occupation: Professional criminal and mercenary.
Body Armor/Costume: Wean , bright ~ with black trim.

specially made by Fabrieaton Inc.• Aexi-Steel battle annor.
A.R. 15. S.D.C. 200. The Flexi-SI.ct:I atD:lOt partially deflects
all energy atta<:u Oaser. electricity, etc .). reducing their dam
age by balf.

•
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Aviatrix
Aviatrix was the subject of a Russian military experiment that

far exceeded the experimenters wildest hopes. Unfonunately. if
they were looking for loyalty and obedience they picked the
wrong "volunteer." Aviatrix· real name is Paulina Rostonov, a
condemned criminal of the Slale. She was given a choice, agree
to be the human test subject for an experiment in human augIDen·
ration and be rewarded wilh freedom or spend the rest of her
days rotting in prison. Her decision was an easy·one.

The experiment was originally meant to build suength and
stamina in their troops. Unfortunately. real volunteers were
~arce due 10 the very real dangers of physical and emotional
mutations, and the possibility of death.

Using state of the art DNA/genetic augmenration. along with
bio-chemica1 injections and large doses uf rddialion, the Russian
scicntisl'i hoped 10 male Paulina the first ilf many super·men
and women. What they didn't realize was that Paulina already
had a slight mutation in her genetic structure. A mutation that
would lead the results of the experiment down a far more interest
ing path than anticipated. Instead of just increasing her physical
strength and endurance. Paulina gained the amazing abililies of
sonic flight and the power to fue energy blasts from her hands.
as well as increased physical endurance and prowess. 1be e.x.per
imcnt also left her wilh at! inexplicable and tcrribledisfil;urement:
reduced facial fearu~s and pallid complexion,

TIle T1C1I! few months wen:: spent teaching P-dulina how to
control her extraordinary T1CW powers. However. once she had
gained complete. control and undemanding of her abilities. sbe
brutally killed two of her t:rainer5 and severely wounded four
others during her escape. She ned to the west and now secretly
resides in Toronto, Canada. 'The Russian military has ordered
her capture and return to MOl1ler Russia. Ucapnue is impossible,
then termination has been sanctioned. After an exhaustive inves
tigation. the Russians have ascertained the general location of
her home base and have quietly dispatched a S.C.R.E.T.
(Superbeing Control, Retrieval. and Elimination Team) into
Canada.

Aviatrill is wanted in both Clmada and lhe u.s. for murder,
kidnapping. severuJ U(;tS of brutality, theft and numerous other
crimes. England illi desperate for her capture and e.x.tmdilion for
the murder of TWenty-three school children on a school bus,
Aviatrix cold-bloodedly dispatched the children when police
were unable to gather the full amount of ransom money by her
alloncd deadline. During her escape she also killed four poLi"
offi~ and injured some thirty-!lill bystanders,

Noh:: The Dark Tribunal would love to recruit this hate filled
vixcn and might even consider rescuing her from the authorities.
Two founh lc:vc:1 DT agents are secretly following the: RUS$ian
S.C.R.E.T. in Canada and one of Plexor's duplicates is in To
tonlu.

Real Name: Paulina Rostonov
A1iQe5: P-.wicia Rost. Lynna Wilkinson, and Aviatrill
Alignment: Diabolic
Hit Poml'S: 42, S.D.C.: 178
Weight: 125 Ibs (56 kg), Heigbt: 5'9" (1.7S nil. Agt': 23
Attributes: f.Q. 13. M.E, 8. M,A. 13, P.S. IS, P.P. 24. P.E.
2..\ P.R. 7, Spd. 15 running or Mach Ooe (670 mph) flying,

I
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Disposition: Vindictive. lerribly crucl, incredibly bitter, and a

ruthless killer. Hates all authority figures. especially the milit
ary and police, and particularly the Russian military.

Experience Lenl: Fifth (5)
Comb.t SIdlls: Hand to Hand: Expert
Attadts Per Melee: Seven (7)
Bonuses: +2 on initiative, +7 strike, +9 parry. +9 dodge,

+4roll with punch or fall. + I to strike with body blockltaclde
(does 104 damage), and a kick does 106 damage.

Other Bonuses: +20% save vs coma/death and + 5 save vs
poison/magic.

Super Power Category: Experiment
Major Power: Sonic Right
Minor Powers: Energy expulsion: energy. extrdordinary phys

icaJ prowess, and extraordinary physical endurance.
Side EfftdJI or Experiment: Defonned face. with reduced fa

cial features; i.e.• no eyebrowli or lashes. no lips, a slit for
a mouth, and a sm311, flat nose. Pale complexion.

Education Level: Trade School
Scbolastic Bonus: + 20%. included in skill percentages.
Skills or Note: Mechanical engineer 90%, locksmith 75%. aulO

repair 85%, genera.l athJetics. gymnastics: sense of balance
98%. climb rope 98%. climbing 80%, back flip 98%. prowl
85%. and W.P. knife.

Secondlll"Y Skills: Body building. basic electronics 65%. wilder
ness survival 60%. fll'St aid 7Y~, pick loc-ks 60%, nllvigation
80%, pilot: auto 96%.

Ap~arance: Featureless face. long, red hair, vivid green eyes.
Ottupatlon: TerroristlProfessional Criminal.
Weapons & Equipment of Note: None. n:lies on her super

abilities. but has been known 10 use any type: of weapon when
necessary. particularly knives.

The Besieger
Wayne "Wild Man" Wyler is a fonner professional wrestler

and world champion kick boxer who became a vigilante hero.
known as the Besieger, but later tumcd to a life of crime as a
frtelancc assa..sin and enforcer, He was banned from profe:;sinnal
wrestling, where he was II major star, for brutally beating and
maiming an opponent aner losing his temper, He switched over
to kick boxing where his violelil lemper helped him 10 win a
heavyweight world championship. He lin:d of Ihc monotony of
the kick boxing ring and deddcd he would become 11 super-hem.
Unfortunately. do-gooders IlR: not known to make: tons of money
for their good deeds and the press was had. Everything be seemed
to do was labeled as criminal or"wrung" and he had no legitimate
way of making money as a vigilante (he found himself mugging
the bad guys). Since everybody saw him as II villain he decided
to give the public what they wanted, a criminal!

Besieger can be surpri~ingly level-headed until he gets frus
lC8ted or loses his temper. TIlen he becomes uhnuxious, mean
and reckless. fret.juelltly flying into Ii mge. He has a tcrrible
habit of leuing his fists speak for him whcn he is at a loss for
wtmk For him, the solulion to all of his problems is to hit.
smash, break or clU!lh them. Unfonunalcly, this is seldom _
solution at all and. inevitably, geL.. him into more trouhle.

A~ a criminal he i!t doing fairly well wxJ has t,'tmcd a fearsome
reputation that be enjoys. Hc ha... also become quite greedy. SO

if the erime pays well or i~ simple and brutal lre'lllakc the job.
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Real Name: Wayne Wyler
Aliases: Mike Wilder. Wild Man. and Besieger
Alignment: Aberrant
Hit Points: 43. S.D.C.: 182
Weight: 234 Ibs (105 kg), Hright: 6 ft, 5 inches (1.96 m), Age:
27
Attributes: J.Q. 7, M.E. 10, M.A. 16, P.S. 25, P.P. 18. P.E.
17, P.B. 9, Spd. 23
Disposition: He is an incredibly melodramatic. exceedingly

vain. arrogant, macho, loudmouth jerk. He has a violent
temper and is prone to physical violence when angry, frus
trated, confused or embarrassed. Likes nothing better than a
fight, especially ifhe wins, but he's a poor loser. fights dirty,
and seeks revenge on those who defcat or belittle him.

Experience I..evel: Eighth (8)
Combat Skills: Hand to I-land: Mania! Am
Attacks Per Mel~: Seven (7)
DuollStS: +4 10 strike, +8 to parry, ... Rdodgc, + 10 damage.

+ 13 to pulVroll with punch, fall. or impact, and + I to strike
with body block/tackle (does 104 damage). Karate kick (108
damage), jump kick: (critical strike), leap attack (critical
strike). paired weapons. and enlangle. Critical Strike on an
unmodified roll of 18. 19, or 20. Pin.1ncapacitate on a roll
of 18,19. or 20, and crush/squeeze (lD4 damage).

Other Honuse.~: +5 save vil coma/death. + I save vs poison!
magic.

Weapon rronclency Ronus: + 1 to strike and pm1)' wben using
Kalana. + 3 to strike whcn throwing Shurikens.

WcapollS: He sees himself as a self-styled ninja and his favorite
weapon reflects this. Two (2) pair of nunchaha (108 damage
- can be used as a paired weapon). one manriki·gusari (108
damage). one kusari-gama (1010 damage). one authentic
katana (samurai sword: 306 damage). a dozen shurlkens (I D4
damage) and a bag of thirty telSubishi (ninja caltrops: one
point of damage each).

His modest arsenal of modem weapons includes one 9 rom
Model 951R Baretta pistol (206 damage), a 9 rom parabellum
Mauser pistol (206 damage, 10 round detachable box
maga2ine) ..357 Magnum (506 damage), compnund bow and
arrows. crossbow. and traditional shQtgun. He can also use
other weapons l1ppropria!e for the job.

Super Powt'r Catcgocy: Physical Traininj
Spedal AbllJtles:

I. Power Puncb - 306 Damage. CO\Ints ali two (2) melee:
attacks/actions.
2. Power Kick - 406 Damage. CQUnL.. a... twO (2) melee
anacks/actions.
3. Force or Will: S.D.C. bonus. See Heroes Unlimited, page
124.

Education Level: High School
ScholasUc Bonus: +5%
Scholastic & Physical Troinina- Skill!! of Nul~: W.P. ancient

weapons progroim: W.P. paired weapons, W.P. targeting,
W.P. sword. W.P. chain. W.P. automalic pistol, boxing.
txxly building. general athletics, running, wrestling, fencing.
detect ambushes 98%. detect concealment 90%, and tracking
90%.

Gtl'llIla~tic!l: !\CnliC of balance ~~IlP. climb rope 98%, hack
flip 9t1'*', prowl 90%. leap 18 ft (5.5 m) vertically and hori
romally.
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Acmhalics: walk tightropcJhigh wire 98%. climbing 93%.
fearless towan! heighlS.

Secondary Skills: Computer opcr.ttioll 95%. escape artist 65%,
land navigation 68%. pid: locks 70%, pilot automobile 98%,
and pilot motorcycle 88%.

Appearance: A large rnllJl with blo,)(Ie hair and blue eyes. We,ll'S
a skin>lig,ht costume of charcoal grey and black.

()('(:upaUon: Profe~!i.ional mercenary [ult'J criminal enforcer.
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Black Scorpion
A multi-national spy for hire, he is believed to be an Irishman

by the name of Sean O'Donnel, but nobody knows for cenain.
He accepts assignments that suit his fancy. Every govemment
uusts him (0 the e.ueol that be always comes through and has
never been known 10 double<ross an employer (at least nOl
while under their employment).

TIle Black Scorpion is a loner, although many people think
they are his friends. He cultivates contacts for many reasons and
is known in many circles outside the spy network, particularly
among the jet set.

Real Name: Unknown; believed to be Scan O'Donne]
Alia.~: He has dozens. bUI the most common are Scan O'Oon
nel, Putridl. Donald, Johnny Parks, Petrov Stolinski, and Black
Scorpion.
AliKOmcot: Anan;hisl with leaning... toward evil.
Hll Points: 32, S.D.C.: 48
Weight: 160 Ibs (72 kg), Height: 6 feet (1.8 m), Age: 23
Attributes: LQ. 13. M.E. 15, M.A. 19. P.S. 21. P.P. 20. P.E.
15. P.B. 23. Spd. 22
Disposition: Sean i.~ a loner. secretive, observant. and cumlirlg.

Although he can be quite charming and persuasive, particu
larly wilh women, he: sdt.lmn opens up 10 anyone. A notorious
womani;r.er, he often uses his momentary love-slave for his
own diaoolical purposes and has been known to place innOCent
women inlO dangerous situations. He holds a terrible grudge
againsl lOOse who make him look foolish and will seek re
venge.

Experience Level: Seventh (7)
Combat Skills: Hand to Hand: Expen
Attacks Per Mrlee: Five (5)
Bonuses: + 1 on initiative. +5 to suike. +7 parry, +7 dodge.

+6 damage. +3 to pull/roll with punch, fall, or impact.
Kkk attack does ID6 damage, and + I to strike with body
blockllackle doing 104 damage.

Other Bonuses: 55% to evoke lrusl or intimidalion and 65% 10
chann and impreSS.

Super Power Cate&ory: Mutant
Major Super Ability: Chameleon
Minor Super AbWdes: Energy expulsion: light - he calls it

his "Still~" (inf1icl~ as much as 91.>6 diullage - can regulate
hla.<;t damage by im.:remellIS of 106) and has heightened sense
of smell.

Unu5Uld PhysiClil.l Characteristic: Small retraelilble claws (204

damage; his other set of "stingers'').
Education Lenl: Two Years of College
Scholastic Bonus: + 15%
Skills of Note: Mechanical engineer 80%, locksmith 60%, au

tomotive mechanics 80%, computer repair 75%, surveilhmce
systems 75%, computer operution 95%. computer program
ming 75%, native language: English 98%.

Secondary Skills: W.P. knife, W.P. automatic pistol, general
athletics. body building. climbing 82%150%. running, basic
electronics 60%, pilot automobile 98% and language: Spanish
75%.

Appearance: A handsome, blonde mlUl with a dashing mustache
and spartling blue eyes, Wear!l a black and red rostume wilh
a large red scoq>ion emblem CQvcring his chest and belly,

()«upliliQn: International !OPy and boomy hunter.
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Weapons: None, relies on powers.

Veltide: May buy or steal what be needs.

Body Armor: TIle entire costume is padded and covered with
an experimental, lightweight ceramic mesh created by Fab
ricators Inc., a frequent employer. The mesh armor is still
being tested and is not yet available from the Fabricators.
A.R. 13, S.D.C. 80, weight 10 pounds (4.5 kg).

Money: Independently wealthy; has assets estimated a 50 million
dollars and owns a beautiful estate in Ireland. Spain. and
Northern Califomia.

Chiang Six
By Alex Marcinlszyn
Aosisted by Kevin Siembieda --------

Prologue Number One
Like the bouing of a hundred bees above his head. the sound

awakened him from 6.000 years of sleep. Chunks of rock began
to fall into his chamber. "An opening to the surface! I'm free!"
Turning into mist fonn, he followed the hol~ upward.

Lieulenant ChOll watched nervously as hi.s men held back the
crowd of villagers. BQrTI in Hong Kong. he couldn't understand
the ways of these pecJple. "Yoo will release the demons! The
deffi(mS lhat slccp below!" they shouted. Lieutenant Chou could
unden;tand why they felt fear and even hatred (or the American
oil COl11pany men. Hen:, in 3 remote part uf China's heartland.
foreigneR were always shllnned. but surely. demons could not
be real.
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"Lieutenant Chour'
"Yes, Mr. Adams."

"We're leaving the area. Our test drills have conflrmed there
is no oil here. Please thank your police chief for me. Your men
did a flne job."

The demon that had been released from his underground prison
marveled. ;'Foreigners giving orders to my people! Yet they
ignored their warnings and released me. I can see in their minds
that their land is a powerful place. I must follow them. Fale has
brought them here. 1 must Imow more."

Prologue Number Two

Three years later, in the centerofNcw York City's Chinatown,
the supernatural being is in control of a small import company
TIle men who work fur him are all Chinese criminals. But they
~ more than just wOl'1cers, they arc his slaves. The being calls
himself Mr. Chiang, and appean; tu be " robust, 35 year old
Chinese man. He has learned much about America in the last
three years, and more specifically, about the various underworld
figures and their activities, especially those in New York City.
He has ado{l(ed the dress of the typical Amerkan gangster boss.
Clothing that he fmds stmnge, yet also very attractive.

Today his thoughts arc focused on a meeting. IIis flI1t with
a rqnsenlative of a local syndicatc. ''1lJe time has COme for
me to exert my power over the American gang lord'!. What is
cuntruUed by my cnuntrymen in this land is nothing compared
to the wealth and size of me areas held by the Americans. In a
short while, one of their own will see that I can offer them power
that they cannot possess unless they deal with me."A buzzer on
his chair ftnnounces the arrival of thc representative. "Now it
begins."

Chiang's Oriental Import Shop sells jade figurines, varioos
kinds of jewelry made of gold, items made of teak.\Ir"OOO. and
rings sct with precioos stones. Brent "Bud" Morris surveys the
valuables with a leeen eye, thinking, "Boy, this place is easy
pickings. These two young guys don't look like they could
handle a robber." A tall, but thin Oriental approaches him. "Mr.
Chiang will see you now. Please come this way, Mr. Morris."

Bud felt uneasy now, No OIlC: frisked him. Rule number one
whenever someone is going to see a boss. BUI if it is a set-up,
Bud will pull his gun. pah tile Oriental in fronl of him, and get
wt, As he pa..~'lCd through II beadt:d Cl,lnain, Rud couldn't believe
hi.s eyes. Golden chairs with emcmld green cushions, a dressing
~n inlaid with mother of pearl, and seated On an especially
large chair, on a l1lised duis, what appeared to heChiang himself.

"Good day, Mr. Morris, I am Mr. Chiang. Please plur.::e your
gun on the nearest table."

''Good day, Mr. Chiang."

Chiang clapped his hund'ilwice. Immediatcly, another young
Oriental came in. He l:arried a small brazier which he placed
on the liled floor and lit il.

"I will not wasle your time, Mr. Morris." Chiang placed 8

black ceramic teapot on the brazier. ';In a few minutes, my
assistant will drink this special Ica, and you will witness ils
effects. "

After a few minutes the assistant nodded fo Chiang, and drank
the tea. As he fmisbed the drink, ChilUlg walked behind ttis
chair and came back with a metal rod. Showing it to his guest,
he speaks, 'This, Mr. Morris, is a three inch thic.k, twO foot
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long, solid sleel rod. Can you bend itT' The suspicious gangster
took it from him and used all his strength but he couldn't do it.
The same rod was then given to Chiang's assistant, who be~t it
into a V shape with ease.

Suspecting a trick, Morris asked, "Uh, Mr. Chiang. Does
your assistant know how to arm wrestle?"

"Of course" grinned Chiang as he motioned the two men to
a small table. 'Ibcy placed their elbows and grasped hands.
Instantly Morris felt the unnatural strength of his opponent fore·
ing his arm down. After three quick triumphs, the assistant stood,
bowed, and slowly rose into the air. Spreading his arms, he
glided about the room. Morris was awestruck and frightened at
the same time.

"I hope you are now convinced Mr. Moms !hut I can impart
super powers to anyone, "l.~iangproduced a Rll1ed llCtOll. ''Take

this document (0 your master. It contaim a list of available
abililies and their costs. I caution yoU howevd", ltiIow 00 one
but your ... 'boss' to read the scroll. Good day, Mr. Morris."

';Ub, good day, Mr. Chiang."

Chiang Six

Chiang made a wise choice in coming to America. The order
ing of !iOCicly here is different than the ways he knew in old
China. Here one does not Jive in a fortJcss. Jostead, if one has
the ITlOney, a penthouse suite in II. skyscraper serves as one's
castle. His scheme is 10 seemingly provide super abilities 10
those able to afford it. But his special tea potion does moch
lllore than temporarily instill super human powers, it is a means
of ublaining control and knowlc:dge. Once the myslical brew is
ingested, a link is established between Oaiang and the subject.
The subject's mind can be scanned for information, manipulated
to believe cenain thoughts, to forget others, and 10 respond
favorably to Chiang's wishes. II is in short, mind control.

Chiang's trUe plans are to control the miodsofkey mob leaders
and their enforcers to lessen his competition and to seize control
of their power and resourees by controlling them,

Hc is distressed thai the mystic energy of the dragon lines are
far weaker than those that existed. in the past, With the fading
energy, evc:n b.is old enemies. the dra8on:!i, seem to no longer
exist. Perhaps their disappearance is somehow related to the
S<Hallc:d super heroes of today. Or this new magic called lCChnol·
ogy. Television, r.ldio, and the tclcphone do not use the magic
energy, yet they are magic. He has heard of powerful weapons
that can fly for miles and destroy hundreds, even Lhousands in
an instanl. He has seen the inanimate brought to life (machines
and~) and hungen for greater knowledge of these incrediblc
weapons. Once he has acquired the nece..~'W)' knoWledge and
power, he will find a way to obtain these things and rule a
continent - perhaps the world.

Game Master's Notes: Of course, as various underworld
ligures and their henchmen take advantage of Chiang's special
Lt:a, tJley will fall under his conlrOl and be manipulated to use
their powers against his adversaries and rivals, and to execute
his schemes. Yes. Qlisng's employees could be made· into supcr
vUJainli to do his bidding, but be does not wartl those of his
racial group to be singlc:tI out. So his men act primarily as his
bodyguards.
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Chiang Six (the number six indicates he has entered his sixth

eon of life) is really a dragon·like, supemaIuraJ creature who
was magically placed in suspended animation over six thousand
years ago and sealed in an underground tomb. He was acciden
tally released by mexiem oil riggers.

In ancient China, when magic reigned, Chiang and his kind
were viewed as evil demi-gods by the people they enslaved. Yet
as powerful as they were. they fell prey to dragons, geomancers
and groups of courageous warriors. 1bey dominaled lhe land
for seven centuries, until their overlord called them back to their
home dimension to fight in a banle being waged there. Many
left, but Chiang and some others fought for the right 10 Slay.

They failed, were branded lrditurs and, under the decree of their
ruler, were enLambed under thousands of fed of rock, their
semence wa.~ tn sleep an ageless sleep.

Being rchom into a world ofmecbanical ,lnd electronic marvels
frightened Chiang at first, bul as his undc:,rstanding grows. his
fear is being replaced with a passion to know more (cybernetics
and robotics in particular). He has come to realize that many of
these inventions are more precious than all the wealth he has
ever known.

The super-beings of loday, both good and evil. are his mOSI
pressing concern, as he sees them as the geomancerslwizards
and warriors of this time period. Thnlugh his temporarily super
powered human puppe~. he is sure he ean eliminate them.

Tru~ Name: Rolru Chiang
Aliases: Chiang Six. Mr. Chiang, llnd Chi Lin !he Serpen!.
Alignment: Miscrcanl
Hit Points: 2UO. S.D.C.: 600 in human form. but 800 in his
natW'al, serpent form.
Weight: 155 Ibs (70 kg) in human form, 400 lbs (ISO kg) in
his narural fonn.
H~igbt: 5 ft. 8 inches (1.73 m) in human Corm: 10 feet (3 m)
long, plus Ihree feet (0.9 m) for lail. in his serpenl shape.
Age: Appears to be 35 years old. acrually 6100 years old. The
average, normal life span is 1000 years, but he has been in lhe
ageless sleep for it long lime.
Sex: Male
Attributes: I.Q.: 28, M.E.: 30. M.A.: 26, P.S.: 2.."i, P.P.: 21.
P.E., 28. P.R.' 21. SpeL 22
Disposition: He is a brilliant schemer and planner. a master

manipulator and liar. He is totally evil and self serving. His
goal is as il has always been, lhe CQnque~1 and domination
of a nation and the acquisition of ilbsolute power.

Experience I.eve!: 12th level as II wizard with ancient skill
knowledge. Modem Skills arc equal to a third level "alien"
and takes twice as much experience to gel 10 each subsequenl
level.

Combat Skills: Hand 10 Hand: AS5a$!>in (12lh level)
Attacks Per Melee: Six by spell magic. or ~ill by hand 10 hand

combat, or four using psionic!>. or any combination ofattach.
Bonuses: +7 strike. +6 parry. +6 dodge, + 14 damage, +3

to rolllpull punch, critical strike on unmodified 19·20, knock
out/stun on unmodified 17-20. de.lith blow on unmodified.
narural 20. He can also entangle and kick.

Other Bonuses: +9 save vs psionics. +26% vs CQmaldcalh,
+7 uve vs poison. + 10 to 1I:8Ve ~ ,l;pdl and illusionary
magic. +910 save vscircle magic. 88% to evoke trusl/intimi·
date. and 55% c:bannliITlpt'eS$.
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Super Pown Category: Magic: Wiurdlarcanist and natural
psionic. Magic Combat: Can cast as many as six spells per
melee. A 16 or higher is needed to save vs Chiang's magic.-ean
cast 17 spells a day (per 24 hour period).
Magic Spells Known: Blind, mute, call1ighlning, flTC ball. wall

of flame, mesmerism, dispel magic. barriers, exorcism, extin
guish fires, fly as an eagle. swim as a fish. invisibility (self),
longue.......ancruary. sorcerer's seal. and the lost secrel of the
mystic lc:a (and instilling lemporary super abilities in those
who ingesl the liquid). Note: Also see the descrip\:ion of the
magic tea and magic taltcK>s. P.P.E. equivaleor would be
1200 points.

Natural Abilities: Chiang is really a dragon-like supemarunll
being and as such has a combination of jX)wers and abilities
unlike any ...uper villain or hero. Tum 10 mist, turn into a
human (shape change). impervious to jX)ison, lOxins, drogs.
anti gibeS. and can rci,cncrate ID6x ~ S.D.C and 106 x 3
hil points per hour. . ~

Psionic Powers (natural abilities): I.S.P.: 400; powers include
total recall, alter aura, see aura, see the invisible, sense magic,
a.~traI projection. mind block. empathy, emphatic transfer,
presence sense. and ectoplasmic arm. ,

Scholastic Bonus: None other than + 14% I.Q. bonus on all
!\kills.

Ancient Skill,s or Nutl! (12th le"'el): All domestic. land naviga
tion 98%, wildemc:!\!\ !\ucvival98%. interrogation 98%, escape
anist 98%, languages of Chinese, Mongolian and Japanese:
YH%, W.P. MafL and W.P. sword.

Modern Skills of Note (3rd level): W.P. revolver, W.P. au
lomatic piSIOI, W.P. energy pistol and energy rifle,languages:
English and Spanish 79%. computer operation 89%, photo
graphy 74%. and pilol automobile 88%.

Appearan~:Ahhough his facial features appearsomewbal hard
and angular, Mr. Chiang is a sleek, muscular yet slender
Orienlal man who looks to be aboul 35 years old. He loves
10 wear stylish suits and lask:ful jewelry.

His nalural form is Ihat of an emerald green, six legged
lizard with a short tail. The head is slender and rrngular, and
the mou!h is filled wi!h sharp, spike~like leeth. The body is
covered by lIiangular scales. The front legs can be w;ed like
arms, ant.llbe feel have lhrcc toes. with an oppusable lhumb
appendage and black claws; al.I are prehensile. The tail has
no special feat~ or abilit.ies. Siands about four feet (1.2 m)
al the shouJden.

Special vehlde:s: None, uses conventional modes oftransporta
tion.

Weapons: Currently uses conventional weapons but would love
to gel his hands on energy weapons.

Body Armor: None
Money: 11a... amassed aboul 12 million dollars in Orienlal art

~a.~UI"I!~and six million doUars in CMh, but the cuh amount
should increase by five to twelve rimes wilhin a yCM or so
if his plans regarding the underworld are achieved.

The Mystic Tea That Instills Super Ahilities

The Scroll given to Bud Morris and most of Mr. ChiIDJ'S
clients read.~ a.~ follows:

"HOOOl'3blc Sir,
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"1 offer to you powers to thwart your enemies. You may select
one ability. Then you will meet with my asSiSlanl. Mr. Chin.
and drink a special tea. It will fill you wilh the power you have
chosen and the knowledge 10 use it. This power will remain
with you for a period of two weeks."

GM Note: Chiang commonly uses his own names 10 identify
the powers he can instill. The super abilities listed in the paren
thesis is the ability he can instill and i.~ equalln lhose described
in Heroes Unlimited (HU). Unless otherwise stated, all powers
are equal to a third level potency.

One cannol choose the same power mom than twice and only
one power can be instilled at a time.
Fly (flight: wingless, HU page 166). cost: $1 million
Invulnerable (invulnenability, HU page 185), cost: $2.5 million
MIlD of Metal (alter physical structure: metal, HU page 173),
$3 million
Man of Stone (alter physical structure: stone, HU page 174),
$2.5 million
Man of Sbadows (darknt:ss (:oDtrol, HU page 182) $2.2 million
Project Energy (energy expul!iion: encrgy. HU page 164. equal
to fifth level experience), $1.5 million
Impervious to Fin! (imperviou!i to fire and heat, HU page 167),
$1. 3 million
Control Fire (control elemental force: fin:, HU page 179), $3.2
million
Dragon Stn!ngth (extraordinary strength, HU page 165), $1.2

million
Become invisible (invisibility, HU page 184) $2.5 million
Note; The~ are the only powers Chiang can provide. He cannot
use the tea on himself to gain temporary super powers.

How the magic tea works
The tea is known as "The Elixir of Power and Deceil," so

named because it seemingly instills those who drink it with great
power, but thai obvious power is very limited and fleeting (lasts
only two weeks). However, the real power is that the drinker
falls more and more under the control of the wizard who creates
the brew.

The effects of the magic elixir on the drinker are as follows
and are cumulative.
• - I to savc v!> magic casl by the {:reator of tht: brew.
• - I to save vs the psionic altacks or any foml of milld conltOl

(hypnosis, drugs, magic, etc.) directed against him by the
creator of tht: brew.

• Is 10% more likely to lnIst, obey, and follow the word of
the brew's creator with each drink.

Arter nine drinks (90%) the individual will do absolutely
anything the creator of the brew a.~ks of him. The enchanted
person can only roll to save vs psionil; allack/mind control
when a...ked to kill one's self or to hurt a loved one.

Brew creators (this includes Chiang Sill:) with an M.A. of
20 or higher (60% chance to evoke lru~l or intimidation)
will see the same results after their victim has drunk lhe
brew six times.

• The effects are all cumulative and last indefinitely. There i~

no limit to the number of individuals who can be controlled
by lhis method.

Breaking the spell. The only way to break lhis powerful
enchantment is to force the makt:r of Ult: brew (who is also the
conltOlling person/force) to drink his own concoction. If he
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drinks the Elixir of Power and Deceit, he loses his control and
influence over ALL of his enchanted minions. The brewer can
never use the elixir 10 empower himself with super abilities (rom
the elixir.

An anti-magic cloud will temporarily negate the sorcerer's
enchantment, but outside of the cloud ·or the momenl the cloud
disappears, the enchantment is again in force.

Chiang's Magic Tattoos
On Chiang's righl arm are three tattoos and on his left arm,

thn:c more. On lhe right, a scorpion, boar, and spider. On his
left, a knight with a sword and fuJI armor, mounted on an
IU11lOred horse, a snake and a hawk. The tattoos have the magic
abilily to come to life. They leap off his anns, bec:oluing full
size, and fig!)1 for their master.

To activate a tattoo, Chiang merely touches the desired tattoo
and recites a brief chant (counls as two melee attacks). The
tattoo glows, disappean; frum his Clnn, and reappears as a dull
grey, life si7.c protector. The creaturc..c; aren't actually alive. but
are composed of a magic. et:wplclsm-like substance. Each crea
ture (see specific descriptions) can walk among the living for
two hours per level of their hosl body, iii Ihis ease 24 hours,
but they can be recalled by Chiang al any time, turning back
into laUIK)S. The living tattoos obey every command given by
their creator. When recalled or destroyed, the creature glows,
disappears, and returns as a tattoo on his arm.

Note: DesltOying the tattoo as a living entity causes its owner
to suffer 506 points of damage direct to hit points. The damage
is cumulative for the momentary destruction of every living
tauoo. If desltOyed, that particular tattoo cannot be brought back
to life for ID4 +2 days. Hit points arc restored as normal or by
magic. Chiang does NOT know how 10 make the magic tattoos
himself.

Scorpion: The same size as a common scorpion, it behaves as
a living S(;orpion would, and il$ sting is poisonous. See the
description for scorpion under the insect conltOl power. Three
attacks per melee. + 2 to strike and droge.
Boar: The same size and behavior as a wild boar. Bite does
206+4. Head bull does 106+2, ram does 206+4 and has a
1-55% chance of knocking its opponellt down (victim loses in
itiative and one melee atta.-;:k), but CountS as two anacks. Three
attacks per melee. +2 to strike and dodge.
Spider: Three inches (76 mm) in diameter. Bitt: does one point
of damage plus 406 damage (roll 10 save vs poison - a success
ful save means no damage). Three attackS per melee.
Knight in full armor, wilh sword, mounted on horse in
armor: Full body plate armor: A.R. 17, S.D.C. 200, weightJess.
The sword is 3.5 ft (l m) long, inflicts 206 damage and has 30
S.D.C. The knight has four attacks per melee and is +4 to
strike. parry and dodge.

The horse can bite for ID6 damage. front leg kick 306 dam
age, hind leg kick 606 damage (counts as two auacks), charging
head bUll does ID 10+ 10 and knocks opponents weighing less
than 300 Ibs to the ground. The armor outfil immediately appears
on Chiang's body he is and mounted on the horse.
Snake (magic): About four feet long. Moves and behaves as a
normal snake, bite causes ID6 damage and either mule or blind
ness t:qualto a second level magic spell (roll to save vs magic).
Three attacks per melee. + 2 to strike and dodge.

I
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Hawk: Aies and behaves as a common hawk. Beak does 104,
claws do 106, and eyes emit bolt of energy (range: 500 ft,
damage 106+2). Four attacks per melee. +2 to strike, +4 to
dodge in flight.

Circuit Board

The villain called Cirruil Boord is one of the American
S.C.R.E.T. orgllIlizauon's greale....t embarrassments. RogerCaf.
ler was a small-time agent and Class.A personality selected by
the CIA as iI prime candidate for an experiment in robotics. The
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plan was to create a powerful robot body and inslall a human
brain 10 control it.~ KLS Corporation constructed the robot
and were certain that they had perfected the neuro system-and
life suppon system that could keep the brain alive and link it to
the anificial body. The real problem was finding the righ!
psychological candidate. Enter Roger Caner.

Carter was a mean bruiser who was said 10 be too loogh to

die. He had sustained grievoos injury in the line of duty saving
his fellow operatives and rescuing civilians. He had shown greal
courage, incredible willpower and focus. He was also a border
line psycholic, but was selected for the project anyway.

The operation wenl ...moothly and Carter adapted quickly to
his artificial body. After months of orientation and tests, Carter,
code name: Circuit Board, was sent into the field .. Hc performed
admirdbly and was heralded a success. However, after a ycar's
time. Circuit Board began to show indications of increased
psychosis, violence and antisocial behavibr. When unfounded
rumors began to circulate that he ~iIS 10 be~ dismanlled, he
disappeared.

Cirt:uit Board reappeared six months later, crazier than e....er.
He has decided that the concept behind S,C.R,E.T. is good, but
doesn't go far enough. Mutants and super powered "freaks,"
.... illains and heroes, must be destroyed and he is their self ap
pointed executioner! Anybody who gel$ in his way or tries to
protcct them are vennin and broshed aside or slain, including
old agency buddies. Meanwhile. 10 suppon his war for humanity,
he steals and docs whatever it lakes 10 COOlinue. He i" comidcred
extremely dangerous.

True Name: Roger Caner
AJu.s: Cin:uit Board
Alignmtnt: Diabolic
Bit Point.'!: Not applicable
S.D,C. (robot): 600, A.R.: 17, Note: Laser resislant (half dam
age). Power Supply: Nuclear - 10 year life span.
Weight, 500 Ibs (225 kg). Height, 7 ft (2. I)
Age: Caner is 27, the robot is lwo years old.
Attributes: I.Q. 11, M.E. 14, M.A. 8. P.S. 30 (robot), P.P.
22 (lObo!), P.E. not applicable, P.B. 5, Spd (robot) 210 mph
(338 kmIh) and can leap 30 feet (9 m) high and 50 feet (15 m)
lengthwise .
DispusiJion: A .mean, psychotic killer driven by a ct\lsade.

Clever, calculalina, merciless. and deadly in combat; he
knows every trick in the book. and uses them all. Enjoys
fighting. Comes off a bit like the character in the film Ter
minator. a COld, calculating killing machine thal is flO( easily
$Iopped.

I.nsanity: Ob$cs!oed with the extermination ofTJQn-humans (he'll
devote his life to destroying lhe Dii.rk Tribunal if he ever
learns about them), a violent psychotic, and a bit parotnoid.

Experience Level: Sixth (6)
Combat Skll1s: Hand to Hand: Expert
Attacks Per Melee: Six (6)

Bonuses: +9 on initiative, +7 to strike (+ I when targeting
5ighl ilj: used), + 10 parry, + II dodge, + IS damage. +2
pull/roll with punch or fall. Critical strike on an unmodified
18·20. Kick does ID6 danlaSc.

Other Bonl1Je'l: None.
SUpcI'" Power Cate:eory: Robot effectively a tta.osferred intelli
gence.
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Education Level: Special training from the S.C.R.E.T.s
Scholastic Bonus: 10%
Skills of Note: Basic math 94%, pilot truck 90%, pilot tank

80%, pilot airplane 98%. pilot helicopter (basic & combat)
82%, W.P. automatic rifle, W.P. sub-machinegun, W.P.
energy pistol, and W.P. energy rifle.

Secondary Skills: W.P. automatic pistol, W.P. revolver, W.P.
knife, automotive mechanics 65%, basic electronics 55%,
computer operation 75% and Hrst aid 65%.

Appearance: A black and gold robot with a human face (but
it's synthetic too, only the brain is human), huge blade-like
pincers and strange appendages.

()ccupation: Su~r-bcing extemlinator; ex-S.C.R.E.T.
Rubot Body: Reinforced humanoid txxly. Annored and heavily

armed. Designed for combating super beings.
Robol Feablre.":

I. All audio features: See lIenles Unlimited, pa8e 146. In
cludes amplified hearing, audio recorder, loudspeaker. moo
ulating voice synthesizer. sound analysis and inaudible fre
quency tmnsmission.
2. Optic~: Advanced robot optics. infrdred vision, thenno-im
ager, telescopic vision, passive night-sight, and targeting
laser. See Heroes Unlimited, page 147, for details.
3. Sensors: Combat computer, motion detector and warning
system, micro-radar, radar detector, rudiation de-lector, and
chemical analysis system. See Her~ Unlimited pa~t: 147
for details.
Note: All oonust:s frolll the robot features have been indudetl
in the bonus listing.

Robot Weapons:
1. L>ctachable remote conlrol limb: Launched from tht:. right
hand, a miniature nying saucer shaped billster that can be
used to attack or for observalion. folies at a speed of 22 (15
mphl24 km), five minutc duration, two attacks per melee.
Damage from ion blllSIS is 31)6. Range of blasls is 200 feet
(61 m). Also has II video camer.1 and tr.1nsmiUer that can
send picturcs 10 Circuit Hoard. +2 to strike, + 3 to dodge
(motion sensor).
2. Largt:., razor sharp pincers: Again on the right hand. These
can be \lscd like a sword/sickle or like scissors. Damage: 31.)6

per strike.
3. Concculell mini-arms and hand~ (2): Com.:ealeu in the
forearm homings of both anuS is a g,mall utility arm: P.S.
10. These are used to fire hand-held weapons and operate
devices. A.R. 10, S.D.C. 30 eat:h.
4. Electrical Discharge: Lett imn can fire an electrical dis
charge equal 10 the n(lmhcr of hllnd to hand attacks. Damage:
406, Range: 12 fcct (2.6 m)

5. Laser Eyc: The left eye, 206 damage, range 220 fL (67
III), payload: 10 blasts per hour (rel:harges).
6. Concealed laser rod: Righi It:g. Damage: 406. Rangc: 600
ft (181 m). Payload: 20 blasts per hOllr - rechllfge.~.

7. Concealed wm arlnlents: Two mcdium compartments ill
the left leg and twu small companmems in the chest. Can
hold additional weapons and items.

Robot Armor: FilII body armor. plus reinforced frame: A.R.:
17, S.n.c.: 6(XJ und laser resiSlant (half damage).

Vehicles: In addiliOll to his detachable huver jet-pack (50
S.D.C.. A.R. 12, maximum speed 200 mphl321 km), lie
steals whiltever h~ needs. See piloting skills for the range of
vehicle types.
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Money: Steals what he needs to keep his war going. Typically
has 206 x 10,000 dollars on hand.

The Cremator

Edward Ponrek was different than other children. At an early
age he delighted in causil)g pain and suffering to small animals
and insects, especially by using fire. He would collect road-kills,
take them home, clean them and display their skeletons in his
room. By the time he reached high school he had over fifty
complete skeletons. His parents foolishly encouraged his activ
ity, thinking their son would one day become a paleontologist,
biologist or veterinarian. Unfortunately, linie Edward was a
budding young, psychotic killer. His first human victim was a
class hully hy the name of Tom Wien. He killed Wien by drop
ping a cinder block. on his bead from a tree, Wien's wa... the
imit human skeletOn to be displayed in 'Edward's collection. His
parents believed it wa.~ a life-like model.

In college Pontek, excelled at several sports and studied to
become a mortician, B\lt, in his fourth year he wa... expelled for
unprofessional conduct and was told to ~k psychiatric help.
Devastated by his expulsion, Pontek decided to commit suicide
and drove his ClIr into a tree at high speed. He survived. bUI the
a<:ddent and/or lhe tteaunent awoke long donnant, mutant genes.
Slowly, he began to change, mutating inlo the Cfellture he is

tooay. the Cremiltor.

TIie Cremalor is considered an extremely dangerous and un
predictable killer. lie has no apparenl dcsire for wealth or power,
but will steal things when he needs them Or if others treasure
them. His only ambition seems to be causing fires and murder.
He is a suspect in 39 murders (27 by fire), 143 cases of arson
and is responsible for injuring hundreds. Until [he Eanhmover
knocked him down a notch, he was the FBI's public enemy
number one (now number two). His current whereabouts are
unknown.

Note: The Dark Tribunal has never tried to recruit this crazy
man, bUI!hey do admire his handiwork. The organization might
secretly arrange his escape if he ~hould be captured.

Real Name: Edward Puntek.
AI13~: The Crcmator
Alignment: Diabolic Evil
Hit Points: 43, S.D.C.: 68
Weigbt: 240 lbs (l08 kg), Height: 6 feet (1.8 Ill), Age: 25
Attribules: I.Q, 13, M,E, 8, M,A, 14, P.S. 21, P.P. 18, P.E.
15, P.B. 7, Spd. 20

DiS(M)Silinn: A psychotic killer who loves to kill and set !hings
on fi~. When not ill the guise of his alter ego, the Cremator,
ronlek is a soft-Ilpoken loner. Has no regard for tne lives of
o!hcrs and strikes without mercy or remorse. Crazy. unpredicl
able, a.nd deadly, He holds /I grudge and will seek: revenge
aga.inst !hose who persistently try 10 capture Or thwart him.

In.'QUillles: Obsessed with fue and setting fireli (loves it). Obses
sed wi!h killing people and animals and collecting their skele
tons. Has aphobia ;100\U lars;e bodies ofwater-IIvOids (hem.

RxperiCDCC Level; Seventh (7)
Combat Skills: Hand to Hand: Basic
Attacks Per Melee: Five (5)

I
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Bonuses: + 6 on initiative. + 3 to strike. +6 parry, + 7 dodge,
+8 damage, + 3 to pullfroll with punch, fall, or impact.
Kick attack does ID6 damage, and + I to strike with body
block/tackle, doing 1D4 damage. Critical strike on an unmod
ified roll of 19 or 20.

Other Bonuses: None
Weapon Proficiencies: None, relies on mutanl powers.
Super Power Category: Mutant
Major Super Ability: Control elemental force: fire
Minor Super Abilities: Energy expulsion: fire, energy resis-

tance, and heightened sense of smell.
Unusual Physical Cbaracteristic: Stocky
Education Level: Four Years of College
Scholastic Bonus: + 20%
Scholastic Skills: Cumputer operation 98%, computer program

ming 90%. paramedic 98%, criminal science/forensics 8~%,
pathology 95%, biology 90%. chemistry 98%, analytical
chemistry 95%, basic ilnd advanced mathematics 9R%.

Secondary SkUls: General athletics, body building, prowl 94%.
climbing 98%, running, pick locks 65%, basic mechanics
64%, navigation 90%, and pilot automobile 98%.

Appearance: Young man with black hair and glowing red eyes.
Wears a dark grey, cowled cape and black and grey costume
with a belt and harness made from bones.

Occupation: Vagabond, serial Ieiller.
Weapon.~: None, relies on powees.
Vehicle: May buy or sleal what he needs,
Money: Little; has no need f(lr muney other than to eke oul a

mcager existence. Seldom has more than 2D6x 100 dollars
in his possession. Steals what he needs.

The Devil's Knight------
By Julius Rosenstein

The Devil's Knight is a powerful possessing entity that was
banished from the Earth during the Middle Ages by a group of
good magicians. However, the horrible creature has found it.o;
way bacle to Earth and seeks to once again cause mayhem among
humans. Upon arriving on Earth, the entity possessed the body
of an innocent victim. Unlike the typical entity, this v,mely
mutate~ ite; ho~t body into a more menacing fonn, This process
strengthl:l1s its li.,k 10 ourdimcnllion andcrcatcs a more powerful
hody that ill also intimidnting to humans, The mlll,lled form is
always that of an eight foot (2.4 m) tall. muscular monster with
thick, red skin, homs and a tail. -----------

Once the transfonnation fonn is complctc (takcs 48 hours).
the ficnd summons a magical suit of armor and sword from
anothcr dimension (its homeworld?) and truly appears to be a
dcmonic knight. Its goal is to spread evil and wreak havoc.
Formnarcly, thc monstcr is no mastcnnind or cosmic man
ipulator. II tends to aCI as a lone agent because it is extremely
jealous and a bit paranoid of others. Thus, the fiend will seldom
associate with groups that have more than a few dozen members
(usually much smaller) and is not likely to have more than a
(!oz.en hem;:hmen. A Devil's Knight resent.c; other .c;upernatural
beings and will never williligly work wilh 'hem, However, it
may join forcc!l with a !lmalJ group of super powered humans.
Thi1I1k..fuHy, these supcmiltuml fiends fitn:ly visit Earth; in fal:l,
Ihis is the firsl one recQrded in over 800 years.
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The Devil's Knight possesses various magical and psionic
abilities. It will not hesicate to engage its foes in melee combat.
However, when it starts out as a possessing entity, it preferS the
use of psionics. As it transfonns into its ultimate (devilish) fonn,
it favors hand-ta-hand combat along with its magical powers
involving the use of fire.

How to Defeat the Devil's Knight

I. Being magically or' psychically exorcised (OTS) out of its
host body (it gets + 2 to save vs exorcism after it mucates to ils
monstrous fonn).

2. Taking so much damage. hit points and S.D.C., that its
physical form is dt:$lroyed and il lo~s ito; hold on this world
and is automatically sent back to its own dimensiOn. In fact, the
creature will shrink down 10 six fcct when all his S.D.C. are
deplctcd. The person who was possessed returns to nonnal and
remembers none of what transpired while he/she was possessed.

The tricky part is nOC 10 killihe innocent pefWn whose body
is being used by the entity. Any damage beyond the monster's
hit points comes off the person the entity has possessed (the
average person has about 20 hit points and 15 S.D.C.).

K SIE/NJI£[)A / u:::;:;r~ • ~2
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3. Losing possession of its magic sword for 72 hours. The
Devil's Knight is linked to the sword (it will know where the
sword is al all limes and can track it down) and will do everything
within its power 10 retrieve il. However, if the sword is not

recovered, then the entity will lose its link 10 Earth and return
10 its own dimension.

The DeviJ's Knight - SupernaturaJ Monster:

This fiend is a slightly modified version of the poss~ssing

tntity a.~ found in Beyond The Supernatural (BTS), pages 163
and 164.
True Name: Oku Ruk
Aliases: The Devil's Knight
Alignment: Diabolic

Hit Points: 204 x 10 (in this case ~O)

S.D.C. of Mutated Body: l04x 100 (in this cuse 200)
Weight: Three times that of the host body (in this ca.'\e 450
IbS/202 kg)
Height: R ft (2.4 m) tall plus a 3 ft (0.9 m) lail.
Age: Unknown. Sex: Masculine appearance, Horror Factor:
12, P.P.E.: 20
Attributes: The number in parenthesis is for this particular
k,;ghl. I.Q. 17 (17), M.E. 206+9 (20), M.A. 206 (7), P.S.
;:\D61 14 (30). P.P. 2D6+8 (14), P.E. 206+ 12 (20), P.B.
106+ 1(3), Spd 1[)4" 10 (30)
Disposition: Crucl. evil, mean, treacherous. self-serving. Likes

to cause pain • .!iuffering and havoc. Tends to be a loner.
Experience Level: Not applicllble; all are roughly equivalent to

a sixth l~vel character.
Cumbat Skills: Hand to Hand: Expert (6th level)
Attacks Pel'" Melee: Five hand to hand or three psionic.
Bonuses: +2 on initiative, +2 strike. +4 parry. +4 dodge.

+21 damage (+6 natural bonus plus PS bonus of + IS).
+2 to roll/pull punch, critical strike on an unmodified 19 or
20, He can also kick:.

Other Bonuses: +5 savtl vs psionics (+2 bonus plus M.E.),
+5 save vs m:lgic, +3 save vs poison. + 10 save \IS horror
factor. and + 10% vs coma/death.

Super Power Category: AlienlSupemllluraVOthcr-dimcnsionaJ
bdng

Natural Ahfllties:: Energy being, S,1rne a.~ pos!iC.~sing entity in
Beyond the Supet'naturaJ.

Psionic J'owers (natural abilitits): J.S,P. 31>4 x 10 (in this
case 70). Puwers are identical for all oflhese beings. Empathic
transfer, bio-manipulation, levilalion, telekine.<.is, see the in
visihle, sixth sense, impervious tn fin:. <learn trance. mind
block, and lelepathy.

Scholastic Bonus: None
Automatic Skills (6th level): Land navigation 60%. wil(ieme....'10

survival 60%, interrogation 60%, W.P. blunt. W.P. knife,
and W.P. swonl.

Modern Skills: Can It:.arn five new skills from any cll,tegOf')'
excluding medical, physical, electrical and mechanical. All
sIan 9[ lICcond level proficiency, bUI do not increase with
experience. In this case, those skills include W.P. automulic
pistol. W,P. automalic ritle, rudjo: bilSic 55%, language: En
glish !'lO%. pilot aUlomobile 84%.

Appearance: A hulking red-skinned monster wearing annor.
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Vehicles: None
Weapons: Magic sword and giant sized mace (306 damage).

He will occasionally use other conventional weapons.
Malice, the magic sword (evil): Standard propenies - see
Heroes Unlimited, pages 88 and 89: 606 damage, adds SO
S. D.C. to its wielder, Chaos powers: #4 Animate and ConllOl
the Dead. #8 Ay (SO mphl80 kIn), #10 Circle of Aame,
#12 Mystic Shield, and #14 Tongues.

Body Armor: Magic. weighlless, A.R. 17, S.D.C. 250 magi
cally restored with rest as if they were living S.D.C.).

Money: Has little need for money except 10 bribe and pay human
henchmen. Has amassed 30,000 dollars.

Eclipse.-----------=----
Jefferson Skoric is a !OCientific genius who received super

powers after being injected with onc or'his ~serums. He W8.'l

commissioned by the government to research the possibility of
enhancing humans wilh a bat-like radar for commando and anti
terrorist operations. After four years of e:ttensive research, he
finally created a workable serum. Meanwhile, he was overoue
in repaying a huge gambling debito lhe mob. Three mob enfor
cers paid Jeff a visil, beat the crap out of him and. just for
laughs, injected him wi!h the serum (not yet intended for human
test subjects). 1bey left him healen and bleeding, with the warn·
ing to get the money in three days or be killed. Slcoric became
ill and pas~ OUI.

Upon waking the next morning, he found the bright sunlight
blinding. Squeezing his eyes shut, he suddenly realized he could
mentally "see" objects around bim. It was the serum! II aiM)
endowed him with heightened senses of hearing and louch. and
the unexpected power 10 create and control darkness. Unfortu·
nately, along with his new powers he was also cursed with
near-sighted vision and an incredible sensitivity toward daylight
and bright lights. Another delraction was that his skin color had
permanently changed to a pale bluish white. making him look
like a zombie,

He ealled in sick. and ~I around wondering what to do next.
His immediate concem wali living long enough 10 figure out
how best to use his poWCB. That night, he broke inlO a hlind
pig (illegal gambling WOOD) and slole enough money to pay his
deb!: to the mob. He enjoyed the thrill of the robbery and realized
that his new abililies made him the perfect thief. He quit his
research job. abandoned his apartment and disappeared. He went
to the French Rivienl, wbete be began a successful career as a
cat burglar and thief, Over lime he grew to crave the thrill of
danger his new criminal life broughL him as mueb as the wealth.
With each successful crime his confidence. arrogance, and feel
ing of invincibility grows.

He has amassed and Iml It small fonune several times. boL
thal's just aU pan of the thrill. He has recently anempted more
daring and challenging crimes, and has even stolcn from !he
mob (!hey have no idea who is responsible), IlRd has done some
freelance espiona.ge work on a case for Interpol. Rumntll have
it Ihal Bclip!>C has begun accepting assignments from 1~'abril,;"IOrs

Inc.
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Real Name: Jefferson Skaric
Aliases: Jeny Moon, Samuel Goldwyn, and Eclipse
Ali~DI: Miscreant
Hit Points: 40, S.D.C.: 61
Weight: 190 Ibs (86 kg), Height: 5 ft, I J inches (1.80 m).
Age: 28
Attributes: LQ. 21, M.E. 20, M.A. 11, P.S. 18, P.P. 11, P.E.
20, P.B. 9, Spd. 19
Disposition: A genius who is domineering, arrogant, over-con

fident and cruel. 'The ultimate thrill seeker. Prone to violence
and extreme risk taking. He will kill for moncyor ifcomered,
like a trapped animal. but tries to avoid cold-blooded murder.

Experience LeYeI: Fifth (5)
Combat Skills: Hand to Hand: Expert
Attacks Per Melee: Six (6)
Bonuses: + lOon initiative, +5 to strike, +7 parry. +8dodgc.

+3 damage, +6 to pulUroll with punch. fall, or impact. and
+ I 10 strilce with body blocWtackJe (dnc.c; I D4 damage).
Kick attack.: ID6 damage.

Other-Bonuses: of I~savevscomo&fdealh. +3f.avcvspoisonl
magic, and +310 save vs psionic attack.

Super Power Category: Experiment
Major Super Ability: Darkness Control
Minor Super Abllldes: Radar. heightened sense of hearing,

and heightcned sense of touch.
Side--Effects or Experiment: Pale bluish white skin
Education Level: Master's Degree (CoUege)
Scholastic Bonus: +30% + 7% I.Q. Bonus

Skills or Note: Computer operation 98%, biology 97%, chemis
try 98%, analytical chemistry 98%, basic lind advanced
mathematics 9K%, criminal scienceslfon;nsics 92%.
paramedic 98%, ptllhology 98%, climbing 98%. and gymnas
tics (sense of balance 98%, climb rope 98%, back: flip 98%,
prowl 87%. leap 12 ft vertically and horizontally).

Secondary Skills: W.P. automatic pistol, W.P. revolver, general
athletic~, body building, swimming 82%, escape artist 50%,
pick locks 55%. pick pockets 50%, navigation 80%, and pilot
automobile 98%.

Appearance: Dark hair and eyes with pale bluish white skin.
Wears a costume of all black with a representation of a solar
eclipse on his chest and a black belt with burglary tools and
his stun dan weapon hanging from it. Also wears dark lensed
goggles.

Occupation: Professional cat burglar and thief.
Special Weapon: A neural stun dart gun "purchased" from Fab

ricators Inc. Fires a special dart which injects a neural disrupt
ing solution into its victim. causing a temporary paralysis.
Darts filled with the deadly Green Mamba snake venom are
used to kill. 1be gun has a laser sight and sound suppr-essor
making a nearly inaudible "poor' sound when fmd.
I. Neural Stun Dart Gun
Range; 300 it (91.5 m)
Anacks Per Melee: Four
Payload: 10 (Eclipse cames two (2) extra dips with ten (10)
dans each, plus a small clip with five (5) venom darts).
Weight: 2 lbs (0.9 kg)
Dan Types and Damage:

Neural Disrupting Dart: Completely immobilizes normal
humans for 206 minutes, bUl superllUmans and professional
athletes (physically tougher) are paralyzed for 106 minutes.
Saving throw: 15 or higher.

Green Mamba Venom Dart Causes 206 damage and victim
will fall into a coma unless a saving throw of 15 or higher
is made. If saving throw is successful victim will suffer phys.
ical damage only, but will be woozy for ID4 melees: - I to
parry, - 2 10 strike and dodge. If saving throw is missed,
victim should receive immediate medical attention or death
will occur within 104 hours - roll to save vs coma/death.

Weapons: Occasionally uses other handguns but tends to rely
on his super powers and dart gun.

Vehicle: Rents, buys, or steals expensive luxury and sportscars.
Other Equipment: 1be best lock picking and electronics tools,

a rich wardrobe ofexpensive clothes and jewelry (wonh about
a million bucks).

Money: A high ",lIer who likes to gamble, he spends money
as quick.ly as he acquires it, but always seems to have a fair
amount of money. Always has 4D6x 1000 dollars in cash,
$35,000 in credit and 304 x 10,000 dollars in his bank ac·
count. He alsu steals what he wants:
Note: Often found in resorts and at casinos, wherehegamblcs,
vacations and worhlsteals.

Earthmover &
Verdant - A Duo

Earthmover

Peter Bloink was bom with his amazing powers but didn't
become fully aware of them until his sixteenth birthday. As a
boy he was verbally abused and beaten by his father. He killed
his father with his new found powers after a heated argument.
He was tried as an adult and convicted of manslaughter. Taking
his mutant abilities into consideration, he was given the
maximum sentence and placed in a Federal Maximum Securiry
Prison for super-powered beings in lhe wilds of Alaska.

After hi~ release, six years later, an embittered Bloink turned
to a life of crime. His first major crime was an armored car heist
in Detroit, Michigan. Earthmover attacked me annored car in
broad daylight. on a bustling downtown street. Using his earth
control powers, he caused a minor-earthquak.e, opening a 15
foot wide crevice which the armored car and several other veh
icles and pedestrians fell into. Turning to stone, be beat the
UTn<Jn!:d doon open and look a face full of military slrt:ngth
mace from one of the guards. In a til of rage. Earthmover
slammed the crevice shut, crushed the annorcd car, the other
vehicles, the guards and at least thirty pedestrians. He nexl
nlvaged the ent~ city block, destroying the faces of buildings,
crumbling streets, toppling a city bus, and destroying a section
of the ciry's automated monorail system. 1be dead totalled se
venty-four. Two hu~ and ten OIhcrs wert injured and pr0p

erty damage was estimated at 9.5 miUion dollars. 1bc event was
highly publici7.ed by the media.

Earthmover, still on the move, but later lJ'accd to the offices
of a small game publishing company on the outskirts of Detroit.
He had broken into the building and was hiding out until things
cooled down. Luckily, the employees were out with their em-
player, Iook.ing into the acquisition ofa new office and warehouse
for their booming business when police arrived. Earthmover
collapsed the building on top of the encroaching SWAT team,

f
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demolishing that building and the two homes next door. 'I'hrec
otticers also lost their lives. with seven badly wounded. The
villain slipped away during the mayhem.

F..:mhmnvcr ha,'i caused havoc in over 30 major cities in
America. He has reu::otly leamed up with the alien liuper villain.
V~n:l'\Ilf, l1le fWI) make a fomlidablc team that is viulent and
unpredictable. Note: Earthmover doesn', know Ihal his partner
plans to wlllluer Ihe world. When he doc!>, they will become
deadly enemies.
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Real Name: Peter Bloink
Alias: Earthmover
Alignment: Miscreant I
Hit Points: 55, S.D.C.: 87 (600 when turned to Slone)
Weight: 2951b5 (133 kg), Height: 6 ft, 8 inches (2.05 01)
Age: 23
Attributes: I.Q. 9. M.E. 18. M.A. 7, P.$. 27, P.P. 9, P,E.
18, P.B. 10, Spd. 20; P.S. and P.E. can be considered super
natural.
Disposition: An extremely violent and brutal killer. Shon lem

pered and prone 10 tanlrums. Extreme caution is advised when
dealing wilh him as he has killed several panners and innocenl
bystanders in fiLe; of anger.

Experience Level: Ninlh (9)
Combat Skills: Hand to Hand: Basic
Attacks Per Melee: Seven (7)

Bonuses: + 1 to strike, +S parry. +5 dodge, + 10 damage, f
+7 to pulVroJl with punch Or fa.U,' +1 !o Mrike wilh body
block/tackle (does 104 damage). Crush/squeeze: 104 dam-
age, kick; 106 damage. Judo style body Ihrowlflip inflicts
I D6 damage and the victim loses initiative and one attack
for Ihat melee. Pin/incapacitate on a roll of 18, 19, or 20 and
a critical strike on an unmodified roll of 19 or 20.

Olher Bouuses: +6% save vs coma/death, + 2 save vs poisonl
magic, and +2 to save vs psionic attack.

S'lper Power Cale,;ory: Mutant
Major Super Abililies: Alter physical slructure: slone (A.R.

16, S.D.C. 600, weighs 750 Ibsl337 kg and has a P.S. of33
when trnnsrurmed to stone, bUI speed is reduced by half).
His second major ability is control elemental furces: earth.
No minor powers.

Unusual Physical Characteristics: Stocky build,
Education Level: High School Graduale
Scholastic Bonus: +5%
Scholastic Skills: Basic math 98%, reads and writes English

96%, boxing, wrestling, general alhletics, prowl 98%, cook
98%, fishing 98%, and sing 85%.

Secondary Skills: Running, body building, basic mechanics
72%, auto mechanics 74%, pilot automobile 98%, W.P.
blllnt, W.P. revolver, W.P. automatic pistol. W.P. rifle,

Appearance: A large man with red hair. and green eyes. Wears
a bright yelJuw costume.

Occupation: Professional criminal and terrorist.
Weapons: Will lise automatic weapons and clubs (often portions

of buildings). Tends to rely on his ~upcr abilities.
Vehich...s: Loves spOrts cars, Steals Ihem on a regular ba~i~.

Body Armor: Seldom We<lni ilny, even in hUnlall fann.
Available Monc:y: LillIe; tends to spend money at an incredible

pace. Will have 4D6x 1000 dollars al any given moment.

Verdant

Verdant is a memhc:r of an intelligent lind technologically
advanced rnce of plants from an unknown ilw system. On his
homeworld, VerdlUlt is WlUlted by authorities for terrorism iffid
for repeated aUellipls 10 ovel1hJow the government. He i!l al!iO
i)clieved to be respon!lible for the assassination of a high runking
cabinet member lind the attempted assassination of the World
Emperor.
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Verdant, as he has come to be known on Earth. and a handful
of loyal followers hijacked a space freighter and ned their world.
Unfortunately. they strayed too close toa black hole, were sucked
in and transported to our solar system, untold light yean> away_
The passage through the black hole also desuoyed the ship's
star drive and navigation system. They drifted helplessly towards
our sun and a fiery death. when Verdant spied our lush lillie
planet. He jettisuned himself towards Eanh in the only upc:r.t
tional escape pod and managed to survive cnlI)' into the atmos
phere.

For a year he laid low, observing and planning. Recently,
Verdant has tcamed up with the violence-prone villain, Eanh
mover. He is impressed by lhe human's eanhen elemental pow
ers, and feels Eanhmover could be an asset towards its ultiouue
goal of world domination. Earthmover has no idea of Verdant's
plans 10 conquer Earth and to terminate nonessenliallife forms.
like mammals.

GM Note: Hi... Korsyth companions did noc necessarily plunge
into the sun. Did they survive? Are they on Earth? If so. are
they all villains? 11'5 your call.

Real Name: Slcyth-Xirkoth
Alias: Verdant
Alignment: Diabolic
Hit "oint.;: 4R, S.D.C.: 205
Weight: 1461bs (65.7 kg).lItigbl: 5 ft, 4 inchcs (1.55 m)
Age: 212 Eanh years (123 Korsyth yC8T'!1), Su: Neither & both.
Attributes: I.Q. 19. M.E. 17. M.A. 8. P.S. 18, P.P. 9, P.E.
13. P.8. 21, Spd. 32
Disposition: A totally evil megalomaniac. who is both cunning

and ~SOlllLeful. Believes himself to be far superior to any
plllJlt life or mammals on Earth. Secretly wanls to cooquer
the Earth and eliminalc at least half of the human population
and some adler mammals not necessary to sustain Earth·s
plant life. He is attracted to Earthmover because of his great
power and earth elemental powers, hut ~5 the mutant as an
inferior.

Experience Level: Tenth (10)

Combat Sk:llls: Hand to H:md: Ra.~ic

Attacks Pc[" Melee: Silt (6)
BonUSC!i: +310 Iltrikc, 16 to parry. +6tu dodge, +5 to mil

wim puneh or fall. Judu Illyle hody throw/flip inflicts lD6
damage and the victim loses initiative and one alI3CIc that
melee. Critical strike on an unrmdilietl roll of 19 or 20. Kick
anack does ID6 damage.

Othe:r Bonuses: + I save vs psionic aWtck and 55% to ebarmlim·
pIUs. Super Power Category: Alien

Major Super Ability: Plant Control
Minor Super AbilitiC!i: Impervious to fire and heat and super

visiun: ultraviolet/infrared.
Speci~1 Natural Abilily: As Aplant, Verdant recovers hit points

and S.D.C. twice as quickly as humans. He can also slowly
regenemte severed limbs (Uikcs 606 +20 days 10 completely
regenemte).

Pcrhaps his most dangerous aspect is that helshelit can seed
and grow others of il~ kind if he so desires. The K~yth can
generate IDO x 10 seeds every six month5. A seed will grow
into a strange plant, but show no sign of' 8ppaR:;DI mlelli&cncc
nur hUII13110id trail". After four yean lhe pl3nt will grow a
huge pod. The pod wilt grow fur erne year before opening.

A full-grown Korsyth emerges. ready to leam and live as an
intelligent creature. The initial alignment is anarchist. but can
change depending on me experiences of the first few yars.

Special Penalties: Prolonged heat without moisture/water (2D4
weeks) can kill the alien. Intense cold has the same effect.
Likewise. the creature must have at least 56 hours of sunlight
a week to function at full strength. 30 to 40 hoors will reduce
its speed. bonuses and number of attacks by half. 20 hows
or less will make the plant alien weak tllld begin to wither
and tum brown - death coming wimin 204 months. Until
then, reduce all skill proficiencics and all attributes by half,
piUS the penAlties al~ady listed. A total absence of light will
kill the creature within 6D6days. Vegetation killing chemicals
arc like poison to them and inflict 306 damage per large dose.

Originating Alien Environment: High Gravity .
Educadon Level: Science Specialist
Scholastic Bonus: + 14% t 5% J.Q. Bonus.

Scbolastic Skills: Surveillance systems 98%'; radio: satellite
relay 84%. botany 98%. aslTOphysics 89%, chemistry 98%.
pathology 98%. rust aid (plant) 98%. prowl 98%. climbing
98%. computer operatioo 98%. and read sensory equipment
98%.

Secondary Skills: Basic math 98%, advan~edmathematics9O%.
navigation 90%, navigation: space 90%, and language: En
glish 98% (native l3Jlguage is Korsyth 98%).

Weapon Proficiencies: None. but can try to use any WCllpon at
hand.

Appearance: Sentient plant. with humanoidlbipcd body with
leaves. vines. and beautiful. aromatic nowers growing from
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his body. Has glowing pale green eyes and a small slit for a
mouth, which also glows pale green when opened.

Occupation: A criminal and terrorist on his own world and also
here on Earth, with a desire to rule the planet itself.

Weapons: Has a Korsyth vibro-dagger (406 damage) and laser
pistol (406 damage, HXX> ftJ305 m range).

Vehicle: None and has no piloting skills.
Armor: None.

Electrocutioner
Jimmy Kaall. was sentenced to death in Aurida for the cold

blooded murder uf an elderly couple during a mugging. On June
6th. 1988, during one of the worst electrical storms in Aorida's
hislOry, Jimmy was strapped inlo me electric chair. The switch
was lhrown and 220,000 volt.'i surged into Jimmy's wrilhing
body. AI that moment outside. a powerCullighlning boll strock
the prison's electrical generators, sending a massive surge into
the prison and into Jimmy. Suddenly, there was a loud crackling
explosion. a blinding nash and no Jimmy! All that remained
was his smoldering clothes. It was assumed that he had been
incinerated.

To his amazement. Jimmy woke up with a throbbing headache,
bu7.7.ing in hi~ ears, and naked in the woods outside the prison.
By some freak accident he had been telepurtcd out of the prison.
He made his way to a oeacby neighborhood, stole some: ill-fitting
c10lhcs from a clothesline and then stole a car. He ditched the
car in the next st~ue and disappeared. Later, he came to~
mat the accident had also bestowed him with power over electric
ity and an amaz.ingly fast healing ability.

He resurfaced as IDe E1cctJ'lXutioner and has wreaked havoc
in several mid-western states. He is wantt:d by law enforcement
officials for several bank robberies and is known to have killed
one police officer and has injured a dozen others. 1bere is also
a Mob contract out on him. It seems he Foolishly robbed two of
their casinos in Las Vegas. It is believed he is in New York
City and plans to leave the country.

Rul Nltme: Jimmy Kaatz
AliILSt~: t:elix Winger. W'ther Snlilh, and the Eleeuocutioncr.
Alignment: Mi~rcant

llil 1'uinlll: 25. S.D.C.: 133
Weight: 1851m (84 kg), Hcia:ht:.5 ft. 9 inches (l,7501), Age: 24
AUribu(Q: l.Q. 8, M,E, 8, M,A. 4, P.S. 21, P.P. 12, P.E. 8,
P.B. 13. Spd. 11
Disposition; Tough. mean, out...poken and l.TUde. A thoroughly

unsavory pelWT1. He hales all authority figures. especially
police and "those pansy super heroes". Loves money and
enjoys a good fight.

Experience Level: Fifth (5)
Combat Skills: Iland to Hand: MartiaJ Am
Atl»cks Per Melee: Six (6)
Bonuses: +2tostrikc, +6 parry, +6dodge, +6 damage, +6

10 pulllmll with punch, fall, ur impact. + I to suike with
body block/lackle (does 1D4 damage). Karate kick: ID8dam
age, jump kick (critical strike), and enlangle.

Othl.'r BonukS: +20% save \IS coma/death, 1:1 ~ave v~ psionic
all:lck/in"anity, and; 3 save 'IS poison/magic.

Super Power Cutegury: MUlllllt
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Mlljnr Power: Aller Physical SlrUCture: EJectricity
MinQl' Power.l;: Healing factor and energy resisWlCe.
Unu5ual PhY.'jial Ch»racterislk: None
Education Ltv~l: High school
Scholastic BoOWi: +5%
Sk1Us or Note: ArI 61 %, phOlogf3phy 75%, writing 55%. boA

ing, c1imhing 87%, prowl 83%. generuJ alhletks, arid W.P.
automatic philui.

i
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Secondary Skills: W.P. revolver, body building, forgery 50%.
pick Jocks 55%, auto mechanics 62%, land navigation 56%,
pilot automobile 96%.

Appearan~: Dark, greasy hair and beady eyes. Wears a black
costume with an "E" and yellow lightning boilS emblazoned
on the chest.

Occupation: Professional criminal. His M.D. is bank and casino
robberies and other high-slakes thefts.

Weapons: Occasionally uses handguns but lends to ~Iy on his
super powers.

Vehicle:: Rents. buys, or steals what he needs - loves spons
cars and limousines.

Other J::quipmeot: Dresses in the most expensive clothing and
newest fashions. Likes tl) play the big wheel. Owns about
$50.000 worth of jewelry.

Money: He will typically have 406 x 1000 dollars in his posses
sion. but tends to live the. good life and spends money quickly.
Steals what he needs.

Evil Eye
Evil Eye is one of the last of II fTlllllipul31ive race who UJ.cd

their psionic powers to gamer power. These: aliens arc masters
in espionage. assassination, intimidation. and mind conltOl. The
Zylik do not use annadas of battlc cruiscr.; or weapon-laden men
l!J gain their desired victories, just their ("'ionic powers. and
raknts for deception, cunning. and guile. It was the abuse of
their natur-41 psioruc powers that lead to their being hunted and
extenninated to nc-ar extinction by a war-like race called the

Toogarth. The Tougarth loalhe the psionic aliens who had nearly
succeeded in subverting their govemment and enslaving their
people through Zylik tn:al:ht:ry.

Evil Eye. as he's come to be known on Earth, is a dangerous
mutant super villain. In reality, he is an escaped ZyHk who has
taken refuge on our planet. The Toogarth have a huge bounty
on any Zylik. and currently have several bounty hunters searching
for him and any other Zyliks on the run. (Note: The Toogarths
have in fact narrowed Evil Eye's whereabouts to our solar system
and have disputl:hed bouruy hunlC:U to the area. See stats on
Toog3rth Bounty Hunters). If the TOOgilrth bounty hunlC:T!i locate
him on llunh he will U5C his powcrs of persuasion 10 try to
COIwince Mlme unwitting superhulllanS. govemment or agency
to prolet~t him. Note: The: DT aliens will have nolhing 10 do
wiLh any Zylik.

The Zylik love to play god with beings they consider beneath
them, and 10 cause them greal suffering. When it comes to guile.
betrayal. and deceit, theZylik. make the Toogarth lookbooomble.
'They enjoy lung, elaborate manipulations, s\lch as pining two
friendly r.tee'l against each other until both arc .so weakened the
Zymc can s(ep in and asswne power over both. Once in power,
they use and abuse 00th pl8J\Ct and people. exploiting both 10
Ihe maximum and delighting in the people's suffering. When
line wurld is finally brought to its knees and iL~ ~sources plun
dered, the Zylik move on to another. fon:ver trying 10 satiate
their thirst for power and practice their an of deceit.

Real Name: Zoi Zymor
Ali~'&:: l::vil l::ye
Alignment: Diabolic
I1i1 Points: S7. S,D,e.: H9
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Weight: 228 lbs (102 kg), Height: 7 ft, 6 inches (2.25 m)
Age: 74 Earth Years (25 Zylik Years)
Attributes: I.Q. 17, M.E. 25, M.A. 21, P.S. 13. P.P. 19, 1'.E.
17. P.B. 6. Spd. 12
Disposition: Totally arrogant. manipulative, cunning, resource

ful, and a compulsive megalomaniac. Sees the Earth as an
intriguing opportUniry for limitless power and we.alth.

Experience Level: Tenth (10)
Super Power Category: AlienlPsionic
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Psionic Powers: 154 I.S.P. and the powers of hypnosis/mes
merism, empathic transfer, alter aura, detect psionics, mind
block, and sixth sense. Special to the Zylik ra«: Each hami!
eye possesses one additional major psionic power. In this
case, they are bio-manipulation (right hand) and mind wipe
(left hand).

Combat Skills: Hand to Hand; Basic
Attacks Per Melee: Six (6) hand to hand or six via psionics.
Bonuses: +3 strike. +6 parry. +6 dodge, +5 to roll with

punch or fall. Kick anack doing ID6 damage. and Judo style
body throwlflip (106 damage; victim loses initiative and one
anack thai melee). Critical strike on an unmodified roll of 19
or 20.

Other Bonuses: +5 save vs psionic auaeklinsanily and 65% to
InIstlintimidate.

Originating Alien Environment: Low Gravity
Education Lenl: Military Specialist
Schola..dc Bonu...: t 20% + 3'1> I.Q. Bonus.
Skills or Note: Forgery 98'1>. intelligence 98'1>. interrogation

98%. picklocks 98%, detect ambush 98%, concealment98%,
ronning, swimming 98'1>, general athletics, W.P. knife, W.P.
aUlomaticpislOl. W.P. energy pistol, and W.P. energy rifle.

Secondary Skills: Navigation 98%, computer operation 98%.
pilol automobile 98'1>, pilot spaceship 90%, and language:
English, Freoch both at 98%, and Toogarth 98% (native lan
guage is Zylik 98%).

Appearana: Humanoid with blue skin broken by patchy pale
orange splotches and blue hair. One huge eye takes up most
of Evil Eye's face. and each hand has an eye in the palm.
He uses his eyes 10 frighten and to hypnotize/mesmerize.

Occupation: Ruiner Of Worlds - manipulator and
megalomaniac.

Special Weapon: Heavy Ion Blaster (Range: 200 ft/61 m. Dam
age: 406, Attacks per melee: Up 10 four (4) bias!...). Will use
any type of weapon when necessary. preferring energy
weapons. Tends 10 rely on psionic powers. skills and cunning.

Special Vehicle: Anli-gravity Disc. MaAimum speed: 90 mph
(145 kmIh). Hover above ground: 1 10 1200 ft (366 m),
Maximum weight allowance; 1000 lbs (450 kg), S,D.C. 40

each.
Body Armor: WeaN a lightweight, mulc:r.:ular body anilor of

alien design. A.R. 17, S.D.C. 300. Annor is laser reflective
and has the ability to deflect a beam strength of 406 damage
or lower with no damage. 8eam~ of 506 damage do only
half damage. 606 and higher do full damage.

Facade-----------
Villain or Anti-hero

By Mike Gustovich & Kevin Siembieda

Facade is a strnngely noble villainess who has been on the
crime scene in the Orienl for a few years now. Unknown 10 all,
1bc buxom beaury behind Ihe mask is a gentleman named Jack
Nagano. Jack is a female impersonator who has avoided discov
ery and arrest by making his criminal aller ego appear to be a
woman. So who would suspect a man?

Jack: is very alhlelic and slim. He is also a quick change artist
and a master of disguise. Thus. he can look like just about
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anybody. male or female, within a matter of minUles, Without
the disguise, Jack is a small, slender, average looking Japanese
man who stands about five foot, six inches (1.68 m) lall. weighs
120 pounds (54 kg). with brown eyes, and black hair. High
heels makes Facade and other pc:rsonas seem taller.

He is a product of the aggressive and ruthless corporale world
of Japan. When he could lolerate no more. he quil his low level.
dead end, executive job, and fell into a deep deJnssion. After
months of melancholy and thinking, be realized his money was
running OUI and he moved to a seamy pan of town. To make
ends meet. he took a part-Lime job as a femaIe-impen,onlilor and
dancer. To his surprise he had a knack for malee-up and disgujse
and rose quickly to become a headliner al the club. BUI sLiIl
something was missing from his tife.

After siJ. successful years as "Jackie." be quit and joined a
secret. cult-like monastery that immersed itself in anarchisl
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philosophy and ninjitsu. As it turned out, the monastery was
tied to an underworld ninja organization and served as a secret
recruiting facility. 1be monks would look for individuals thai
had the right [alenlS and mind set to become a ninja. They would
then teach them some basic ninja arts and see how they would
develop. If the individual shows some talent they are recruited
into the ninja criminal organization. Jack was a key candidate
and was being taught the rudimentaries of Hensho Jutsu, Hsing
Tsia, and Inton Jutsu. the am of disguise. escape. and evasion.
His meditation and inner searching also uncovered strange pow·
ers thai had laid dormant within him for all these years. The
monks wert delighted and offered to U'ain him as a uue ninja.
However, he politely declined their offer and left. He had come
to peace with himself and found his niche in society.

Jack decided thai there is little justice in the world. That most
people. especially the educated. wealthy, and especially corpo
rate leaders, were all out for themselves, and that they used and
abused everybody around them in order to get what they wanted.
Even the monks, who helped him so much, had ulterior and
self-serving motives. But with this realization. the whole world
changed for him. If there was no justice, no true honor. then be
could do a." he pleased wilhout fear of spiritual corruption. life
was one big game and he wished to join the game masters in
their play. His targets, the master game players: the rich. the
powerful, and the corporate. Their pawns, the little people, for
which he had great sympathy, would be left unmolested. So
began his career as the noble criminal, Facade.

In creating Facade, Jack used all of his experiences. skills,
and new found powers. He specializes in daring robberies of
banks. elite stores for the rich. and corporate headquaners. He
tends to steal only money, bearer bonds. and jewels, but has
also been known to sabotage data bases and property as revenge
for injustices (as he sees them) against tbe innocent, the poor,
and the working class. But even in hislher attacks against those
he sees as the true villains, he is careful not to hurt anybody.

When planning a job, Jack relies on his wits and cunning as
much as his skills and super-powers. He always researches and
meticulously plans his every move. In the last year. Facade has
left the Orient (the authorities and the criminal Yakuza organi·
zation had both dramatically stepped up their effons to capture
or kill herlhim) and has been sighted in western Europe.

Real Name: Jack Nogaoo
Aliases: Jackie Spalding, Jill Sanlenboch. Mary Rose, Jack 01·
tomo, Mark Silver. Henry Gilbert. and Facade.
Alignment: Aberrant
Hit Points: 47. S.D.C.: 124
Weight: 120 lbs (54 kg)
Height: 5 foot. 9 inches (1.75 m) as Facade (special shoes plus
heels). Age: 27. Sex: Male

Attributes: l.Q. 15. M.E. 18. M.A. 19. P.S. 17, P.P. 14. P.E.
18. P.B. 10. Speed running: 360 mph (576 kin), speed flying:
34{) mph (544 km).
Disposition: Jack is a meticulous, clever. resourceful, careful

planner and a master of deception. He is also a warm, caring.
polite and considerate individual with a soft spot for children.
women and the unfonunate. He even buys things for them
or gives them much of his stolen money if they touch his
heart. "'s just that Jack has a twisted sense of what's right
and wrong.
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Experience Level: Seventh (7)
Combat Skills: Hand to Hand: Martial Am
Attacks Per Melee: Six (6) + I melee attack when in flight.
Bonuses: + 2 on initiative, + 4 to strike. +9 parry, +9 dodge.

+ 6 damage. + 7 to pull/roll with punch. fall. or impact.
Karale kick attack does 108 damage. jump kick (critical
strike), paired weapons and a critical strike on an unmodified
roll of 18, 19, or 20. Other bonuses include + 2 to save vs
poison/magic, + 2 to save vs psionic attack, 55% to evoke
tnlst or intimidate. and + 6% [Q save vs coma/death.

Additional Bonuses In Flight: +210 strike, +2 parry, +4
dodge or +6 to dodge when flying faster than 90 mph (144
km).

Super Power Category: Mutanl
MJijor Super Ability: None
Minor Supet Abilities (5): Wingless flight. eXtnlordinary speed.

supervision: advanced sight. imperviou.! to fire and heat, and
energy expulsion: energy (as muctl as 9D6'-damage - can
regulate in increments of 106).

Education Level: On the Job Training
St:holaslic Bonu...: + 20%
Skills of Note: Basic math 98%. disguise (Hcnsho JulSU) 9<'>%,,

impersonation (Hensho Jutsu) 84%/64%, escape anist (Jnton
Jutsu) 80%, concealment (lnton Jutsu) 70%, palming 75%.
picking locks 85%, language: English, Spanish, Chinese are
all at 95%, and his nalive language is Japanese 98%. Note:
The GM may wish to use the specific ninja abilities for the
three skills listed. See Ninjas & Superspies, pages 114 and
115.

Secondary Skills: General athletics, body building, prowl
(Hsing Tsia) 90%, swimming 92%. dance (professional qual·
ity) 76%, cook 86%. pilot automobile 98% and pilO! motor·
boats 84%.

Appearance: An attractive yoong woman with tanned skin.
golden blonde hair and steel blue eyes. Her costume is a
metallic gold.

Occupation: Professional thief and extonioniSL
Weapons: Relics on his super abilities. but can try to use any

weapon.
Vehicle: Rents or steals nice. but not attention getting cars.
Body Armor: Wears a fragmentation capeJvest when going on

an especially dangerous job; A.R. 13, 120 S.D.C.
Money: Both as Facade and Jack.. he gives his money to the

less fortunate. He still has about half a million in a Swiss
bank account and 106 x 10.OOOdollars, in cash, at all times.
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Freak Maker - Heinrich Vossen
Doctor Vossen, now in his late eighties. is a wanted war

criminal who disappeared in 1945 with an undetermined amount
of the Third Reich's pilfered gold. Vossen was the head of
genetic engineering for the Nazi 55, trying to create the perfect
Aryan fighting man. He was conslanlly being reprimanded for
his love of creating grotesque "genetic freaks," horribly twisled
monstrosities that were once human beings. Many in the Nazi
hierarchy wanted his horrible experiments SlOPped, but few
raised official objections because it was rumored that Hitler
himself visited Doctor Vossen regularly and approved of Vos
sen's work.

Vossen secretly moved to the United States in 1966 and finally
settled in Chicago. Using phony identification, he purchased an
abandoned building in one of the most poverty-stricken sections
of the city. Over the years, he has bought up some of the sur
rounding tenements and other buildings to keep away the curious
and 10 provide revenue for his research.

He has built an impressive. well equipped laboratory in the
basemen! of a huge. four story. old, victorian house. The base
ment has been eltpanded to cavernous proportions. It is com
pletely computerized and much of the lab is automated and
stocked with the latest in scientific equipment and includes
facilities for surgery, bionic reconstruction, and genetic manipu
lation. Surrounding the surgicaUresearch Slations are magneti
cally locked containment cells for holding the test subjects/pris
oners. Off to one side is his bionic ay.gmentation station, with
a 10 fOOl (3 m) view screen where vital data is flashed and
illustrated via computer generation.

Only one door leads in or oul of the basement. It is a large,
hardened steel door that resembles a bank vault door (A.R. 19,
S.D.C. 8(0). Locks and bolts are both magneticaJly and manually
closed. Beside il. on both sides of the wall is a retinal scanner
programmed to accept only Vossen's retinal imprint, and is the
reason he has kept the one real eye. The retinal scan releases
the magnetic lock but the door will still be secured unless the
manual system is unlocked. The door reads the key and ifcorrect.
allows the tumblers to tum. Outside the door is a small room
containing one elevator with another retinal scanner on the wall
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beside it. The elevator leads to the fITSt, second and third floors.
The first and second floors are Vossen's plushly furnished I}ving
quarters. Gottleib also has a nice suite of three rooms and private
bath on the second floor. The third floor has a ballroom (used
as a small gym), a second kitchen, large dining room, and six
guest bedrooms with private baths. 1be fourth floor has another
six bedrooms, a den, recreation room, and library all of which
are used for storage. The entire building is bristling with alarms
and state of the an. surveillance systems.

His first major success in genetic augmentation was on his
long-time friend and lab assistant, GottJeib Heydrich. and he
continues 10 make "improvements" on his friend. much to
GottJeib's delight. Herr GottJeib is Vossen's loyal friend. body
guard, lab assistant. and freak wrangler. (SpeciftC ch~ter data
follows). .

Through the seventies and eighties, V~senmade great strides
in his genetic mutation research as well as in pionic augmenta
tion. The man is a genius. It is his extreme methods and madness
that make him dangerous. He continues to kidnap homeless
people and use them .... guinea pigs in his experiments. Some
victims are transformed into human oddities, featuring all kinds
of defonnities. With some he'U splice their genes with an ani
mal's, which almost always results in death; only the subjects
of human and ape gene integration have any hope for survival.
Others he augments with super strength, or other extraordinary
super abilities. Even successful test subjects are continually ex
perimented upon or improved with bionic implants or additional
genetic alteration. He will frequently "make-over" the suffering
individual. radically changing him over and over. until he finally
dies. Some of these poor souls suffer this fate for years before
death finally allows them an escape. Most have been driven
insane long before. Rare are those who are ever trusted enough
to join the doctor as one of his few assistants. Note: Before
starting any of his experiments he removes all of his patients'
vocal cords (eltccpt Gottleib's).

Last year, one of his most successful experiments, Jesse Altier,
also known as Hellhound, escaped along with a handful of others.
Most of the others have been captured or terminated, only Hel
lhound and two others (both lesser creations) have avoided cap
ture. Altier was one of Vossen's favorite "freaks" and his escape
is a major thorn in his side. The doctor wants to get him back
or have him killed before he somehow compromises his work.
Vossen and Gottleib monitor news and police reports and hunt
for him as often as possible.

Real Name: Dr. Heinrich Vossen
Aliases: Henry Voss and Freak Maker
Allgnment: Diabolic
HII Points: 58, S.D.C.: 162
Weight: 258 Ibs (116 kg), Height: 5 ft, 7 inches (1.6 m), Age:
87 Attributes, I.Q. 22. M.E. IS. M.A. 6, P.S. 27. P.P. 23,
P.E. 18. P.B. 3, Spd. IS
Disposition: Totally insane, yet resourceful and imaginative.

Has no sense of compassion or love for his feUow human
beings. An extremely eruel sadist who loves causing pain and
suffering.

Experieuce Level: Ninth (9)
Combat Skl.Ils: Hand to Hand: Basic
Attacks Per Melee: Five (5)
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Bonuses: + 5 to strike, + 7 parry and dodge, + 14 damage,
+4 pulUroll with punch or fall. + I to strike with body
blockltack.le (does ID4 damage). Judo-style body throw/flip
that does 106 damage (victim loses initiative and one attack
per melee). Kick doing 106 damage and critical strike on an
unmodified roll of 19 or 20.

Other Bonuses: +6% to save vs coma/death, +2save vsmagicJ
poison, and +8 to save vs toxins/gases.

Super Power Category: Bionics
Education Level: Doctorale
Scholastic Bonm: +35% + 8% I.Q. Bonus.
Skills of Note: Mechanical engineer 98%, locksmith 98%, robot

mechanics 73%, electrical engineer 98%. surveillance sys
tems 98%. robot electronics 73%, computer operation 98%,
computer repair 97%, biology 98%. chemistry 98%, analyt
ical chemistry 98%, advanced mathematics 98%, criminal
science/forensics 98%, paramedic 98%, pathology98%, med
ical doctor 98%198% and W.P. knife.

Secondary Skills: Navigation 98%. read sensory instruments
88%. pilut autumobile 98%, pilot trud' 98%, prowl 98%,
climbing 98%, general athletics, language: English 98% and
his native tongue of Gennan 98%.

Appearance: Old and withered skin stretched taut over his bionic
skull making him look somewhat skeletal in the face. Long,
wispy IUfts of while hair protrude from his bald pate. Wears
a monocle for his one original eye. 1be lens is so thick it
magnifies the iris of his eye to the size of a half dollar. His
body is covered in a bionic exoskeleton.

Occupation: Mad scientist, bionic specialist. and genetic en
gineer.

Bionic Body Parts: Full body exoskeleton, Bionic chest and
ribs. Bionic skull, Two (2) bionic legs and fcct, Two (2)
bionic arms and hands, Bionic heart. Standard set of bionic
lungs. One (I) bionic eye (the left one).

Bionic Body Notes: Vossen still has all his major body organs,
except lungs and heart which are now bionic. He has decided
to not cover his bionic frame with a synthetic skin, which
allows him quick and easy access to repair or mcxlify himself.
His head and face are his original except for the bionic skull.
While wearing a set of clothes and gloves one would never
know that Vossen is a cyborg.

Bionic Features: Amplified hearing, ear radio transmitter and
receiver. motion detector, radiation detector, bio-scan, mini
computer, gas filtration system (lungs), modulating voice syn
thesizer and loudspeaker. One biank eye, the left one, with
telescopic and infrared vision, thermo-imager, and night
sight.

Bionic Weapons: Mini-laser concealed in his chest (204 dam
age), right arm and hand: flamethrower(306damage). retract
able finger blades (106 plus PS damage bonus), retractable
forearm blades (306 plm PS damage bonus). Left arm and
hand: razor fingernails (104 damage), chemical spray and
elecb'ical discharge (306 damage).

Bionic Body Armor: Half suit of Bionic Body Annor (covers
chest and abdomen): A.R.: II, S.D.C.: 250.

Available Money: Has about 60,000 dollars in the house and
access to the VossenINazi fortune. The fortune has dwindled
to a mere frdction of what it once was. about 22 million in
cash. 35 million in stocks and bonds. and about II million
in real estate holdings. Annual income from his various hold-
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ings is about 3.2 million dollars (after taxes). This is why he
will sometimes resort to stealing expensive bionic parts. and
equipment, as well as stealing gems and other valuables for
resale. His work is expensive.

Gottleib Heydricb - The Iron Golem

Gottleib is the son of Doctor Vossen's first assistant, Werner
Heydrich. When the defeat of the Third Reich looked imminent,
Vossen persuaded Werner to flee with him and to bring along
his wife and baby son. On their way out of Germany, Werner
and his wife were captUred by Russian soldiers and executed for
crimes against the Russian people. Vossen esCaped ~ith the
infant Gottloib and made it to safety in Brazil.

Vossen raised Gottleib as his own son, putting him through
college and taking him on as his assistant upoft his graduation.
Gottleib worships the ground Doctor Vossen walks on and finnly
believes that the Doctor's work is necessary and of vital impor
tance. He loves the "improvemcnl~" the Doctor has done to his
genetic structure and relishes the use of his special powers (Vos
sen has promised him even greater powers in the future). He
has no qualms about using his powers in any capacity. even to
kill, if the Doctor so orders:.

Besides assisting in theexperiments, GottJeib's most important
task is 10 protect the Doctor from the genetic abominations he
creates. He has had to kill many of them 10 JRvent any harm
to befall his "father." Now, because of a ficak's escape, they
may have to move on before the mutant somehow alerts the
authorities. He hopes to catch or destroy Hellhound before that
happens.

Gottleib Heydricb - Tbe Doctor's Most Trustul Assistant

Aliases: Gilbert Heydon, Gottleib Vossen, and the Iron Golem
Alignment: Diabolic
HltPolnts: 56, S.D.C.: 117 orSOO when transfonned to metal.
Weight: 280lbs(126kg), Height: 6 ft, 3 inches (1.9 m), Age: 47
Attributes: I.Q. IS, M.E. II, M.A. IS, P.S. 27, P.P. 14, P.E.
19, P.D. 5, Spd. 26
Disposition: Completely loyal to Dr. Vossen and would gladly

give his life to protect him. Thoroughly enjoys his mutated
looks and powers. Has no sense of compassion or love for
the humans held captive in the lab. Loves his work..

Experience Level: Eighth (8)
Combal Skills: Hand to Hand: Martial Arts
Attacks Per Melee: Five (5)
Bonuses: +5 to strike, +7 parry and dodge, +12 damage,

+4 pull/roll with punch or fall. + I to strike with body
block/tackle (does ID4 damage). Critical strike on an unmod
ified roll of 18, 19 or 20. Kick: 106 damage, jump kick
(critical strike), leap attack (critical strike), and paired
weapons.

Other Bonuses: +8 save vs coma/death and +2 save vs poison!
magic.

Super Power Category: Experiment
Major Super Abilities: Control (Others - plus Gottleib is +6

to save vs mind control himself). Alter physical structure:
metal - A.R. 17, S.D.C. 800, weight: 1040 Ibsl468 kg;
applies only when in metal fonn.

Side Effects Of Experiment: Increased mass and S.D.C.
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Education Level: Master's Degree
Scholastic Bonus: +30%
Skills of Nole: Mechanical engineer 98%. locksmith 90%, robot

mechanics 55%, computer operation 98%, computer program
ming 98%, computer repair 98%, biology 98%, chemistry
98%, analytical chemistry 98%, advanced mathematics 98%,
and W.P. knife.

Secondary Skills: Land navigation 68%, pilot automobile 98%,
climbing 98%, general athletics. body building, running, and
language: English 90%, Portugese 98%, and his native tongue:
German 98%.

Appearance: Requested that Vossen make him resemble a
demon, with red skin, a crown of horns, yellow eyes, and
cloven hoofs.
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Occupation: Vossen's chief lab assistant, bodyguard, friend and
freak wrangler.

Weapon: Will occasionally use conventional weapons, standard
laser rifle, tranquilizers and other drugs to subdue an opponent
or test subject.

Vehicles: Has access 10 a black, armored (A.R. 17,600 S.D.C.)
CadiUac sports sedan.

Body Armor: None
Available Money: Has about 10,000 dollars of his own and

access to the Vossen fortune (co-signer), but only uses that
money as instrucled by Vossen.

Winston Jefferies - An Assistant to_ the Doctor

Winston was a cripple deformed by rheumatoid arthritis. He
could barely walk and his hands were neariy useless. He dropped
out of school in the seventh grade and a few y""ears later, turned
10 drugs to forget his pitiful life of poverty and pain. Doctor
Vossen look him and "made him bener," replacing ltis legs,
arms and hands with mechanical ones and reinforcing the spine
and organs. The doctor continues 10 make minor improvements
in the way of special features, abilities and weapons.

Aliases: None
Alignment: Aberrant
Hit Points: 26, S.D.C. (bionic): 650
Weight: 500 Ibs (225 kg), Height: 7 ft (2.1), Age: 21
Attributes: I.Q. II, M.E. II, M.A. 9, P.S. 24 (bionic), P.P.
20(bionic), P.E. 14, P.B. 9, Spd88(bionic-60 mphJ96km)
Disposition: Completely loyal 10 Dr. Vossen and would gladly

give his life to protect him. Winslon loves everything the
Doclor has done for him, and feels beholden 10 him and is
100% loyal. He is, however, bitter toward heallhy and hand
some humans, as well as the rich and powerful. He has no
sense of compassion for the human guinea pigs tortured by
the doclor. He doesn't like or trusl Mark:.

Experience Level: Fourth (4)
Combat Skills: Hand 10 Hand: Basic
Attacks Per Melee: Five (5)
Bonuses: +5 strike (+ I when targeting sight is used), +5

parry and dodge, + 9 damage, + 2 pull/roll with punch or
fall. Kick does I D6 damage.

Other Bonuses: None.
Super Power Category: Bionics
Education Level: Special training from the Doc - equal 10

about a high school education.
Scholastic Bonus: 5%
Skills of Note: Basic math 86%, advanced mathematics 85%,

paramedic 73%, biology 60%, chemistry 70%, analytical
chemistry 65%, and W.P. energy rifle.

Secondary Skills: Basic mechanics 56%, automotive mechanics
59%, basic electronics 55%, computer operation 75%, lan
guage: German 70%, W.P. knife, W.P. blunt, and W.P.
automatic pistol.

Appearance: Young black man who has undergone major bionic
reconstruction. There is no mistaking him for a cyborg.

Occupation: Vossen's lab assistant and freak wrangler.
Bionic Body Parts: FuU body exoskeleton, reinforced spine,

two bionic legs and feet, two bionic arms and bands, bionic
heart, bionic lungs, and one bionic eye.
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Bionk Body Notes: Winston's only human parts are his rein
forced upper torso, head, and most internal organs.

Bionic Features: Amplified hearing, ear mike. radio receiver
and uansminer, bug detector, one bionic eye (lhe left one)
with telescopic and thermo-imaging vision, and targeting sight
(+ J to strike). He aJsohas a radiation deltclorand mini-eom
puter.

Biook Weapons: Eye laser (206 damage). Right hand and arm:
finger blaster (204 damage), electrical discharge (306 dam
age), and two small secret compartments. Left hand and ann:
Spike and towline and exploding finger joints (3 on the linJc
finger - 406 damage each). Laser rod is located in the right
leg (406 damage) and the left leg has one large companment
mal can hold additional weapons and other things.

DioDic Body Armor: Three-quarter bionic body armor, plus
reinforced e,;oskeleton: A.R.: 16, S.D.C.: 650.
Note: The old Nazi greatly enjoys Winston's company and
assistance. although he does consider him little more than a
slave and a complete inferior. As long as Winston remains
sublllis~ive to him there will be no problems between them.

Mark Cranston - An Assislant to the Doctor

Mark was a street punk who dropped out of school in the fifth
grade and left home shortly after. He has a police record that
includes robbery, !heft, assauh and batlery and possession of
illegal substances. 1lle Doctor snatched him one day and "gave
him improvements." Improvements that the young bully enjoys.
Both legs. anus and hands have been replaced with mechanical
ones and a reinforcing eltoskeleton adds to his overall power.
1lle Doctor continues to make minor improvements in the way
of special features, abilities and weapons.

Aliases: Calls himself "'The Hatchetman"
Alignment: Diabolic
Hit Points: 28, S.D.C. (bionic): 650
Weight: 500 lbs (225 kg), Height: 7 ft (2.1), Age: 18
Attributes: I.Q. 10, M.E. 14, M.A. 7, P.S. 24 (bionic), P.P.
22 (bionic), P.E. 18, P.B. 10. Spd 132 (bionic - 90 mphll48
km)
Disposition: A mean bully; vindictive, cruel, ruthless in combat.

Enjoys fighting and hurting others. Always wants to be the
tough guy. Fairly loyal 10 Dr. Vossen, at least for the moment.
Thoroughly enjoys his bionic improvements and the power
it gives him over others. Thinks that Winston is a sissy but
avoids conflicts with him.

Experience Level: Third (3)
Combat Skills: Hand (0 Hand: Basic
Attacks Per Melef:: Four (4)
Bonuses: + 6 to strike (+ I when targeting sight is used), + 5

parry and dodge, +9 damage, +2 pulVroll With punch or
fall. Kick does 106 damage.

Other Bonuses: None.
Super Power Category: Bionics
Education Level: Special training from the Doc - equal to

about a high school education.
Scholastic Bonus: 5%

Skills of Note: Basic math 79%, pilot truck 73%, pilot motor
boat 73%, pilot airplane 83%, pilot helicopter (basic) 73%,
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language; German 70%, W .P. sub-machinegun, W.P. energy
pistol, and W.P. energy rine.

Secondary Skills: W.P. automatic pistol, W.P. revolver, W.P.
knife, automotive mechanics 56%, basic electronics 50%.
computer operation 70% and rll'S! aid 60%.

Appearance: Young blonde man who is tall and powerfully
built. Has undergone major bionic reconsuuction but looks
human unless wearing body armor.

Ottupation: Vossen's lab assistant and muscle/enforcer.
Bionic Body Parts: Full body exoskeleton, reinforced spine,

two bionic legs and feet, two bionic arms and hands and eyes.
Bionic Body Notes: Much of Mark's upper body, head, and

internal organs are organic.
Bionic Features: Ear mike. radio receiver and transmitler, bug

detector, and radar detector. Both eyes are bionic;' the left
one has telescopic vision, thermo-imaging, mirco--video cam·
era, and a targeting sight (+ I to strike). The right eye has
a laser blaster. Sensors include bio.scan, nfdiation detector
and radar. Plus loudspeaker and synthetic plastie skin (looks
human).

Bionic Wc.apon.s: Right eye luser (206 damuge). Right hand
and arm: rv..or sharp fingcrnails (I D6 ~mage) and retractable
blades (306+ PS damage bonus). The left arm has retractablc
claws (106+ PS) and a chemical excretion device. A laser
rod is located in lhe right leg (406 damage) and a laser rod
in lhe left leg.

Bionic Body Armor: Three-quaner bionic body armor, plus
reinforced exoskeleton: A.R.: 16, S.D.C.: 650.
Note: The Doctor knows that Mark cannot be entirely lrUSted,

but admires his brutal and animalistic nature. Mark serves
mainly as a combat agent sent out to capture or eliminate
escaped test subjects, troublemakers and people who get 100

nosey. Mark is also used in the occasionallheft of equipment
and valuables.

The Ghost----------

By Alex Marciniszyn
Assisted by Kevin Siembieda

His current name is Roberto Jones, but he has used so many
that he can't remember them all. His professional name is the
Ghost and the service he provides is the gathering and selling
of information.

Inevitably, he finds himself thinking about his homeworld.
He knows he's an extraterrestrial exiled to Earth for crimes of
... What'! He can't remember. They did a good job erasing his
memory and his powers. He's cenain that he once possessed
great mental powers but he can't remember exactly what they
were. It was bad enough that "they" had exiled him to eanh,
but to strip him of most of his natural psionic abilities was
barbaric. The voice of his judge came clearly to his mind, "Cer
tain abilities and memories will be extracted from your mind.
These will be stored and returned to you at the end of yoW"
exile:' But nothing else came to him. No hint of what those
other powers might have been. Or how long his exile might be
(his impression was a long time). At least they had implanted
a knowledge of the American culture and its primary languages.
He didn't know why he kept trying to remember his past. Perhaps
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he hoped they had overlooked something. No matter. What
powers he retained was more than enough to make him more
than humans.

He was still able to modify his facial and physical strocture
and had great hearing, not to mention the dimension door power.
Using those powers, it wasn't long before he had established a
trade for himself as a spy, his specialty is surveillance and
gathering infonnation. Within a year of setting up shop, word
spread of his ability to get data that others could not get. His
shape changing abilities coupled with his keen hearing and ability
to disappear (dimension room) made it quite easy to eam a living
as a spy. He doesn't care about who wants the infonnation or
why. He simply supplies it for a price.

The Dimension Room Ability

Even though Orin believes the dimension room to be created
by one of his own natural powers, it is not. The dimension room
is generated by a tiny psi-machine, the size of a grain of sand,
imbedded just under the skin on the back of his neck. The
machine contains its own power source and draws on the electro
magnetic energy of the host body. The machine is in ready
condition at all times. Once Orin issues the mental command
for the D-room, the machine then draws on his energy (equal
to three P.P.E.), he feels a pinprick like stinging in his neck,
and a glowing soft white doorway appears, shimmering with
random points of star-like light. Orin steps through the sheet of
white light and he and it disappear. He has just entered a dimen
sionallimbo.

The dimensional room can be accessed at will. It is a small
area approximately 16 x 8 x 8 ft (4.8 x 2.4 x 2.4 meters), located
inside another dimension. It mighl be considered a dimensional
bubble. A place where he can escape his enemies. There is no
limit to how long he can remain inside the D-room. The room
somehow contains and circulates air and maintains a constant
temperature. Nonperishable food, weapons, valuables, ward
robe, and other items can be comfortably stored inside the room
as well. A time-piece that can tell the passage of hours and days
is critical.

After a pcriod of time (minutes. hours, or days), Orin can
open the dimensional door and step out of the room. The door
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always reappears in the same place. The room is not a telepor
tation device, it is a hiding place he carries with him .. The
dimension room is designed to allow only Orin and non-living
items inside. Anybody else trying to enter will run into what
feels like a brick wall and suffer 106 damage. Once inside, Orin
can mentally command the shimmering doorway to reappear and
look through it like a one-way mirror. Of course the view is
limited to that one area .and direction.

It is his sudden disappearances, without a trace, into the D
room that has earned him the name of The Ghost. A common
ploy is to disappear into the D-room, change his physical appear
ance and clothes (he keeps a wardrobe, make-up and wigs inside
the room), and quickly reappear, looking like a completely dif
ferent person to make good his escape. He can also ~netrate a
security area without fear of discovery, because he can disappear
inside the room. He then reappears hours or days later, when
the coast is clear and he is free to p~under the now unguarded
area, because he has already gotten past the seCurity system. To
eltit he uses a similar ploy. Meanwhile, if he is hurt or drugged
he can stay in the D-room for days until he can recover. The
applications for the D-room are many.

True Name: Orin-Sen
Aliases: Many, currently using Roberto Jones and the Ghost.
Alignment: Miscreant
Hit Points: 33, S.D.C.: 72
Weight: 165 Ibs (74 kg), Height: 5 h, II inches (1.77 m).

Age: Looks 25, actually 36, Sex: Male
Attributes: I.Q. 14, M.E. 27, M.A. 17, P.S. 16, P.P. 18, P.E.
17, P.B. 15. Sp<!. 16
Disposition: Totally self absorbed, has little regard for life other

than his own. Cool under fire, resourceful and clever. Likes
the good life that power and money brings.

Experience Level: Founh (4)
Combat Skills: Hand to Hand: Basic
Attacks per Melee: Five
Bonuses: +6 on initiative, + 2 to strike, +6 parry, + 7 dodge,

+ I damage, + 3 to rolVpull with punch or impact, and kick
attack (106 damage).

Other Bonuses: +6 to save vs psionic attack, + I 10 save vs
magic and poison, +5% to save vs coma/death, and 45%
chance to evoke a feeling of trost or intimidation. Equivalent
P.P.E. 60.

Weapon Proficiencies: Blunt, knife, revolver, auto pistol, rifle.
Super Power Category: Alien
Ml\ior Super Ability: Dimension room (Special, described

above)
Minor Super Abilities: Alter physical body (see NEW super

abilities), extraordinary mental endurance, and heightened
sense of hearing.

Originating Planet & Special Characteristics:A thermo world,
can't tolerate cool temperatures, likes it hot (98 degrees and
hotter), which is why he is based in Meltico and tends to stay
in sunny climates. He is impervious to heat and fire (feels
good). Extreme cold does double damage unless he is pro
tected by his thenno suit.

Educational Background: Engineer
Scholastic Bonus: + 20%
Skills of Note: Basic and advanced math 98%, computer oper

ation 95%, computer programming 75%, computer repair

,
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75%, electrical engineer 80%, basic mechanics 72%.
locksmith 65%, W.P. energy pistol, W.P. energy rifle, and
speaks and reads the following languages: English, Spanish,
French, Japanese, Chinese, and Russian, all at 90%.

Secondary SkiDs: General athletics, body building, palming
40%. escape anist 45%, pilot automobile 90%, pilot airplane
82%, W,P. blunt, and W.P. automatic pistol.

Occupation: Freelance spy specializing in infiltration and infor
mation galhering.

Weapons: Typically uses an Auto Mag (406 damage), 9 mm
Model 951R Auto Beretta (206 damage), and a blackjack
(104 damage),

Special Items: An environmental suit that keeps his body warm
in cool climes (remember, anything under 98 degrees
Fahrenheit is considered cool to him). It keeps his body a
nice, warm 160 degrees Fahrenheit. He has two such suilS
in perfect condition. Each has an A.R. of 9 and an S.D.C.
of 60, but is not meant to be used as armor.

Other items inelude a bullet-proof attache case (A.R. 15,
140 S.D.C.), face protector and gas Illask, superior lock pick
ing set. key impressions, electronics tool kit, portable and
pocket compuccr, bug detector, multi-optics helmet, and a
portable scan dihilator.

Body Armor: Owns a variety of different types of light and
heavy annor, prefers light (he'd love to get his hands on a
Fabricators AV-70FF if he ever hears about it). Typically
uses a concealed vest (A.R. 10, 50 S.D.C.) or a hard vest
(A.R. 12, 120 S.D.C.). Occasionally uses riot armor (A.R.
\4, 180 S.D.C.).

Vehicles: Owns a Mazda RX-7 and ajeep; rents or steals other
vehicles appropriate for the job.

Money: Makes a reasonably good living as a freelance spy. He
has credit for about $15,000, 506 x 1000 dollars in cash and
about $200,000 in the bank. His annual income fluctuates
depending on the amount of work, 104 x 100,000 dollars.

Note: He has worked for the Mexican government and several
Central and South American governments and businesses.

Glaciator ----------
Ivan Johannsen is a former citizen of Sweden who immigrated

to the United States in the early 1980's. He falsified his identifi
cation and records to hide the fact that he was wanted by Interpol
for numerous crimes throughout Scandinavia. He is now a U.S.
citizen under his alias, Stephen Lundstrom.

Johannsen was born with his amazing powers and was shunned
by other children because they feared him. Over the years he
has become more and more embinered by people's discrimina
tion, fear and revulsion toward him as a mutant. He has endured
so much that he has grown to loathe people, making him cold
hearted and mean. Glaciator sees most of humanity as nothing
but uncaring vennin, and he has no qualms about sending some
of those vermin to an early grave. He despises everyone and
will not allow anybody to befriend him. He automatically as
sumes that an offer of friendship is only a disguised attempt to
use him, as others have in the past.

He has only two passions, money and power. He desires
money like a drug addict craves his fix. He feels that he can
never have too much. He worships it instead of spending it,
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living a frugal and unassuming life in seedy and run-down neigh
borhoods. Glaciator has a million dollars hidden in a vault of
ice in the basement of his current home, and more than a million
squirreled away at a handful of secret locations. As for power,
he has learned that to "be feared," is a powerful thing and he
has come to embrace it.

Note: He has rejected offers to join the Dark Tribunal. Even
the DT aliens have noted ,that he is too anti-social to be recruited
for any group.

Real Name: Ivan Johannsen
Aliases: Stephen LundSbUm, Kevin Reed, and Glaciator.
Alignment: Anarchist (with strong leanings toward miscreant)
Hit Points: 38, S.D.C.: 84 _
Weight: 215 Ibs (97 kg), Height: 6ft, 3 inches(I.90m), Age: 22
Attributes' I.Q. 15, M.E. II, M.A. 7, P.S. 23, P.P. 12, P.E.
17,P.B.II,Spd.17 .
Disposition: A surly, temperamenlalloner prone to violent mood

swings. He dislikes the company of other people and sees all
people as whimpering, treacherous scum. He can be exces
sively violent and croel.

Experience Level: Six (6)
Combal Skills: Hand to Hand: Expert
Attacks Per Melee: Six (6)
Bonuses: +2 to strike, +6parry, +6 dodge, +8 damage, +7

to pulUroll with punch, fall, or impact, + I to strike with
body block/tackle, inflicting 104 damage. Critical strike on
an unmodified roll of 18, 19, or 20. Pin/incapacitate on a
roll of 18, 19. or 20. Crush/squeeze does 104 damage and
kick attack does 106 damage.

Other Bonuses: +5% save vs coma/death and + I save vs
poison/magic .

Super Power Category: Mutant
Major Super Abilities: Alter physical structure: ice (add + 50

to S.D.C. and double weight when transfonned to ice. Lasers
do no damage, kinetic attacks do half - See Heroes Unli·
mited, page 171).

Growth (Bonuses when Glaciator is 20 ft/6 m tall or bigger:
+2 to strike and parry, speed is doubled, S.D.C. and P.S.
increases, but is - 4 to dodge - See Heroes Unllmlled.
page 184).

Unusual Physical Characteristic: No body hair at all.
Education Level: Trade School
Scholasdc Bonus: + 20%
Skills of Nole: Boxing, wrestling, mechanical engineer 90%,

locksmith 75%, automotive repair 85%, robot mechanics 35%
and W.P. automatic pistol.

Secondary Skills: General athletics, body building, prowl 86%,
climbing 90%, running, land navigation 60%, and pilot au
tomobile 98%.

Appearance: Average looking young man with ice blue eyes.
Completely bald head and hairless body. Wears a cobalt blue
cos[Ume with light blue trim.

Occupation: Professional Criminal
Weapons: Rarely uses anything other than his own powers.
Vehicle: Drives old clunkers or steals newer cars.
Money: One million in an ice vault hidden in his current lair.

The vault has an A.R. of 14, and an S.D.C. of 400. $500,000
is hidden in Pittsburgh, and $150,000 is hidden in Detroit,
Cleveland, Minneapolis, Buffalo and Toronto.
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"Glorioso"
Iron Eagle

By Mike Gustovich & Kevin Siembieda

Scott Pharma, a small-time drug runner, used his skills as a
pilot to smuggle drugs from South America and Cuba inlo the
United States. On ont of his night runs, his small plane crashed
in the Peruvian mountains. His legs shattered and his body man·
gled, he managed 10 crawl toward the lights of another airaaft.
What happened next, he cannot remember clearly. He remembers
dreaming about being in a Steven Spielberg movie with tall.
pale aliens. He also remembers bright while lights and an operat.
ing room filled with people. He remembers being soothed and
repeating over and over again, "I'm a nycr ... Iron Eagle ...
flyer ..... lben he remembers a floating sensation and peace.

When he regained consciousness he was alone in the middle
of the Nazca Desert. healthy and '"' well, different. He can only
assume that he had a "real" close encounter with aliens, nol a
dream. Aliens who healed, repaired and made him better. Appa
rently, they rebuilt him based on his ramblings and assumed that
he could fly. So they restored his body. gave him wings and
instilled him with the super abilities of flight. keen vision and
invulncntbility. Now he is an Iron Eagle.

The wings are actually made of an indestructible SUbslanCe
which looks and feels like plastic or ceramic but is IoUgher !han
Site!. They are auached to !he arms, and fold like an Oriental
fan. They still protrUde some four feet beyond !he elbow. making
them conspicuous.
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Scoll still smuggles. allhough he has added some espionage
(mostly reconnaissance) and theft to his list of credits. He owns
a small airfield and villa in Mexico and employs eight pilots!
smugglers (all third level two-bit hoods), a half dozen guards
(3rd level hoods) and a dozen maintenance people (mostly 4dt
level). To the Mexicans that work for him, be is bJown simply as
Gktrioso - GJoriow!

Real Name: Scott Pharma
Aliases: Scott "Ay Boy" Phanna. S.P. Wings. Scali P. Eagle.
and lron Eagle.
Alignment: Anarchist; very self serving, but not necessarily
eviL With some work he could even become a good guy. but
right now he's leaning toward evil.
Hit Points: 44, S.D.C.: 310 •
Weight, 19~ Ibs(88 kg), Height, 6 ft, 2 mches(l.88 m), Ag., 21
Attributes, I.Q. 13, M.E. 15, M.A. 15, P.S. 17, P.P. 20, P.E.
15, P.B. 12, Spd' ruuning 12, flying' 200 !"pb (321 kmIb)
maximum.
Disposition: Friendly. pleasant. confident. and a good planner,

bul also secretive and cunning. Love... the wide open spaces
and to fly!

Experience uYel: Six (6)
Combat Skills: Hand to Hand: Basic
Attacks Per Melee: Fourth (4)
Bonuses: + 2 on initiative, + 5 to strike. +5 parry. +9 dodge

(+ 12 when flying 90 mph or faster). +4 damage nonnal
plus +4 damage for every 20 miles (32 km) of speed, + 3
to pull/roll with punch. fall. or impact.

Other Bonuses: +20 to save vs coma/death.
Super Power Category: Alien Experiment
~or Super Ability: Invulnerability
Minor Super Abilities: Winged flight and super vision: ad

vanced sight.
Unusual Physical Characteristic: Extremely hairy and the hair

on his head grows ten times faster than normal (needs a haircut
every week or two). As a result. he has taken to spiking his
hair.

Education Level: Trade School
Scholastic Bonus: +20%
Skills of Note: Pilot airplane 98%, pilot helicopter (basic) 92%.

pilot helicopter (combat) 84%. pilot jet 92%, navigation 95%,
navigation: space 95%, read sensory instruments 75%.
weapon systems 76%, and basic math 96%.

Secondary Skills: General athletics, land navigation 52%, basic
electronics 55%, basic mechanics 52%, language: Spanish
65%, pilot automobile 98%, pilot motorboat 72%, and W.P.
automatic pistol.

Appearance: A nice looking man with long, dark brown hair
and sparkling brown eyes. Wears a metallic silver costume
during the day and black for night operations. his wings are
a dull blue-grey.

Occupation: Professional smuggler and thief.
Weapons: Often carries an automatic pistol or sub-machinegun

and may U-"C any weapon. but tends to rely on his super
powers and ltvuids anned conflicts.

Special Weapons: He often carries a satchel with a dozen dif·
ferent grenades. mostly non-lethal. which he drops as bombs.
A typical mix is four explosive. four tear gas. and four smoke.
He also cam6 four nares. a utility knife and a hladc:jad:: in
the satchel.
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Vehkle: Owns and operates a small airfield in Mexico. near the
U.S. border. Owns five single engine planes, three medium
size, twin engine cargo planes. two commuter jets. twO OH
Raven helicopters and a rebuilt UH- t 0 Huey helicopter which
can be fined wilh all the standard miliwy armaments (locked
away until needed). He also has a 1965 Jaguar, ajeep, lhcee
trucks, and a tractor. May rent, buy or slea.l others.

Available Money: Iron Eagle is doing well. smuggling drugs,
weapons, people and otherconunodities in and oul of Mexico,
Central America and South America. Plus American dollars
go a long way down South (worth about five times more).
He !las about $250.000 in ready cash. another S2.S0.000 in
investments, 3.2 million dollars in operating capital, and about
20 million dollars invested in his aircraft, airfield/land and
his villa (near the airfield).

Note: Employers include the Usurper, Fabricators Inc .• the CIA,
and several southern governments and agencies.

Golden Rod
By Mike Gustovich and Kevin Siembieda

WhiJe walking her dog along a lonely stretch of beach in
easlem Italy. Victoria Romano found a gold staff washed up on
the shore. 1be moment she touched it she could feel a sb'aJlge
sensation of power. Upon closer examination she found she
somehow knew much aboul the staff. ils magical nature. mystic
powers il how she could use il [0 get rich.

After a few weeks of thinking and scheming. she joined the
world fraternity of super villains by attacking the plantation and
villa of a millionaire wine produc:er. She terrorized the family
and servants, looted the villa and kidnapped the elderly owner.
She held him for ransom and got away with six·million dollan
in ransom. She has since been involved with numerous robberies
(always big ticket items like gems, jewelry, priceless works of
art. antiques. and cash). extortion. kidnappin&. and confronta
tioos with police and super heroes.

Golden Rod bad always been treated poOrly by her drunken
falher and by macho jocks who always tried to take advantage
of her. She was a1wllys admired for her beauty but never given
credit for her intelligence nor given an dpportunity to be more
than a preuy face and a sexy body_ Consequently, she resents
men, particularly powerful men and often makes them the targets

of her crimes. This resentment goes double for super-men.

Real Name: Victoria Romano
Aliases: Vicky Romano. Vicky Gold. and Golden Rod.
Alignment: Miscreant
Hit Points: 47. S.D.C.: 36
Weight: 145 Ibs (65 kg - mostly muscle)
Hdght: 5 foot. 10 inches (1.78 m). Age: 21
Attributes: I.Q. 15. M.E. 7. M.A. 17. P.S. 17. P.P. 14. P.E.
13, P.O. 21, Spd 18
Disposition: Golden Rod is a billC:r. angry woman who uses her

powers to attain power and wealth. She takes great delight
in beating and belinling men. She is wiJd. arrogant. and has
a wicked cruel streak.

Experience Level: Fifth (5)
Combat Skills: Hand to Hand: Basic
Attacks Per Mel«: Five (5)

Bonuses: + I strike. +3 parry, +3 dodge. +2 damage. +6
(0 pull/roll with punch. fall, or impact and + 1 to strike with
body block/tackle (does 104 damage). Kick attack does 106
damage. Crilical strike on an unmodified roll of 19. or 20.

Super Power Category: Magic: Enchanted Object
Magk: Powers: Twt:lve magic spells. As many as 12 spells can

be cast per day (24 hours).
Special magic ability from enchanted object: Ay for 30 mi

nutes al a lime (needs al least a ten minute rest belween
flights). speed: 50 mph (80 km) and is + I to parry. +2
dodge, and +2 damage when flying.

Magk Spells: Armor of (than. anti-magic cloud. call lightning,
fire ball. carpet of adhesion. diminish others, invisibility
(self). sphere of invisibility. see the invisible, breathe without
air. wind rush and tum others to gold (SPECIAL - similar
to a petrificalion spell).
Tum others 10 gold: 1be intended victim must be touched by
the enchanted staff and is - 3 10 save vs magic. 'The b'aJlsfor
marion is lemporary, lasting 104 minutes per ~vel of the
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enchanted object holder. While transformed into gold, the
person is magically protected and has an A.R. of 19 and 100
S.D.C. (in addition to his normal S.D.C.). Note: Using the
turn others into gold spell counts as the casting of two (2)
spells each time it is used.

Education Level: High School
Scholastic Bonus: +5%
Skills of Note: Basic math 93%, dance (professional quality)

69%, cook 79%, language: English, French, and German,
all at 80%, native language is Italian 98%.

Secondary SkiDs: General athletics, body building, running,
swimming 82%, pilot automobile98%, pilotmolOrcycle 76%,
pilot sailboats 72%, and pilot motorboats 72%.

Appearance: An attractive young woman with tanned skin,
golden blonde hair and steel blue eyes. Her costume is a
metallic gold.

Occupation: Professional thief, kidnapper and extonionist.
Weapons: Relies on her magic, but does occasionally use hand

guns and knives. The Golden Staff does 206 damage as a
weapon and is indestructible.

Vehicle: Loves ex:pensive sports cars; rents 'em, buys 'em and
steals 'em.

Body Armor: Uses magic - Armor of Ithan.
Money: Golden Rod spend~ muney freely and enjoys the good

life, but she has 1.4 million in a Swiss bank account and
ID6x 10,000 dollars in cash in her possession at all times.

Hellhound----------
Jesse Altier is a former homeless person who got unlucky and

fell victim to an evil scientist's twisted experiments. Looking
for shelter from the bitter cold of January, he joined up with
Dr. Heinrich Vossen, a fonner Nazi SS surgeon, who offered
him hot meals, work, and a warm bed. (See Slats on Dr. Vossen
elsewhere.)

Jesse's frrst meal was drugged. Most of what followed is a
blur of swirling color, fragments of images and sensations. When
he awoke, three weeks had passed, and he was transformed into
a monster. But the nightmare didn't end there. Jesse wasn't the
only poor, unfortunate soul held prisoner in Dr. Vossen's labs,
and he wasn't to be the last. Over the ensuing few months the
doctor continued to make "improvements" on Jesse and other
victims. This period was mled with unspeakable pain and suffer
ing. It was quickly apparent why Doctor Vossen had removed
their vocal cords, for listening to their screams would have been
unbearable.

Jesse longed to escape this living nightmare and saw his chance
after a "make-over" session. Vossen had left for the evening to
recruit some new test subjects. While he was gone a terrible
electrical stonn hit the area, causing a city-wide blackout. With·
out electrical power, the magnetic locks on the containment
chamber doors failed and released their misshapen captives.
Fortunately, Vossen's pet freak, Gottleib, was with the Doctor
or few of them would have dared to leave their cells.

The lab had only one heavy steel door with mechanical locks
that held tight. There were no windows or any other exits except
an air vent near the ceiling with a loose metal grate. The climb
was arduous and somewhat dangerous since the venl lead a
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hundred feet up. Fortunately, Jesse and a handful of others who
had semi-normal hands, arms, and legs were able 10 make the
climb and escape. -

Since his escape a year ago, he has remained hidden in the
shadows of alleyways, the railway, sewers, abandoned buildings,
and slums of the city, venturing out only at night. He has been
forced to rummage through garbage or sleal the food and items
he needs to stay alive. tIis only friend is a large black rat he
has named Erwin (the rat is ordinary). He has thought aboul
leaving the city and escaping Doctor Vossen once and for all.
He has narrowly escaped the Doctor and Gottleib on three occa
sions. They continue to hunt for him regularly, but he knows
the city so well that it offers him excellent prolection. Further
more, it would be difficult to get far withoUl being.seen. Besides,
he couldn't possibly leave his friend Erwin and Erwin roves the
city.

Although Jesse has nobody he can .specifically call a friend,
Hellhound has been known to help the homeless, leaving them
hill lltolcn llpoils (mostly food and clothes) like a modern-day,
monster-Robin Hood. He has also leapt out of the shadows to
protect innocent street people from menacing gang members,
punks. muggers, and police. All a rCllult, there is a growing
fondness toward the Hellhound ilmong the street people, and
although they are frightened of him, sume may offer him Iheir
help by telling the authorities nothing (don't know nothin' about
it and didn't see nothin'), giving him shelter from the elements,
sharing their food, bandaging wounds, and hiding him from his
enemies - the police included.

He can't speak so he has no way to communicate verbally
and he is only semi-literate, this compounded with his terrible
visage and his amazing powers causes people to think he's a
horrible monster or even a demon. He just wishes to be left
alone. Unfortunately, Jesse has had many brushes with the law
and has injured nearly a dozen officers and has caused over
50,000 dollars' worth of property damage. He's also had a couple
of encounlers with super folk, one of whom, a fellow known as
the Lambaster, was accidently killed. The press has labeled him
a murderous, mutant freak and call him Hellhound. Jesse has
found the name to be ironically appropriate.

Real Name: Jesse Altier; unknown to the authorities. He was
one of the faceless multitude that compose the homeless popu
lation. Except for a few friends on the street, nobody knows he
is even missing.
Aliases: Hellhound
Alignment: Anarchist, but presently leaning toward unprinci
pled. Could become an anti-hero or a villain depending on his
experiences and whether he should join forces with good or evil
people. The Dark Tribunal is very interested in recruiting this
creature.
Hit Points: 56, S.D.C.: 86
Weight: 190 Ibs (85.5 kg), Height: 6 ft, 3 inches, Age: 30
Attributes: I.Q. 11, M.E. to, M.A. 8, P.S. 24, P.P. 21, P.E.
ll, P.B. 5, Spd. 41 .
Disposition: Bitter, angry, and depressed about his physical

alterations. Short tempered and sometimes excessively vio
lent. Has killed, but only when cornered or provoked. De
spises the name Hellhound, which was given to him by the
Chicago press.

Experience Level: Eighth (8)



•

•

Combat SIdlls: Hand to Hand: Expen
Attacks Per Melee: Eight (8) in hand to h~nd combat (includes

bonuses for extnt arms) or six using super abilities,
Bonuses: +5 to strike, +7 parry, +7 dodge. +9damage. +3

roll with punch or fall. + I 10 sltike wilh body block/tackle
(does 104 damage). Kick iln8ck does 106 damage. Critical
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strike on unmodified 18, 19, or 20. Paired weapons and
entangle. Judo style body lhrowtnip: 1D6 damage and victim
loses initiaLive and Ol\e Bnack.

Other Bonuses: + 14% save vs coma/death and +4 save vs
puison/magic.

Super Power Category: Experiment



Major Super Abilities (2): Animal abilities: canine and conbol
elemental force: fire. No minor abilities.

Side Effects or Experiment: Hair growth stimulated, horns
and glowing red eyes. The extra pair of arms are real, the
result of a revolutionary transplant procedure developed by
Doctor Vossen. Unfortunately. only one in ten transplants
work.

Education Level: High School Graduate
Scholastic Bonus: +5%
Skills or Note: Basic math 98%. read and write 10% (does not

increase), dance 87%, cook 81%, fish 80%. boxing. running.
swimming 98%. and general athletics.

Secondary Skills: Land navigation 65%. wilderness survival
65%, prowl 88%. first aid 75%. pick locks 65%. pilot au
tomobile 98%. pilot bUCk 88%. pilot motorcyele 88%, basic
mechanics 68%, and body building.

Appea.raoct: Werewolf·like humanoid, with black fur, four
arms. and two large boms prolrUding from his f(m:;bead. Also
has glowing red eyes.

Occupation: Petty CriminaVVagabond. Society outcast.
Weapons: Rarely uses any weapons other than a piece of wood

or pipe as a bludgeon or debris to throw. but can pick. up and
use anything in a pinch. Tends to rely completely on his super
abilities.

Vehkles: Quitc often oses a motorcycle he has stolen.
Body Armor: None
Note: See Freak Maker. Doctor Heinrich Vossen and his min
ions.

Lethalis & Ricky - A Dynamic Duo
By Kevin Siembieda

Lethalis

Lethalis is a product of a now defunct crime organization that
called itself the Darkhold, but was nicknamed the "Monster
Factory," Until the American and Canadian S.C.R.E.T.s joined
forces with the FBI to crush the organization . the Monster
Factory created hideous creatures and mutant animals by the
truckload. The animals were then sold to other criminal organi
zations and wealthy individuals as guards, troops and enforcers.
The majority were giant. humlUloid, intelligent mutlUlt Ilflimltls,
but some were incredible mutations that were barely idemifiable
and possessed strange abilities. All wcre gcnetically altered on
a molecuhtr level. Fortunately, no humans Iln: known to have
been test subjects. Only animals were used.

1be mastermind behind the Monster Factory was a man Irnown
only as Doctor Alexander. himself a mystery. Those close to
him say that it was as if he was raised in a very different world.
In fact, he had. at one point, claimed to be from another. similar
dimension where the world had been turned upside down by
some sort of cosmic pbc.nomcnon. He spoke of the "Lone Star
Labor,ftorie~.""dimensional rifu:' "escaping per.oecution from
lillie minds," and being trapped in "this stone age." Whether
these were the rantings of a madman or whether he was, indeed.
a visitor from another dimension, nobody will ever know. He
was killed during the raid on the Darkhold. A~ntly. he had

decided death was better than imprisonment, because when cap
ture seemed imminent, he detonated a secret destruct network
that obliterated the emire complex. The military is still sifting
through the rubble. An estimated 120 Darkhold henchmen
perished along with 43 government agents and a hoard of
monsbosities (the current count is at 91).

Lethalis was a member of the notorious Nightmare Squad. an
elite team of mutants that was created for the Darkhold and
served them loyally to the end. All the members of the Squad
have been captured or presumed dead. LethaJis is among those
thought to have perished. but he is very much alive.

What Lethalis may have been is unknown. His basic body
vaguely resembles a hairless ape, perhaps a gorilla or chimpan
zee, but his hands are fully developed, with a human-like thumb
and claws. The feet ~ large and have thrt:e..clawed toes. A
long, serpent·like. prehensile tail and small bat·like wings that
were never part of any ape. lbe eyes appear to be pupilless, his
mouth, when uncovered, is full of sharp canines. and the tongue
is long and aiM! prehensile. He is believed to be a bloodthirsty
predator that has been responsible for tbe deaths (If a dozen
13wmen and two super hcroc-s lII1d scores of injured. His deadly
powers are k.nown to include a disruptive touch, energyabsorp
tion, great strength and Hnuted flight.

The monSter managed to slip away after the explosion, flying
far into the wilderness of northern Canada. It is in the wilds of
the Yukon Territory that he has at last found peace. Oddly
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enough, he has become friends with a 10 year old girl, Rachel
Richardson. She's a Tom Boy who prefers to be called "Ricky."
She and her mother came up north to live with her gnndfather,
upon her molber's divorce. TIle old man is a stubborn prospector
who never did strike gold. Eventually, he tumed to hunting and
trapping and living off the land. He has built a fairly large and
comfortable cabin and maintains an excellent garden of summer
vegetables. Unfortunately, the mother was caught in a sudden
blizzard and died. The shock gave grandfather a slroke, leaving
him blind and crippled. But Ricky has a "gift" with animals,
loves the wilderness. and has managed to scrape by.

One day she met Lethalis. They became best friends and he
has stayed at her side ever since. Together they tend the small
farm. hunt, fish, and take care of grandfather. Even Lethalis
calls him "grand-dad.·· TIle old man believes the monster to be
a deformed vagabond who has become a dear friend. Ricky has
taught Lethalis bow 10 read. fish, farm, how to enjoy life and
most importantly, how to love.

Rw Name: Lethalis
Alias: None
Alignment: Anarchist, presently with strong leanings toward
unprincipled. Could become an anti-hero or a villain depending
on his experiences and whether he is influenced by forces of
good or evil. The Dark Tribunal would be very interested in
recruiting this creature if they learned of his existence. North
American S.C.R.E.T.s and many super heroes will recognize
him as a dangerous villain and attack wilh deadly force.
HII Points: 66, S.D.C.: 134
Weight: 290 Ibs (8,5.5 kg), Height: 8 ft, 4 inches (2.5 m) when
standing completely erect, A~: Unknown. has been an intelli·
gent mutanllviUain for six yean;.
Attributes: I.Q. 8, M.E. 13, M.A. II, P.S. 25, P.P. 22, P.E.
22. P.B. 5, Spd. running 16.
Disposition: Lethalis was once mean, bitler. and angry at the

world. He was an obedient servant who fought, killed and
deslroyed on command. However, now, thanks to little Rachel
"Ricky" Richardson, the monster has learned to love and care
for his tiny friend and obeys her every word. He is surprisingly
gentle, kind and attentive. The child is his best friend and he
will die protecting her. Anyone who threatens or harms Ricky
will suffer Lelhalis' terrible wrath. In many respects the mons·
terisjusta big puppy who loves lhegirl who befriended him.

If the two should be separated, Lethalis will again become
angry and hostile, short tempered, and strike out at those who
pester him. If he faUs into bad company he will again become
deslrUCtive and evil. but he will always have a soft spot for
children. Ricky will never give up on Lcthalis and will try
to find him no matter where he is or how long it takes.

Experience Level: Eighth (8)
Combat Skills: Hlilld to Hand: Ex.pen
Attacks Per M~I~: Seven (7), includes prehensile tail.
Bonusa: +4 to strike. +7 parry, +7 dod~e, + 10 damage,

+ 8 roll with punch or fall. + I to strike with body block/tackle
(does 104 damage). Kick attack does 106 damage. Critical
strike on unmodified 18. 19. or 20. Paired wcapons and
cntangle. Judo slyle body throwlflip: 106 damage and victim
loses initiative and one anack.

Bonu-~Wbe.l1ln flight: +2 to strike. +2 parry, +4to dodge.
Other Bonuses: of 14% save vs coma/dealh and +4 save vs

poison/magic.
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Super Power Category: Mutant Experiment
Major Super Abilities: Disruptive touch.
Minor Super Abilities: Wingless flight, exlJ'aOrdinary physical

strength, and heightened sense of taste.
Unusual Cbanctcristics Due to the: unusual nature of the cre

ature Lethalis has several:
I. Tough, lumpy skin (extra S.D.C.).
2. No body hair.
3. Largeprebensile rail (7 ftl2.1 m; addsextrn melee attack)
4. Long prehensile lOngue (I ftlO.3 m; can be used to pick
up and carry things, but no extra attacks).
5. Tiny bat·like wings (useless for flight).

Education Level: On the job, military-type training
Scholastic Bonus: + 10%
Skills of Note: Land navigation 78%, wilderness survival 8,5%,

tracking '7,5%, prowl 88%, boxing, wrestling, ruOlling, gen
eral athletics, W.P. blunt, W.P. autOinatic pistol, W.P. au-
tomatic rifle and W.P. energy rille. ..

S«ondary Skills: Basic math 94%, read and write 55% (does
not increase). cook 82%, fish 75~, pilot truck 88%, first aid
85%, body building, and sing 40% (he sounds terrible. but
Ricky encourages him any way).

Appearance: A giant hunchedbacked demon with liny bat wings,
blank eyes, long tongue and huge ape-like arms.

Occupation: Country boy and ex-arch super criminal.
Weapons: Rarely uses any weapons these days but can use

many. Tends to rely completely on his super abilities.
Vehicles: Quite often uses a motorcycle he has stolen.
Body Armor: None

Rachel "Ricky" Richardson

Rachel is a Tom Boy who prefers to be called "Ricky." She
is a sweet child with a hean of gold. She love the: outdoors,
animals and freedom. Neither she nor her grand·dad realize that
her special "gift" is lhat she is a natural psionic whose powers
are only beginning 10 blossom. It was through empathy and
empalhic transfer lhat was initially able to touch Lelhalis. Since
then, the two have become: best friends.

Real Name: Rachel Richardson
Alias: Ricky
Alignment: Principled
Hit Points: 66. S.D.C.: 15
Weight: 4,5 Ibs (20 kg), Height: 4 fi (1.2 m) when standing on
tip toes. Age: 10, Sex: Female
Attributes: I.Q. 14, M.E. 24, M.A. 19. P.S. 6, P.P. 8, P.E.
12, P.O. IS, Spd. 9
Disposllion: Ch~rful, considerate, kind, compassionate, gener

ous and playful. She knows Lethalis is really II good person
who hall been mistreated and mislead by bad people. She
loves him lIOd will DOt be: willingly seperated from his side.

Experience t...e\'el: Second (2)
Cumbaf SklUs: None
Attacks Per Melee: Two hand to hand or two psionic
BonllSeS: + 1 to sUike, + I pany, +3 dodge, +2 to ron with

punch or fall.
Other Bonuses: + 5 to save vs psionic attack.
S",per Power Category: Natural Psionic
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Horror Factor (optional): 14
Weight: 130 lbs (58.5 kg)
Height: 7 ft (2.1 m), Age: Unknown, Sex: Female
Altribules: I.Q. 12, M.E. 18, M.A. 8. P.S. 18, P.P. 14, P.E.
18, P.B. 4, Spd 20
Attributes for tbe typical Gorgon: I.Q. 306, M.E. 406, M.A.
206. P.S. 406, p.r. 306, P.E. 406, r.B. lD6, Spd 506
Bonuses ror the typical Gorgon: +8 on initiative. +3 to suike.

+4 to parry. +2 to pulUroli with punch or fall, +2 to save
vs magic, poison and psionic attack, and 4D6x 10+20
S.D.C. points.

Disposition: Hates humans, sees them as ugly and inferior. She
is very aggre~sive, competitive, treacherous and volatile. She
kills the repugnant humans without hesitation. Trust.<; her
friend Razor completely and likes the DT aliens.

Experience Level: Fiflh (5)
Combat Skills: Hand to Hand: Basic-also see poisonous bite.

Attacks Per Melee (Special): Ten (10). Poisonous Bite: Each
snake bile causes only lD4 damage, but also injects a poison
that paralyzes. The paralysis takes errecl inSlantIy and la.'ll'l
ror 106 minute per each bite. The victim of the paralysis
falls to the ground, completely unable to move and the skin
turns a pale grey color. Note that the skin will stay grey for
24 hours.

•

Major Psionic Abilities:741.S.P., Empathy and empathic trans
mission. She will develop telepathy at puberty.

Minor Psionic Abilities: Mind block, resist cold, and see aura.
She will develop sixth sense, summon inner strength and
hypnotic suggestion at puberty.

Education Level: Basic schooling and on the job training.
Scholastic Bonus: +5%
Skills oeNote: Basic math 89%, read and write 89%, cook 67%,

sing 55%, dance 57%, fish 75%, botany (fanning) 55%, first
aid 65%. land navigation 53%. and wilderness survival 55%.

Secondary Skills: Pilot truck 68% and W.P. knife.
Appearance: A prerty youngster with a short, boyish haircut,

sandy brown hair, deep blue eyes, and wears blue jeans or
overalls; never a dress!

Occupation: Just a kid.
Weapons: A pocket knife. grand dad's Bowie knife, and grand

dad's ritle and shotgun. Rarely uses any weapons.
Vehicle!<: Grand dad'~ old pickup truck and ridc~ on Lctha1i~.

Body Armor: None

Medusa and Razor - A Duo

By Mike Gustovich & Kevin Siembieda

Medusa
The monstrous creature known as the Medusa is believed to

be a member of a forgotten race of subterranean beings that may
predate human existence. It is likely that it was her kind that
gave rise to the old Greek myths about the Gorgon. The myth
was a little off however, be<:ause the Medusa cannot tum people
to stone. However, the snake's poisonous bite acts instamly to
paralyze. The victim's skin takes on a gray pallor, which does
give it a stone like appearance.

This particular Gorgon was found unconscious on the coast
of Syria and taken into custody for examination. Studies show
a creature that is both totally alien to humans, yel remarkably
similar in the area of female reproductive organs. To everybody's
amazement, the Medusa is intelligent and speaks a dialect of
Greek. Each snake~like appendage functions like tentacles with
eyes and a mouth, giving the single controlling intelligence a
score of eyes, cars, arms and attacks from all directions. The
snake appendages arc quite prehensile and can coil around objects
and use simple weapons and tools. However, they arc far more
limited than hands, preventing the creature from using the aver~

age gun, tools, and devices that require an opposable thumb and
fingers.

Where the creature may have come from remains a mystery.
The thing has been totally uncooperative and violent. Medusa's
only friend is the renegade cyborg, Razor. It is through Razor
that Medusa ha.'l learned about the world of humans and has
realized that she possesses powers Ihat give her an edge over
the pitiful suft beings. Razor arranged for her escape and the
two have been causing havoc ever since.

Real Name: Medusula Gorgana
AlilL": Medusa
Alignment: Diabolic
Hit Points: 42, S.D.Co: 170, Natural A.R.: 14
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A successful save vs poison will prevent the paralysis but

the individual still suffers from the toxin:·l on initiative and
- I to strike, parry and dodge. The effects of many bites arc:
cumulative. Roll to save vs each bile.

Bonuses: + 10 on initiative. +6 to strike, + 10 parry, +6
dodge, +4 topulUroll with punch, fall, or impact and cannot
be surprised from attack. from behind. Kick auack does ID6
damage. Critical strike on an unmodified roll of 19. or 20.
Other bonuses include +4 to save vs poison/magic, +4 to
save vs psionic attack, and +6% to save YS coma/death.

Super Power Category: Effectively, an Alien.
Major Super Ability: Chameleon
Minor Super Abilities: Night vision and energy resistance. Note

thai all Gorgons have the same super abilities.
Natural Abilities: Prehensile snakes/tentacles. Snakes regener·

ate within 406 days when hun or dismembered. Also has a
natural armor rating (A.R. 14) and high S.D.C.

Education Level: Equal to one year uf college
Scbolastic Bonus: + 10% on slills of DOle.
Skill Penally: - 20% on the skills lhat requi~ fingers and a

thumb, like picking locks, sc:wing, compllier operation and
most electrical. mechanical, medical and science skills.

Skills or Note (all (;orgom hAve the!Oe same buslt'. sklll!i):
Basic math 98%, read and write Greek and l.atin 90%, dance
74%, fish 90%, land navigation 66%, wilderness survival
70%, inlelligence 68%, hand to hand: basic, W.P. blunt,
W.P. knife, W.P. sword, and native language is Greek 90%.

Secondary Sldllii: General athlelics, prowl 70%, swimming
82%, pilot automobile 96%, pilot sailboat 76%, and language:
Syrian and English 75%.

Appearance: A frightening mass of coiled snakes and lhe lower
body and legs of a humanoid.

Occupation: Mercenary, terrorist, and criminal.
Weapons: Relies on her super abilities, but often uses blade

and blunt weapons like knives, swords, maces and clubs; she
has a collection of anciem weapons.

Vehicle: She loves to drive fasl cars. but owns none.
Body Armor: None
Money: Has only minimal need for money and lets her partner,

Razor, handle that end of things. However, she has cOllceled
what she considers her treasure, which includes 50,000 in
gold bars, 60,000 in gemsandjewelry, and IO,OOOincash.

Razor

Blair Griffith is a lough, intelligent woman who craves adven
ture and power. Always athletic. she joined the military and
became one of the few woman assigned 00 a Special Forces
learn. After six years she len the service to become a mcn:enary.
It was at this point that she joined a terrorist organization spon
sored by the Syrian government and agreed to submit tu bionic
improvemcnts. She was always fond of bladed weapons so they
were included as part uf her bionic arsenal she was given.

Huwever. Blair grew disenchanted with the organization and
again longed to gu off on her own. This was not possible because
she had agreed to work for the terror1SlS for eight yean; in ex·
change for her bionics; she bad five and a half yean; to go.
Despite tbc consequences, Blair decided to leave and took the
strange crcature known as !he Medusa with her.
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Since then, she and her hideous partner have entered a life of
crime as mercenaries and criminals. Criminal activity includes
theft, kidnapping and extonion. espionage, sabotage, terrorism.
and murder. 1be terrorist organization she once worked for has
placed a price of one million dollars on both of them and is
actively trying to kill them. Assassins and freelance mercenaries
have been hired 10 extract revenge, but so far, all have failed.
1nese attacks have gotten so annoying thai the pair are consid
ering attacking and lilling the leaders of the lerrorisl group in
hopes of getting them off their backs. Cmainly, they will accept
any assignment from any employer who will pay to see the
lerrorislS destroyed, especially if the employer provided another
couple of agents 10 assist them.

Note: The Dark Tribunal has contacted the pair and tried to
recruit Medusa to their organization. She has declined·the invi
tation in order to stay with her friend, Razor, but both have

become freelance operatives of the o:r. If the two ever need a



helping hand. the Dark Tribunal is there for them. The Tribunal
may also help in the elimination of the terrorists who hound the
duo and rescue them from the authorities. Both are trusted by
the DT aliens.

Real Name: Blair Griffith
Aliases: Bonny Hudson. IIlia Sanfra, and Razor
Alignment: Miscreant
Hit Points: 58
S.D.C.: 102 (with shoulder/ann exoskelelOn) or 650 with the
3/4 bionic bcxly armor (A.R. 16).
Weight: 198 Ibs (89 kg - includes bionics)
Height: 6 ft (1.8 m). Age: 28
Attributes: I.Q. 17. M.E. 18, M.A. 19, P.S. 24 (bionic), P.P.
22 (bionic), P.E. 18, P.B. 23, Spd. 22
Disposition: Independent, resourceful. imaginative, daring and

capable. She ha... an insatiable lust for adventure and love to
truvel ilnd lake risks. She and Mcdma arc !>urpri!>ingly, good
friends.

Experience Level: Eighth (8)
Combat Skills: Hand to Hand: Assassin
AUacks Per Melee: Seven (7)
Bonuses: +4 to strike, +7 parry and dodgc, + 13 damage,

+ 7 to pull punch, + 10 to roll with punCh, fall, or impact.
Knockout/stun on a unmodified roll of 17-20.

Other Bonuses: + 6% 10 save vs coma/death, + 2 save vs magic!
poison, + 2 save vs psionic auack.

Super Power Category: Bionics
Education Level: Military
Scholastic Bonus: + 10% + 3% I.Q. Bonus.
Skills or Note: Demolition 94%, demolition: disposal 94%. W.P.

automatic rifle, read sensory instruments 98%. pilot tank 91 %,
swimming 89%, fencing, boxing, and gymnastics (sense of
balance 88%, climb rope 87%, climbing 65%, back flip 98%,
leap 14 ft/4.2 m vertically and horizontally).

Secondary Skills: Pilot automobile 98%, pilol race car 93%,
bcxly building, general athletics, W.P. knife, W.P. sword,
W.P. sub-machinegun, language: Syrian 93% and her nalive
tongue of English 98%.

Appearance: A tall. beautiful woman with warm green eyes,
and long brown hair. Dresses in red and gold costume or
similarly styled bionic body annor. H~ a British a<:<:ent (a
native of England).

Occupation: Mercenary, lerrorist, thief and assassin,
Bionic Body Parts: Most of her bcxly is human. Only the arms

and implants ace bionic and include the following: Bionic
arms, reinforced exo~keleton for the arms and shoulders.
biuni<: lungs and various weapons and implants (see features).

Bionic Features: Amplified hearing, ear mike. radio transmitter
and receiver, motion detector, radar detector, radiation detec
tor, bio-scan, mini-computer, gas filtration system (lungs).

Bionic Weapons: Right arm and hand: rctractable fingcr bladcs
(I D6 plus PS damage bonus), retr.l.ctable forearm blades (306
plus PS damage bonus). Left arm and hand: Rawr fingernails
(104 damage), knudle spikes (lD4 damage each, shoot up
to 120 ft/36 m), and concealed mini-Inscr (2D6 damage).

Bionic Body Armor: llm:e-quarler suit A.R.: 16, S.D.C.: 6I.X}
plu~ 50 from exoskeleton.

Weapons: Razor also uses a variety of conventional wcapons
and has a DT alicn laser ritle, given to her in lieu uf paymenl
for an assignment.
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Vehicles: Loves sports cars and has a DT alien anti-gravity
harness.

Available Money: Has about 60,000 dollars stashed away, plus
has another $60,000 in jewelry. The pair has $100,000 in a
French bank account and $87,000 at Loyd's of London.

The Mighty Static Man-----

By Kevin Siembieda
Static Man is very sincere about being a super-villain and

thinks of his comparatively minor powers as quite significant.
He is unbearably brazen and confident. He doesn't take himself
or life too seriously. As a result, he'll often play his po~ers for
laughs or to _be cocky, such as pulling up women's dresses,
making a police officer's hair stand up on end, followed by a
joking COmmentary like, "Dun't be afrl1id rwon't hurt you:' or
"0000 scary," and so on. '

He is always melodramatic, bellowing things like, "Beware
the Static Man:' "Such is the power (or might) of the Static
Man," "Feel my power," "Suffer my wrath;· etc. Likewise, he
tends to overplay his hand. making comball spee<:hes and stuying
around a crime scene too long. He sees himself as a lady's man
and often flirts with attractive bystanders. In one instance, he
entered a bank dressed in an expensive suit with two beautiful
bimbos on each arm, robbed it, and managed to avoid the police.
On another occasion he gave a lovely teller a long romantic kiss.
winked and said, "I know what you're thinking, but I'm no good
for you," and departed. The press has dubbed him the "Hol
lywood Bandit."

Despite his shenanigans, Static Man can be very resourceful
and tricky. He has managed to rob eleven banks, nine conveni·
ence stores and two jewelry shops without being captured. He
knows his powers well and uses them to their full potential.
However, his lackadaisical outlook and insufferable self confi
dence causes him to be so cocky that he takes foolish chances.

Real Name: Steven Thomstrong
Alias: Steven Wans, Elia Bolt, Static Man. and the Hollywood
Bandit,
Alignment: Anarchist
Hit Points: 36, S.D.C.: 48
Weight: 175 lbs (79 kg), Height: 6 ft (1.8 m), Age: 20
Attributes: I.Q. 12. M.E. 13. M.A. 27. P.S. 19. P.P. 17. P.E.
13. P.B. 18. Spd. 15

Disposition: Ridiculously impudenl, bold, daring and melod
ramatic. Confident, resourceful and inventive. Has a good
sense of humor and likes using his electrical power to play
pl1:lnks. Has an eye for lhe ladies. He enjoys life and his super
powers, but doesn't take anything 100 seriously; this will
often lead to him getting in over his head. Other villains think
of him as just a smartass kid.

Expel"iem...'t! Level: Fourth (4)
Combat Skills: Hand to Hand: Basic
Attacks Per Melee: Five (5)
Bonuses: + I to strike (+3 with sword), +4 parry (+6 with

sword), +4 dodge, +4 damage, + 3 roll with punch or fall.
I I to strike with bcxly block/tackle (docs 104 damage).

Kick attac.k doing 106 damage.

•
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Other Bonuses: + 92% to evoke lrUst or intimidation and 45%
to charm and imprus.

Super Power Catrgory: Mutant
Major Super Ability: Control static electricity (see NEW super

abilities section).
Minor Super Abilities: Extraordinary mental affinity and energy

resistance.
Education Level: One year orcoUege (journalism & physical).
Scholastic Bonus: + 10%
Skills or Note: General athletics. body building, archery, W.P.

bow, fencing, computer operation 85%, intelligence 64%,
photography. and writing.

Secondary Skills: W.P. sword. W.P. automatic pistol. dancing
58%, cook 68%, fish 75%, pilot aUlomobile98.%, pilot motor
cycle 72%, and first aid 65%.

Appearance: A tall, handsome and charismatic young man with
dark brown hair. and a da.'ihing demea:nor.

Occupation: Bank robber and gigolo.
Weapons: Ran:ly uses any weapons lhese days. but does use a

sword or pistol from time 10 lime (he has a collection of
both). Tends to rely completely on his super abilities.

Vehic1~: A motorcycle forq\lick get awa:ys, also owns a souped
up. black., 1970 Corvette.

Body Armor: Occasionally wean; light body annar, like a vest
or Crag ~pe.

Money: He likes to live in luxury and loves to spend money on
himself. Typically has 104 X 1000 dollars in cash, $5<XXl in
Credil, and 406 x 1000 in the bank. He also has 50,000 in
men's jewelry.

Mr. Plague

By Steve Sheiring

Matthew Bubon was a wandering, homeless, alcoholic. He
had no friends, except for his fellow street bums. Then one day,
he was given an opponunity to be reborn by volunteering for a
secrel medical experiment. Actually, he was picked up by some
local police on the take and transported to a secret laboratory
without being formally charged, arrested, or fingerprinted. Of
coone. Mr. Bubon was too dnJ.nk to Iolow or care. The exper
iment was designed to test advancements and recent break
throughs made in the area of bolstering the human immune
system. This specific experiment dealt with an artificial blood.
Unfonunately, a mutating virus developed and killed six of the
seven human tcst subjects. Only Man Bubon survived, but even
he suffered abnormal side effects.

Continued experimentation with the anificial blood extract
proved fruitless. If the blood was not just righi, the test animals
died or did not respond. furthennore, the blood was extremely
unstable, always mutating within 24 hours. It seemed that either
some foreign agenl, not previously noted in Mr. Bub<m's blood,
reacted positively to the blood (it can not be determined, let
alone replicated), or there was one particular moment in the
mutation process of the artificial blood that, if timed just per
fectly, would react well to the ~st subject and instill the healing
and other properties exhibited by Man. Many of those properties
were certainly undesirdble and dangerous. The experiment was
a disaster and an embarrassment.



In Mr.Bubon's case, the blood seemed to change his body on
a molecular level. Bones became stronger, muscles and tissue
denser, and his resistance to disease and even drugs was dramatic.
Man's deteriorating liver and other alcohol ravaged organs healed
themselves within a matter of days. The subject's physical pro
wess and endurance were also enhanced. For a brief period, the
scientists thought they had triumphed, then dislUrbing things
began to happen. Mr. Bubondeveloped strong, thick, razor-sharp
fingernails that were more tooth-like in consistency than nail.
His bones and muscles also look on a somewhat distorted con
figuration and strange, new glands were growing in his arms.
TIle subject also began to exhibit antisocial tendencies.

It was soon discovered that the glands created a toxic chemical.
Man could easily stab or cut through flesh with the sharp finger
nails and inject the dangerous chemicals into the body or
bloodstream of another creature. At first the toxin wa.. like a
fast acting poison and often deadly to the lab animals injected
with il. But SOme of lhe animals got sick rather than die, and
the symptoms seemed inconsistent. As it turned out, Mr. Bubon
could inject four different types of toxins into his victims, each
with a different effect, but all caused sickness or death. Ulti
mately, the death toll on test subjects reachcd an unacceptable
level, and the experiment was forced 10 lerminate. Things got
worse.

Mr. Bubon became increasingly restless and both physically
and verbally abusive. The transformation was now seen as a
Doctor Jekyll and Mr. Hyde curse rather than a cure, and it was
an aggressive, belligerent Mr. Hyde that they had unleashed.
This was never more evident than the first night Mr. Bubon
went on a rampage. Thiny-four laboratory animals were brutally
dismembered. Two lab technicians were beaten near death and
another, a woman, was raped and beaten.

Bubon 's eyes gleamed with the wild spirit of an insane animal.
It took eight men to subdue him, one was killed, his neck broken,
and two others suffered weeks of illness from his poisonous
injections. Once sedated and restrained, Mr. Bubon explained
that he was consumed with a lust for blood and went 10 the
laboratory to feed on the animals' blood and entrails. Once he
had laSted blood and the killing started, he could not stop himself.
He described the experience as a moment of complete freedom
and ecstasy unlike anything he had ever known. The first two
technicians tried to stop him so he beat them into submission.
He did nor remeber the woman or the fight with the eight men.

It was decided that things had gone Ion far and were oul of
control. The decision: II was time for Mr. Bubon to find eternal
peace. They shot him full of lethal chemicals, monitored his
apparcnl death, dumped his body in an abandoned tenement
building, dcstroyed all n:cords of his pn;scncc and data on most
of the artificial blood experiment. and set the laoomtOT)' on fire.
All the evidence was destroyed and they could now rest easy,
however the body of Man Bubon was never found.

11 was about two weeks later that the first reports about a
homicidal killer stalking the city stn:ets hit the newspapers. Five
weeks after that, city officials announced an outbreak ofdisease,
particularly among the homeless populalion. TIle homeless
warned of a man called Mr. Plague, with teeth on his fingers
and who spreads death with their touch. BUI the authorities have
dismissed such talk about a bogeyman as supen;titiun and hys
lena.
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Mr. Plague lives among and preys on the inhabitants of the
city. Initially, he will kill only vagabonds, street punks, pfl?sti·
lUtes, and animals. But eventually, Mr. Plague will begin to
attack others, including law officers, as he becomes increasingly
bold and aggressive. Matthew Bubon has become the inhuman
predator, Mr. Plague, who loves to hunt and kill, not only for
food, but for pleasure. He is also given to all sorts of violem
actions, including rape,. beatings, torture, murder, robbery,
arson, and vandalism (the latter three are just for fun andlor an
expression of his aggression and dominance). He loves to fight
as much as he loves the taste of blood.

Unlike ordinary villains, Matthew Bubon has no identity, no
credit cards, no driver's license, no home, no family, nor desire
for worldly possessions; nothing to identify him or to ti~ him to
humanity. He lives like an animal, stalking among the shadows.
The dark streets, subways. sewers, slums. and derelict buildings
arc his favorite hunting grounds. He sep..... tile city a.. hi!! territory
and he is the masler of it all. Matt can survive'sleeping inside
a rain drenched box and eat just about anything from garbage
to the raw flesh of a recent kill. Trucking down a survivor like
him is no easy task.

Name: Mr. Plague
Ali~: Many: every lime someone asks his name he just makes
up anothcr onc. Evcn he has trouble remcmbering his real name.
True Name: Matt Bubon
Alignment: Diabolic
Hit Points: 50, S,D,C,: 145 (mostly the result of the experi
ment).
Weight: ISS Ibs, Height: 5 ft 7 in., Age: 40. Sex: Male
AUributes: I.Q. 13, M.E. 15, M.A. 12, P.S. 20, P.P. 22. P.E.
30, P.B. 7 Spd. 19

Disposition: Ornery, hateful, spiteful, and selfish. A vicious
bully who loves to hurt others. He can be very sneaky, clever,
and deadJy. When in a killing frenzy, he fights to maim and
kill anybody who gets in his way. When nol inflicting suffer
ing or death, Mr. Plague is sleeping in some dark, secret
hideaway.

Experience Level: 9th
Combat SkiDs: Hand to hand: basic, +9 parry/dodge, +5

strike, + 5 to damage, + 4 roll with punch/fall/impact, + g
vs magic, + 30% vs coma. Claw attack inflicts 106 damage,
like a knife, plus damage bonus.

Attacks per Melee: Eight (8; one added by the mutation, another
from the boxing skill).

Super Power category: Experiment
Super Powers: Cause plague/sickness (special), radar, nightvi

sion, and healing factor, plus increased P.E. (to 26+ 104),
increased P.S and P.P. (+ 106), increased S.D.C.
(206 x 10), one additional melee attack, and is impervious
to disease, cold, poison, and most drugs.

Special Plague Power (do not add to available major powers):
Mr. Plague is filthy and carries many genns, but he can instiil
sickness by injecting a sort of venom from his fingernails
into his opponent, or by secreting it into an open wound.
This can be done in combat with a slashing or stabbing attack.
Not all clawed attach are venomous; he can use Ute venom
at will and indefinitely. The effecL~ of lhe t.oxic chemicals
take hold quickly, within 204 melee rounds, and with drdma
tic effect. The damage from poison is instant. He has four
types of vcnom:
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Poison (first two fingers on the right hand): Inflicts
ID4 x 10 damage every time he strikes, unless the person
saves vs lethal poison (14 or higher). A successful save means
lIle character suffers only I D6 damage from the poison (plus
the claw attack damage).

Fever (laSI two fingers on the right hand): IntlicL'i a terrible
fever. Victims arc burning up, dizzy, weak, vision is hlurred,
the body aches and it is difficult to concentrate. Reduce speed
and initiative by haJf, anacks by two, no combat bonuses to
strike or dodge, parry is half, skills Me - 30%. Duration:
ID4 days per each fever strike that draws bloodlhits lilt body.
Save vs non-lelilal poison is applicable (16 or higher). A
successful save lIlCllns the duration and penalties are half.

Stckne.ss (last two fingers on the left hand): Victims feel
sick to their stomach. suffer from headaches, running sinuses.
watering eyes, nausea, vomiting, diarrhea, and a strong need
to sleep. Cannot hold food down. making the person weaker
as time passes. If the victim tries to push himself (always
roll at the beginning of each melee round), there's a 1-69%
likelihood of collapsing into unconsciousness for ID6x 10
minutes. Also roll for collapse if lIle character exerts himself
in any other way, or does nOl sleep at least two hours for
every two hours awa.lc.e. When active, temporarily reduce
speed. P.S. and P.P. by balf, all combat bonuses and S.D.C
are also at half, anacks per melee are minus two, skills are
- 20%. and remember til roll for collapse every time the
character exerts himself. Duration: 1D4 days pereacb sicknes.,
strike. Save vs non-lethal poison is applicable (16 or higher).
A successful save means the durntion and penalties are half.

Plague (first two tinge" on the left hand): Victim roms
pale and blotchy, becomes delirious, is burning up with fever,
and is so wed that he can barely stand. Looks like he's
hovering on death's door. Penalties: Has only one attack per
melee. no bonuses of any kind nnd furthennore is -4 on all
rolls. Temporarily reduce pbysical attributes, S.D.C. and hit
poinl' by 75%. The performance of mlIs is impossible; must
sleep 90% of the rime. If lhe Character tries to engage in
combat or exerts himself in any other way, there is a J-69%
chance of lapsing into a coma - reduce hit points to zero
and roll to save vs coma (immediate medical attention is
suggested). Duration: One (I) day per each plague strike.
Save vs Don-lethal poison is applicable (16 or higher). A
successful save means the durdllon is half.
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Educational Level: High School (scholastic ~nus: +5%)
Skills of Noee: Domestic and Physical Skill Programs. Fish

98%, cook 98%, sew 98%, boxing, prowl 90%, hand to hand:
basic, climbing 98%.

Secondary Skills: W.P. blunt, W.P. knik, flI'St aid 98%, pilot::
automobile 9a%, pilot: motorcycle 98%, wiJdemc~~ survival
95%, pick pockets 85%, land navigation 84%, flick locks
90%, and basic mechanics 84%.

Appearance: Dirty, smelly, bearded, long haired bum. Shaves
and bathes only once a month, usually with clothes still on.

Occupation: None, other than as a nomadic huoterlkiller.
Special vehicles: Nonc, but may steal a car, pickup lroek or

motorcycle from time to time.
Weapons: 1D4 large knives, a small hatchet (throws it), and a

crowbar or lead pipe (either docs 106 +2 damage).
Speclalltems: None
Common Items: Mr. Plague steals what he needs when he needs

it. He does occasionally use guns and other weapons, but has
no proficiency in their use. Seldom has more than 206 x 10
dollars because he just takes what he wants and hurts or kills
anybody who tries to stop him.

Armor: None
Description: A wild man with a mane of long, flowing, black

hair, pointed teeth, crazy eyes and filthy, tattered cloches.
Onen raids liquor sto~ to steal booze. He still lOveS thc
ta.,te of alcohol and the high. but cannot stay intoxicated
(becomes sober within 206 minutes after the last drink). Mr.
Plague never seems to fatigue arx:I can go for a week or Cwo
without sleep, but at some point he must rest. Typically, after
several days and nights of activity he finds a safe haven and
sleeps for 206 days.

Adventure backg.round '" Ideas: Obviously, Mr. Plague is a
menace, but although he goes on killing s~ and days of
violence, he is not constantly killing people. 1bere may even
be weeks without a single murder. He may amuse himself
by attacking gangs, crooks, police, super befOC.$ or simply
go bar hopping, thinking and brawlina:. If the whim strikes
him. he may organize his own band of crooks or join forces
with other super villains, or supernatural monsters. but all
such alliances are for fun and always tempofllI}'.

Mr. Plague is virtually indestructible. He is impervious lI;J

cold. disease, poison and most drugs (only one-tenth the
pannal duration and effects). Unless he is decapitated or

{



blown to smithereens, he will recover from physical damage.
He may appear dead but will heal with time.

At some point, the scientists might resume their experi
ments, or some other batch of unsuspecting mad scientists
might try their hand at developing a helpful (or intentionally
mutating) artificial blood or extract. This could result in the
creation of other fiends like Mr. Plague. The following is a
random transfonnation table for such experiments.

01-25% Victim develops amnesia. All events of the past
206 years are pennanently forgotten. Add 104+2 to the
character's P.E.• 104 to P.P. attribute, add 20 S.D.C. and
is very active and constantly busy, sleeps very little. That's
about it.

26-50% Victim develops a pale, zombie-like appearance
and a craving for blood. He will eventually come to believe
himself to be a vampire. Add lD6+3 to P.S. attribute, 106
to P.P. and P.E., 406+20 to S.D.C., and gets the super
abilities of healing, nightvision. and heightened sense of
smell. Eyes become so sensitive to light the person is blinded
by light stronger than a 150 walt light bulb; a nocturnal hunter,
lethargic until twilight.

51-75% Victim experiences incredible hair growth, sprouts
fangs, and the face becomes somewhat canine. The oones,
muscles and skin become tough (add 206 X 10 to S.D.C.,
104 + 2 to P.S .• 104 10 P.P. and ID4 x 10 to Spd), acquires
the minor powers of heightened sense of hemng and nighlvi
sian, and the individual has a lust to hunt and kill. Also roll
for random insanity.

76-00% Victim develops the same powers as Mr. Plague.

Note: In addition to the mutations previously lisl:ed, all
individuals develop syringe-like fingernails. alignments are
changed to miscreant or diabolic, and all must kill once per
week or go insane and commit suicide.

The Negator - Bounty Hunter
By Adam & Kevin Siembieda

Allen Aobine is a self-serving mercenary who received his
combat training from the Israeli Special Forces, He is an ellperi
enccd combat veteran, familiar with espionage. manhunting,
and combating super humans. His own unique super power en
ables him to temporarily negate anothcr being's super abilitics.
This has mad~ him particularly adept at capturing super powered
menaces. With the increasing number of paranonnal criminals
and vigilantes, his services are in greate'r demand than ever.

He has sold his service to numerous governments, agencies,
corporations and individuals around the globe. Being a self-serv
ing rogue, he has also wori.:~d for criminal organizations, but
lhe Negator is smart and never reveals the names of his dientJ;.
unlcss it is pl1hlic knowledge or to his advantage. Likewise. he
carefully avoids negative publicity, but can be a glory-hound if
the press is positive, making public appc,U3nccS, speeches. and
grandstanding.
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Real Name: Allen Aobine
AUases: Adam Sims, Len Binder, the'Negatonmd othel1i.
Alignment: Anarchist
Hit Polnu: 43, S.D.C.: 82
Weight: 234 Ibs (105 kg - all muscle)
Heia:bt: 6 ft, 5 inche~ (1.95 m), Aa;e: 27
Attributes: I.Q. 12, M.E. 14, M.A. 10, P'.S. 20, P.P. 20, P.E.
19. P.B. 10. Spd. 18
Disposition: Snide, rough, tough. loud, and demanding. Tends

to be melodramatic, vain and cocky. He has a wisecrack for
every occasion. He is also resourceful, patient and persistent
- never gives up.

Experience Level: Seventh (7)
Combat Skills: Hand to Hand: Martial Arts
Attacks Per Melee: Seven (7)
Bonuses: +4to strike, +5 to parry, +5 dodge, +5 damage,

+ 3 to pull/roll with punch. fall. or impact, and + I to strike
with body block/tackle (does ID4 damage). Karate kick (J 08
damage), jump kick (critical strike). paired weapons, and
entangle. Critical strike on an unmodified roll of 18, 19, or 20.

Other Bonuses: + 20% to save vs coma/death, + 5 save vs
poison/magic, and + 3 save vs psionic attacks.

Super Power Category: Mutant
Major Super Ability: Negate super powers (see New super

ability section)
Minor Super Abilities: Mental stun and healing faclor.
EdUClltiQn Level: MililHry
Scholastic Bonus: + 10%
SkIDs of Note: Tracking 70%, intelligence 74%, land navigation

74%, escape anist 70%, pick locks 75%, sniper, W.P. paired
weapons, W.P. target, W.P. sword, W.P. blunt, W,P. au
tomatic pistol, and W.P. automatic rifle.

Secondary Skills: Computer operation 90%, radio: basic 80%,
Hrst aid 80%. body building, general athletics, pilot airplane
94%, pilot automobile 98%, and pilot motorcycle 84%.

Appearance: A large man with dark brown hair and smoldering
grey eyes. Typically wears combat fatigues with ammo belts
and weapon harness.

Occupation: Proft:Ssional bounty hunter and men:enary.
Wf.apons: Pair of Nunehaku (108 damage; two pair can be used

as a paired weapon), mini-uzi (206 damage nonnal bullets
or special ex.plosive rounds 406 damage), aUlo mag (406
damage), Ithaca Stakeout shotgun (506 damage). Will use
any weapon that is appropriate for the jfJb.
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Special Weapons: Purchased from illegal manufacturers, they
include:

1. Electro-Sword. The weapon can be used as an ordinary
sword (206 damage) or can be encircled by electricity (306
damage and causes shock - victims lose the initiative). The
sword can also fire a short blast that inflicts 306 damage and
dazes its victim for one melee/IS seconds (lose initiative and
one melee anack. - I 10 strike, parry and dodge).
2. A modified MI6 with grenade launcher. The MI6 has
been converted 10 shoot tranquilizer darts and the grenade
launcher is used to fire tear gas. knockout gas, smoke. and
other gases to subdue and capture opponents.

Body Annor: Owns a variety of different types of light and
heavy annar.
Vehicles: Black jeep, pickup trock and airplane.
Money: Makes a reasonably good living working for different

governments, industries and wealthy individuals. lias credit
for about lli.<XX). ID6 x I<XX) doll~ in cash and about half
a million in the bank.

Note: Has worked freelance for the U.S., Canadian, andGennan
S.C.R.E.T.s agencies, Israeli govemmem, Inlerpol, Ihe Dark
Tribunal and Fabricaton: Inl:.

Nightwalker &
The Minions of the Dark

By Steve Sheiring & Kevin Siembieda

Robert Smith was an out of work entenainer in desperate need
of money to payoff gambling debts to the mob. As fate would
have it. he was recruited for a secret government experiment.
The high pay. bonuses. and perks were too tempting to tum

down, so Robert became a willing, human. guinea pig.

For an entire year, Robert was subject to experimental drugs,
varying doses of radiation, and whatever else the experimenters
could throw at him. He didn't know or really care what the
purpose was behind any of the experiments as long as he got
paid. The experiments slres~ cvc.ry part of Robert's physical.
spiritual, and emotional make-up. (werd.ll, the secret project
produced disappointing results and wa... evenlUally cancelled due
to government cutbacks. Roben and the other test subjects were
given a generous layoff benefit and sent back to private Life. As
far as the government was concerned, the ~xperiment was a
failure. Or was it?

Six months after he left the project. Robert began noticing lit

change in himself. Stnulgepowers began to manifest themselves.
like greal strength and nightvision. He alsn experi~oced tlisturb
ing sensation) of fear over the simplest things, like daylight and
the crucifix. Soon, he came 10 helieve that he waS turning into
a vampire! Within two months. the out of work entertainer wcnt
through a psychological and physical metamorphosis, becoming
his cUITCnl alter ego, the vampire, Dirk NightwAlker. He retains
rn8l1Y of the trail::;, talenL~. skills, and memories of Robert Smith.
Now they arc simply bent ill a new direction.

For all intents and purposcs, Smith has become a vampire.
H~ finds that bright li~ht hurts his sensitive eyes, while sunlight
blinds him lind L'auses burning pain. He has developed phohia...
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(deep-rooted fears) toward daylight, religious symbols, holy
water, wooden stakes, garlic and other traditional anti-vampire
items. In reality, none of these items can physically hun him.
However, he believes they can and is so terrified of them, that
he actually suffers the painful symptoms that these items are
said 10 cause in vampires. It·s all psychosomatic, like a
hypochondriac, but very real to Mr. Smith, or should we say,
Dirk Nightwalker.

Government psychiatrists insisl that the vampire fixation is a
fluke psychological manifestation completely unrelated to the
government experiments. One might be tempted 10 believe their
adamant denials. except that nearly all of the other. 48, volunteer
subjects suffer from the same vampire delusion. These subjects
are even more insane than Nightwalker and believe they need
to drink human blood to survive. The government has Night
walker convinced that they can give him special drugs and blood
transfusions to reduce his vampire feeling.'Nlnd hunger for human
blood, but it is all really a placebo -'he belie'f'd the treatments
work, .so they do.

Robert Smith/Dirt Nightwalker is the only one who has turned
to the government for help and as a result, has been recruited
a~ a specia.l government agent. His mis:s~on: to track down anti
destroy the other 32 known subjects who believe themselves to
be troe vampires. Unlike Nightwalker. these others have become
blood-thirsty Cre&tun:s of the night. fcc:ding on humans and/or
becoming super villains.

Name: Mr. Dirk Nightwalker
Aliases: Robert Blood, Robert Smith, D. Night. Count Nosfer
True Name: Robert Smith
Alignment: Anarchist
Hit Points: 55, S.D.C.: 255 (30 from experiment, 25 from
skills. 20 from animal abiJitieslmetamorph, 180 from invulnera
bility)
Weight: 175 1bs, Height: 6 ft I in. Age:26, Sex: Male
Attributes: I.Q. 16, M.E. 12, M.A. 24, P.S. 21, P.P. 24, P.E.
19, P.B. 24, Spd. 17 - flying in bat fann: 22 (about 15 mph/24
Ian).
Disposition: Wann, friendly, charming. Makes you feel very

relaxed around him, which he can use to lull people into a
false sense of security. Projects an image of being cultured,
well-groome<t, and suave. In step with current treads in fa...h
ion. art, books, and news events.

Experiel1« LenJ: Si~th (6)
Comhat SIdUs: Hand to hand: martial ans. 4 additional attacks

per mdee, +7 suike. +9 parry/dodge, +6 damage, +7
roll with punch/fall, +2 vs poiSOn/magic, anti +211% vs
coma/death .

Other Bonuses: + 3% sk.i11 bonus (includetl in the skill percen-
tages). 80% trosuintimidate, 70% charm/impress.

Attack.5 per Melee': Six (6)
Super Power category: Experiment

Super Powen (2): Invulnerability and animal metamorphosis
(floc,tumal bat/rodent; see Heroes Unlimited, page 176). Bul
lets, explusiuns, electricity. htsers, fire, cold. etc., inflict no
damage (sec Heroes Unlimited. page 185. for full delails).
The lUIimai metamorphosis .ilI!\O instills the abilities of a noc·
(U171D.J anim(j/. like nightvisiun 600 ft (183 m), prowl CJ()%.

extraordinary sense of smell and vision, controllD8 nocturnal
animals (bats. rats, mice. etc.) and other abilities (sec the lop
of raKe 176 in Heroes Unlimited).
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Unusual Characteristic: Pale green skin color.
Educational Level: Bachelor's Degree (scholastic bonus:
+25%).
Scholastic Skills: Sing 90% and dance 95% (both on a profes

sionallevel). art 85%, photography 98%. writing 79%. hand
to hand: martial am, boxing. and archery.

Secondary Skills: W.P. knife. W.P. auto pislOl. piJot: auto
98%. pilot: mOlorcycle 80%. computer operation 80%. land
navigation 60%. pick locks 55%. pick pockets 50%. first aid
70%. and athletics.

Occupation: Secret Operative Agent for the government.
Salary: $1200 a week, plus an appanment, operating expenses

and equipment.
Special Equipment: Compound bow and arrow and pistol style

crossbow and bolK Both have wood arrows with silver tips
(for vampire hunting) and trick arrows with explosive heads
(606 damage), flare, tear gas, and sleeping gas. Also has a
!\word cane (blade is silver plat«l iml.l the head of lhe cane
(;00 be: removed and used as a grenade), two silver plated
daggc~ balanced for throwing. u half dozen wooden knives,
a dozen wooden slakes andmallcl, and a rnini-uzi with both
conventional and silvcr bullet magazines. Nightwalker also
has several types of cameras and camera lenses used for
surveillance operations, as well as personal enjoyment. Note:
1be government agency provides agenl Nighlwalker with veh
icles, weapons, gimmicks and equipment He can also call
on sccrcl agcnl and police back-up, bul typically works alone
or with his chauffeur. He has Federal agent identificalionl
badge. Weapon Note: Agenl Nightwalker can nol use holy
symbols, garlic or holy water against vampires (they hurt
him). The: wood and silver weapons are olay.

Special vehicles: Armored limousine driven by a full-time chauf
feur (a government agent who also acts as Nightwalker's
assistant). An arsenal of weapons is located in the vehicle.

Armor: None.
Appearan«: Pale green skin color, lall. dark, and handsome.

His hair is always slicked back and he often dresses as if
going to an opera (tuxedo or expensive Italian suit, with cape,
omale walk..ing cane, etc.). Always wears black or dark clolh
ing, from jump suits to tuxedo; some say he reminds them
of Count Dracula.

[)es(:ription: Nighlwallu~r can transform into a bat or any type
of rodent. Unlike the vampires Robert Smith used to read
about and see in lhe movies. Dirk Nightwalker is very modem,
drives Car5 and motorcycles, uses computer.>, and secret agent
gi.unos. His underground chambers include cable television.
VCR, a laser disc stereo system. a micro computer, photo
graphy lab, and microwave oven. Furthermore, he can some
what conlrOl his appetite for blood and can cal and drink
normal food. Unfonunately. he does think he is a vampire
and occ;asionally has to fight the urge 10 drink blood and does
occasionally kill his opponents by cutting or ripping out their
throat. Other lhan that, he's really a likable fellow.

Nott: Nightwalker fears wooden stakes. arrows and weapons
made of silver but they cannot penetrate his invulnerable skin.
Likewise. he will believe that he actually feels agonizing pain
from holy water and sunlight. and is held at bay by garlic
and holy symbols like the crucifix. This is true of all lhe
experiment subjects.
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The Minions of the Dark
The most powerful of these urtifici'a.! vampil'es is a woman

named Silra MiU'lin, who now calls herself Lady Dracula. She
il' believed to have organized a crime ring with six of the other
vampire subjt:l:bi as her minions. These other vampiml worship
her as their lord and master and will die .serving her. She has
also enlisted an impressive number of crimin.a.ls and scoundrels
into her organization. She is very smart, worldly. diabolical.
and is on the verge of building a criminal empire. She has no
regard for human life and deals in drugs, prostitution, extortion,
murder, and anything else that brings a profit and torments
humans.

In order to sustain her need for blood, Lady OnIcula has
opened a macabre. nigbtclub called ''The Coffin Banger," located
in a seedy pan of town. It is frequented by both the wealthy
and the less fortunate. 1be nightclub is defInitely for lhose look
ing for something different in the way of entertainment. Lady
Dracula is a major celebrity at the club and works the crowd,
looking for willing admirers to become her pawns or next victims
of vampire hunger. She gives her affection to the handsome,
rich and powerful, who she will manipulate and blackmail to
her own benefit (feeding on them when they have lost their
value). If she 10Ys with a handsome, young man who has no
money or connections, you can bet it is simply for her own
pleasure or that he ha.'! been chosen as her next meal. Slain
victims are destroyed in a vat of acid located in the ba..;emcnt.

Lady Dracula has several secret lairs scattered across the city
where she can hide from the light of day. The largcst and best
protected is the one at the Coffm Banger. A well concealed
sub-ba...ement is located beneath the basement. Three~ pass
ages lead in and out. Each is locked and hooked to a sophisticated
alann system. Two or the other vampires and six human servants
live in the sub--basemcnt dwelling and guard the Lady. Three
doberman pinschers also protect the dwelling. if bruched at any
time, Lady Dracula will be alerted, either by the alann or by
lhe sounds of a skinnish, and she will nee to another part of
the sub-basement or basemenl. As long as she is not exposed
to sunlight, she can move and fight during the daytime.

Thf: lair is spacious with a medium size sitting room, a large
library and curio room (this room also has two loaded rifles and
a pair of silver plated samurai swords hanging on the wall), a
large, formal dining room, small kitchen, two storage rooms, a
wine cellar, eight bedrooms, two tiny bathrooms, and a medieval
style torture chamber with chains and manacles aUachcd lO lhe
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walls, two surgical tables with metal restraining clamps and an
iron maiden. 1be three vampire chambers are concealed. Lady
Dracula's is the largest, and protected by a web of lasers that
fill a 12 x 12 fOQ{ room (inflict 306 damage every time one is
touched; roll damage twice for each melee action inside the laser
web). All !he furnishings are lavish and show expensive taste.

The nightclub generates a mon!hJy profit of about S25.000,
while current criminal activities generate about S200,OOO a
month, a third of which is pure profit. Lady Dracula has an
estimated half million in various bank accounts and $300,000
hidden in her lair at the Coffin Banger.

Name: Lady Dracula
Aliases: Sara Manin and Sandra Dark
True Name: Sara Maron
Alignment: Diabolic
Hit Points: 32. S.D.C.: 260 (30 from experiment, 10 from
~kills, 20 from animal abilitieslmetamorph, 200 from invulnera
bility)
Weight: 135 Ibs, Height: 6 ft, Age: 24, Sex: Female
Attrihutes: I.Q. 15. M.E. 18, M.A. 23, P.S. 19, P.P. 21. P.E.
Ill. P.ll. 24, Spd. 14 - flying in bat form: 22 (about 15 mphf24
km).
Oisposilion: Charming, sexy. playful, coy. Infatuates and teases

men, lulling lhem into bet confidence so she can manipulatc
them. Sini.~ter, cunning. ruthJcss, and a cold-blooded mur
derer. Consumed with anaining wealth and especially power.

Experience Level: Fifth (5)
Combat Skills: Hand to hand: martial arts, 3 additional attacb

per melee, karate kick, leap kick, entangle, +5 strike, + 6
parry/dodge. +4 damage, +6 roll with punch/fall, +2 vs
psionic attack. + 2 vs poisonfmagic. tin<! + 26% \IS comal
death.

Other Bonuses: 75% trust/intimidate and 70% channlimpress.
Attacks per Melee; Five (5)
Suptr Power category: Experiment
Super Powers (2): Invulnerability and animal metamorphosis

(nocturnal bat/rodent; see Heroes Unlimited, page 176). Bul
lets, explosions, electricity. lasers, fire, cold, etc., inflict no
damage (see Heroes Unlimited, page tR5. for full details).
The animal metamorphosis also instills the abilities of a IIQ(:.

turnal animlJ/, like nightvision 600 ft (183 m), prowl 85%.
extraordinary sense of smell and vision. control IDS nocturnal
animals (bats. rats. micc, etc.) and other abilities (see the top
of page 176 in Heroes Unlimited).

Unusual Characteristic: Requires energy for nourishment, but
not a commonly known energy - she feeds on Potential
Psychic Energy (P.P.E.). All living creatures havc some
amount of P.P.E. and lhat energy doublcs at the moment of
death. Lady Dracula and most of the other vampires unwit
tingly feed on this energy. but believe that it is the blood of
their victims that gives them nourishment.

Educadonal Level: One year of college (scholastic bonus:
I 10%).

Scbolastk Skills: Dance 74%. sing 70%. cook 84%. cryprog
rnphy 60%. laser 70%. optic systems lID%, radio: basic 80%,
radio: .st.TllJt1bler 70%. radio: !'iatellite relay 55%, T. V.Ivideo
70%, :lrld read sensory t'.(juipment 70%.

~olldary Skills: W.P. automatic pistol, W.P. sub-muchine
glln, W.P. knife. hand to hand: martial art\;. pilot: automobile
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98%. forgery 50%. computer operation 80%. and land navi
gation 56%.

Occupation: Nightclub owner and gang leader.
SaJary; 1bc nightclub generates about S6000 a week profit, plus

criminal operations generating another 550,000 a week. This
amount is increasing as her criminal empire continues to grow.
Within a year it should be triple the presem amount.

Special Equipment: Crossbow with silver tips (for vampire
protection) and trick arrows with explosive heads (606 dam
age), flare, tear gas, and sleeping gas. Also has an arsenal
of illegal automatic weapons hidden in the basement.

Appearance: Tall, sleek and beautiful. Her hair is long, siIlcy.
dark brown, and she always dresses in seductive clothing of
the latest fashions.

Desc:ription; Lady Dracula can transform into a bat or'any type:
of tudent:
Note: Like Nightwalker. she fe~ wOOden i'lt3kcs, arrows
and weapons made of silver but they cannot penetrnte her
invulnerable flesh. Like all of the uperiment31l;uhjcct'i, !'ihe
wiIJ believe that she actually feels agonizing pain from holy
water and sunlight, and is held at bay by garlic and boly
symbols like the Cf\K;UlX.

Experiment Created Vampires
TIle government ha.~ furbidden the resumption of the experi

ment that has created the human vampires. Ofthc 48 test subjec;:t5,
33, including Nightwalker, an: known to have become vampires.
Four others cannOt be found and the remaining II appear to be
completely normal. at least for the moment.

Alignment: TypicaUy anarchist or evil.
Averag~ Hit Points: 406+ 12
Average S.D.C.: Varies dramatically, because not all of these

experiment created vampires are invulnerable. 1bose who are
not invulnerable will have about lD6x 10+ 50 S.D.C. while
those with invulnerability will average around 220 S.D.C.
points.

Weight: Varies, Height; Varies, Age: 21-40, Sex: 60% male
Attributes: Varies liS normal; P.S. P.P. and P.E. are typically
enhanced by the super powers. Speed flying in bat fonn is 22,
about 15 mph (24 km).
Disposition: Believe themselves to be vampires who must feed

('In the hloOO of the living (humans .ndlor animal). Most feel
superior. many have bet.-ome croci and sadistic. {>t.hawise.
most maintain theoutlook oftheirpn:-vampire personalities.

Experience Level: ID4 + I
Combat SIdlls: Varies with training; most will have hand to

hand: basic and 5 total attacks per melee.
Super Power utegory: Experiment
Supcr Powen (Vary: roll on the (ollowing table):

01·20 Conlrol elemental force: air and nightvii'lion.
21-50 Invulnerability and animll.l metamorphosis (nocturnal!
ball.
51-60 Darkness control. extraordinary strength and physical
beauty.
61-70 Dac1mes.s control and animal metamorphosis (nocturnaV
bat).
7I-t«J Intangibility and nighrvision and heightened sense of
smell.
8 I-90 Extnlonlinary strength and endurance, plus nightvision,
heightcned sense of hearing, and night: glide.
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91-00 Animal metamorphosis (noctumallbat), impervious to
frreJheat, and healing factor.

Unusual Cbaracteristic (roll on the roUowing table):
01·50 Requires energy for nourishment, but not a commonly
known energy- feeds on Potential Psychic Energy (p.P.E.).
All living creatures have some amount of P.P.E. and that
energy doubles at the moment of death. Most of the experi
ment created vampires unwittingly feed on this energy, but
believe that it is the blood of their victims that gives them
nourishment.
51-75 Odd skin pigmentation.
76-89 Hair growth stimulated; all body hair tripled.
90-00 Increased mass: add 204 x 10 to weight and 106 x JO
to S.D.C., hut reduce speed by 20%.

Educational Level (roll on the rollowing lable):
01-30 High school graduate
31-60 One year of college
61-80 Two years of college
81-90 Three yean; of college
91-00 Bachelor's degree

Scholastic and Secondary Skills: Vary with education.
Occupation: VW)'; most vampires have turned to <!life of crime,
Hunted by Ihe Creating Organization: The government agency

that created them is charged with their capture and/or tenni·
nation. All the heads of Federal crime fighting and defense
agencies have bt:~n alerted regarding the exislence of the
vampires. Agent Dirk Nightwalker is in charge of finding
and capturing or terminating the renegade vampires. The re
negades are con~idered armed and dangerous super-foes; ex
tren~ prejudice and deadly force is advised.
Note: Like Nightwalker, all fear sunlight, garlic, holy sym
bols. holy water, wooden stakes, weapons made of wood or
silver and the usual anti-vampire items. All feel agonizing.
psychosomatic pain or phobic terror from such items and holy
symbols hold them at bay.

Pestilence
Pe~tilence is a former entomologist who discovered a serum,

made from the fluids of insect brains, which has given him
amazing powers over the insect world. Timothy Pountney's col·
leagues discounted his claims ahOuL his newly discovered serum,
calling him a charlatan, and a lunaLic. To disprove his critics,
Pountney decided to forgo any contTl)lIed testing and injected
himself. The serum initially appeared to be an utter succ.::esS,
enabling him to communicate with, unden;tand, and control in
~ct.<; much like a queen bee c.::ommanding her troops. The serum
also gives him other powers over the insects, along with the
unfore!Oeen ability to heal faster. Unfonunately, another unfore
secn sidc-dfccl is thllt the ::;erum is slowly driving him insane.

Pountney has become increasingly paranoid and has begun
having delusions of grandeur and then: have been an escalating
Ilumber of incidents of him abu~ins his power. For example;
First he destroyed the se<.:n::t of his insect formula, because he
feared fhal his colleagues would lXJvel the power for themselves.
lllel\, thinking his colleagues were laughing Ilt him behind his

back, Pountney sent an army of ants and bees to punish them.
To his utter delight, the insects followed his every command
and killed eight of his detractors. Pountney disappeared im
mediately afterwards.

Over the ensuing months, Pountney's mind continues to de
teriorate deeper into madness. He has recently surfaced, calling
himself "Pestilence," and fIrmly believes thai he is one of the
Four Horsemen of the Apocalypse sent to punish the puny hu
mans for their evil ways. He has been the cause of several acts
of malicious destruction and mayhem, killing hundreds and in
juring thousands. He has caused two airliners to crash, derailed
a commuter train and has destroyed the research headquarters
where he once worked. The FBI and CIA have him listed on
their most wanted lists as "Public Enemy Num1;Je1' One." Pesti
lence follows no set pattern in his murderous rampages, making
him all the more dangerous since you never k.now why, when
or where he'll strike next. Pestilence h!'s nO friends. except his
inse<:t hordes, and trusts no one.

Real Name: Timothy Pountney
Alias: Pestilence
Alignment: Diabolic
Hi. Points: 81, S.D.C.: 97
Welghl: 1741bs (78 kg), Height: 5 ft, II inches (1.75 m), Age:
35
Attributes: I.Q. 23, M.E. 28, M.A. 8, P.S. 18, P.P. 10, P.E.
33, P.B. 13, Spd. 20
Disposition: Completely mad, paranoid and a megalomaniac.

Feels he has the power to crush the world. Believes he is one
of the Four Horsemen of the Apocalypse and has been placed
on Earth 10 destroy humankind.

Experience U!vel: Twelfth (12)
Combat Skills: Hand 10 Hand: Basic
Attacks Per Melee: Seven (7)
Bonuses: +4 to strike, +6 parry, +6dodge, +5 damage, +4

to pull/roll with punch or fall. + 1 to strike with body block!
tackle (does 104 damage). Critical strike on an unmodified
roll of 19 or 20. Pin/incapacitate on roll of 18, 19, or 20.
Crush/squeeze (does ID4 damage). Judo-style body throw/flip
does 106 damage and the victim loses initiative and one
attack per melee. Kkk doing 106 damage.

Otber Bonu&'S: + SO% save vS coma/death, + 11 save vs
poison/magic. + 10 save vs psionic alUicks, and + 5 to save
vs chemical!iltoxins.

Supel" P(Jwer Category: Experiment
Major Super Ability: Insect Control (see New super ability

section)
Minor Super AbIlIties: Extraordinary mental endurance, ex-

traordinary physical endurance, and healing factor.
Side Errects OfExperiment: Chemical resistance and insanity.
Education Level: Doctorate
Scbolastlc Bonus: + 35% + 9% J.Q. Bonus
Skills or Note: Elcctricltl engineer 98%, surveillance systems

98%, robot electronics 79%, computer operation 98%, com
puter programming 98%, computcr rcpair98%, biology 98%,
chemistry 98%, analytical chemistry 98%, advanced
mathematics 98%, prowl 98%, body huilding, wrestling.

&-cundary Sk.llls: W,P, automalic pistol, pilot automobiIc98%,
pick locks 94%, wilderness survival 98%. climbing 98%,
swimming 98%, general athletics, lind running.

>
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Appearance: Dark hair, green eyes. Wears a skin light black
jump sui! with green boot.. nnd gloves. Also wcars a pair of
dark gre~lI. wraparound goggles.

C:>C<:upatlon: Terrorist - Harbinger of noom

Pinpoint - Anti-HerolMerccnary

By Kevin Siembieda
Pinpoint is a happy-go-lucky gent wilh a cheerful disposition.

He was in the US military Special Forces for four years but quit
10 become a freelance men:enary and bounty hunter. His ability
10 manipulate kinetic energy makes it possible for him to pa...s
lhrough security check points and enter dangerous sinuuions
without any apparent wcapons. However. a pocket full of mar
bles, coins, a ha.<;ebaJi. or even a ball point pen. are all dangerous
weapon!; in his hands. He is also the perfect undercover agenl
because he is so confidem, resoun:cfuJ, and level headed. Much
10 his personal dismay, h~ has a baby face and looks Iik~ he is
only 16 iusle:td of 2d. This also wurks 10 his advanl.8gc in
undercover and combat beCilUse oppnncnb think he's a kid and
no! mIlch 01" II threat.
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Weapons: His favorite is a.45 Model 15 Gencnll Orlicers pistol,
bUI will use other varieties of handguns or olher WCflpon$ in
a pinch. Tends to rely completely on his super abilirielj.

Real Name: Jonathan Lewis
Aliases: Pinpoint, The Kid, Johnny Targel and many others.
Alignmtnt: Anarchist
Hit Points: 39. S.D.C.: 48
Weight: 134lbs (60 kg). Height: 5 fl, 10 inches (1.75 m). Age:
24
Attribu~: I.Q. 15. M.E. 14, M.A. IS, P.g. 20, P.P. 19. P.E.
17, P.B. 13. Spd. 20
Disposition: Encrgt:lic, sman, confident. ~rccrul. cod:.y and

daring. He ha'i 11 wi~rack for every occasion (bul executes
re.slminl aIJd decorum). He is also palient arid persistent.

f.xperlence Level: Fifth (.5)
Combat Skills: Hand In llalld: Martial Arts
AUiu;ks Per Melee: Six (6)



-
Bonuses: +810 strike in nonnal hand to hand combat. + 10 10

strike with any thrown item (including rocks, bolas,
boomerangs and shurikens). + II to strike with a thrown
knife or sword. + 1210 strike with a bow or sling weapon.
+6oninitiative. +9 to parry. +9 dodge, +5 damage, +1
10 pulUroll with punch, fall, or impact, and + I to strike with
body block/tackle (does 104 damage). Karate kick{ID8 dam
age), jump kick (critical strike), paired weapons, and en
tangle.

Other Bonuses: +5% 10 save vs coma/death. + I save vs
poison/magic. and no penalties when blinded or in [Dial dark
ness (radar).

Super Power Category: Mutant
Major Super Ability: None
Minor Super Abilities (4): ManipulaLe kinetic energy (see NEW

super abilities), radar. energy expulsion: light and super vis
ion: advanced sight.

Unu.mal Characteristics: None
EducalioD Level: Military (MOS espionage and weapons)
Scholastic Bonll.§: + 10%
Skills of Note: Trucking 60%. inlelligellet 66%,land navigation

66%, escape artisl 60%, pick locks 65%. sniper. archery.
W.P. paired weapons, W.P. target, W.P. sword, W.P. au
tomatic pistol, and W.P. automatic rifle.

Secondary Skills: W.P. knife, W.P. blunt, computer operaliun
RO%, nadio: basic 70%. body building, general athletics, pilut
automobile 98%, and pilol motorcycle R4%.

Appearanct: A hand...ome, slender. young man wilh light brown
hair. winning smile Itnd youlhful appearnnce (baby face, looks
16 years old). Typically wears grey costume with many utility
belL.. and has a bow and arrow hanging from his back.

Ottupation: Professional merc-enary and bounty hunler.

Weapons: StlIldard combat equipment includes: A pairofthrow.
ing knives concealed in his gloves (4 101al; smaJl 104 each),
a pair of lhrowing knives concealed in his boots (4 total; 106
each), eight shurikens (104 damage), one bola. one
boomerang, 9 mm pistol (206 damage normal bullels or spec·
inl explosive rounds 406 dllIIlage), and bow and arrows.

He: can tum ordinary objccts lhal can be thrown inlo danger
ous projcctilc weapons. He may also use a rifle and other
modem weapons, hut usually prefers the bow and thrown
weapons.

Sp«ial We.apc.lfL'i:

I. longbow and full range of gimmick Ii1TUW.... Including
tracers. smoke. sleep. te:ar gas ami explosive.
2. EJl:pluding shurikens.lnf1iet3D6 damage. Typically carries
sill. .
3. Tracer bugs. Marble siLe bugs that emit a radio signal for
up 10 four days. Two mile rangc (3.2 km). Typically carries
sill. .

Body Armor: Owns II vari~ty of different Iypes of lighl and
heavy armor. prefers light - often wears a frag cape of his
own design (A.R. 13, 120 S.D.C.).

Vehicles: Black motorcycle. or other vehicle appropriate for the
job.

Money: Makes a reasonably good living as a fn:elance agent
and bounty hUlller working for different governments,
S.C..R.E.T. agencies. industry and wealthy individuals. Has
credit for about $25.000. 306 X 1000 dollars in cash and

about S4OO.000 in the bank. His annual income fluctuates
depending on ~ amount of work, 106 X 100,000 dolJars.

Note: Has worked freelance for the US, Canada, and German
S.C.R.E.T. agencies, and Interpol. He is considered a strong
candidate for a second, USA government sponsored, SU styled
soper leam.

The Poseur
Ivan KrinkJeworth discovered his amazing abilitie:s to alter

his facial featun:s IlIK.! physical SlalU1e al an early age. As a
child. he osc.d it for pranks and to get kids he didn't like inlO
trouble. In high school he used it to exton money from his fellow
students and to get good grades from his teachers. II wasn't until
he joined the British military that be realized the true potential
of his special gift. H~ he learned techniques in military espion
age, disguise and foreign languages. They helped him to hooe
his abilities to perfection and assigned him to the: special forces
branch of lhe service where he performed many acts ofespionage
and infiltrmion.

Al some point during his seventh year in the service he became
a double agent. Ivan not only gathered information for the British
but also sold their military secrets to their enemies. He left the
military to becomes a freelance mercenary, selling his services
as a spy, saboteur, and assac;;sin. KrinkJeworth has worked for,
and ~l'ied on, nearly every government on the planet. He is
currently wanted by the United States, Britain, Israel, and Russia
fOf industrial and military espionage, as weU as being a suspect
in numerous assassinations.

17.
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Real Name: Ivan Krinkleworth
Aliasts: There are too many to list them all. His most common
include: Kenneth Ivanhoe, Randolf Worthington, Claude Outl·
leoe, and lhc: Poseur.
Alignment: Miscreant
Hit Points: 57, S.D.C.: 67
Weight: 190 Ibs (85.5 kg), Height: 6 ft (1.8 m), Age: 31
Altributes: I.Q. 20, M.E. 28, M.A. 25. P.S. 17, P.P. II, P.E.
II. P.B. 17. Spd. 13
Disposition: Arrogant. deceitful, imaginative, and cool headed,

but also ruthless and murderous in combat.
Experience Level: Eleventh (II)
Combat Skills: Hand to Hand: Assassin
Attacks Per Me.lee: Seven (7)
Bonuses: +4tosU'ike, +5 parry. +4dodgc. +4 damage, +6

to puWroU with punch or fall. + I to strike with body block/
tackle (does I D4 damage). Critical strike on a roll of 19 or
20, knockoutlstun on unmodified mil nf 17·20. cru.shlsqueeze
doe!; ID4 damage. pin! incapacitate on roll of 18, 19. or 20.
Kick attack does 106 damage and can enw.ngle.

Other Bonuses: + 7 to save vs psionic auack, 84% lnlstlintimi
dale. and 35% to charm/impress.

Super Power Category: Mutant
Major Super Ahility: Alter facial features and physical stature

(sec NEW super abililies section).
Minor Super Abilities: Extraordinary menta! cndurance, super

vision: ultraviolet & inf~

Unusual Physical Characteristies: Ambidextrous
Education Level: Military Specialisl
Scboootk Bonus: +20% + 6% I.Q. Attribute Bonus
Skills oCNote: Detect ambushes 98%, detect concealment 98%,

lretCking 98%, interrogation 98%. intelligence 98%, pick: locks
98%. palming 98%, forgery 98%, escape artist 98%, imper·
sonation 98%. pick pockets 98%, concealment 96%, lan
guages: French, Gcrnum, Spanish, Chinese, Russian, and his
native language of English are aU at 98%. W.P. revolver,
W.P. automatic pistol, W.P. semi and fully automatic riOe,
W.P. rifle, W.P. sub-machincgun, and W.P. knife.

Secondary Skills: General athletics. body building, WR:slling,
pilot automobile 98%. and pilot jet 98%.

Appearance: A British Caucasian. In his natural fonn.
Krinkleworth's face is pale white, smooth and nearly feature·
leu. His natural voice bas a British accent, but he has learned
to do many accents and speak many languages.

Ottupation: Professional industrial/military ~iPY. saboteur. ex
tortionist, and assassin. Nicknamed ""The Poseur" by feUow
spies and world intelligcnce agencies.

Weapons: He commonly carries a 9 mm Model P5 Walther
(206 damage). eight murikens or throwing spikes (104 dam
age c~h). one (I) bag of thiny (30) tctsubishilcall.rtlps, two
(2) eggshell bombs (no damage, but all victims must save
against poison gas. blinded victims are -6 to strike, parry,
and dodge) and a surviva! knife. All arc carried on his person
at all times, except when flying, then he'll hide them in 8

special compartment in his cUI)'-oo bag.
Favorite Weapons for Assassinations: Blow Gun with
poisonous darts, 9 mm MP5 Heckler & Koch pistol (206
damage). Ingram Model 10 sub-machinegun (406 Damage),
WA 2000 Walther sniping rifle (506 damage) an a 66 mm
Lighl Antitank Weapon (LAW - 100x 100 damage).
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Vehicle: Owns a Bentley that has been souped up for greater
speed, and 100 more S.D.C. points. But will use, rent, or
steal, all types of vehicles depending on his needs.

Body Armor: He may use a variety of different armors depend·
ing on lhc: mission, or none at all. Owns all the light types
of armor and riot arDXX".

Available Money: Has a cash reserve of about 750,000 dollars
and a million tied up in stocks.

Primal Force,
Magno, & Magna-A Trio

By Mike Guslovicb & Kevin Siembieda

Primal Force

1l\omas Black was a two-bit hood and sln:el boxer who
proudly c1aim~ to have killed three men in the ring. He is a
vicious fighter, a buUy and womanizer. He was a champion
boxer, employed by the mob, in an illegal boxing and gambling
ring. He later worked as a mob enforcer and agreed to chemical
experimentation to become part of the mob's super strike force.
The chemicals have instilled him with superhuman strength and
abilities. Unfortunately, the drugs have given him a chronic
respiratory problem and lOO much exertion (a very loog baole,
several barnes in a row or 8 long period of physical exertion)
will cause him t.o collapse, gasping for air (penalties include: no
initiative, speed reduced by half, attacks and bonuses reduced
by half - lasts 206 minutes and requires hours of rest. No rest
can lead to a stroke/coma; 1-4511> chance).

Real Name: Thomas Black
Aliases: Tom Black. Tommy Wack. T.B., Prime and Primal
Fon:e.
Alignment: Diabolic
Hil Points: 55, S.D.C.: 236
Weight: 300 lbs(135 kg), Height: 6ft, 8 inehcs(2.0m), Age: 29
Attributes: lQ, 8. M,E. 8, M,A. 6, P.S. 30, P.P. 21. P.E.
24. P.B. 10. Spd. 18

Disposition: Tom ili ruLhless brawler. mean, abusive, aggressive
and violent. He is a braggart, outspoken and crude:. A
lhoroughly unsavory person who belittles and beats women
and those weaker than him. He loves money and the power
it brings.

Experientt ~vel: Seventh (7)
Combat Skills: Hand to Hand: Expert (and boxing)
Attacks Per Melee: Seven (7)
Bonuses: +60n initiative, +4 to strike. +9 parry, + 10dodge.

+ 15 damage. + II to pulVroll with punch, fall, or impact,
+2 lO strike with body block/tackle (does ID4 damage).
Kick: 108 damage, critical strike on an unmodified 18-20.

Other Bonuses: +20% save vs coma/death, + 3 save vs psionic
attack/insanity, and + 3 to liave vs poison/magic.

Super Power Category: Experiment
MajOl'" Power: None
Minor Powers: Extraordinary physical 8llt:ngth, extraordinary

physical prowess, extraordinary physical endurance and
heightened sense of hearing.

,



Side-UTecl: Increased mass. added weight, and reduced speed
by 20% (was 22), bUI added S.D.C. too. Also. ~pirolor

problem descril)cd above.
Education IA!vcl: High school
Scholastic Bonus: +5%
Skills or Nole: Boxing, swimming 98%, climbing 98%/65%,

geDewl athletics, basic math 92%. first aid 85%, language;
Spanish 90%.

Secondary Skills: W.P. revolver. W.P. aUlomatic pistol, W.P.
sub-machinegun. W.P. knife, body building, running, and
pilot liutomobiJe 96%.

Appearance: Long, dark black hair, dade. eyes, broad chin. nat
nose. and dark complcll:ion. Wears a blue and red CI.1StUrm:.
and a yellow headband.

Occupation: Professional criminal, works for the mob,
WeHpons: Uses h3nd~um; but tends to rely on hi.....uper powers.
Vehicle: Ha.. thee spans t:i!n: ;lIId 3 limousine.
Rody Armor: A padded armor vesl i.. huilt into thec:hest. shoul

den and stomach pan uf his COStume; A.R. 10. 60 S,D.C.
puinls,
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Other Equipmenl: Dresses in expensive Italian suits and wears
gaudy gold chains, bracelets and rings. Owns about $50,000
worth of jewelry. .

Money: He likes to play the big wheel and spends money freely.
He's lucky to have more than 306 x 1000 dollars in his sav
ings. The mob treats him well, pays for his luxurious apart
menl, and buys him cars, clothes, booze, women, and many
other items. His annual salary, plus perks. is $200,000.

Magno

Magno is another big. dumb lug who has been given super
powers Ihrough experimentation by the mob. Like Tom Black,
be was a boxing champion in the illegal gambling ring. His
sister. Magna is the real brains of the opemtiun.

Real Name: Lewis Jordan
Aliases: Big Lew and Magno.
Alignment: MiSClUnt
Hit Points: 45, S.D.C.: 164
Weighl: 300 Ibs (135 kg). Height: 6 ft, 4 inches (1.93 m), Age:
26 ,
Allributes: I.Q. 7. M.E. 10, M.A. 9. P.S. 26, p,p, 21. fI.P..
20, P.O. 10. Spd. running 22

Disposition: Big Lew is a cantankerous lug who just wants 10
be somebody. Unfortunately, it's the mob thaI has given him
his only opportUnities. He is tough. brave. and tenacioos in
combat, but :iCldom has the smarts to know when to quit and
retreat. Loves his sister dearly and obeys her without question.
He lidmircs Primal Force. but doesn't like his agg~ssiveness

and crnelty toward women, Lewis will kill Primal Force if
he ever hum his sister.

EIperi.e~ Level: Seventh (7)
Combat Skills: Hand to Hand: Expert (and boxing)
Attacks Per Melee: Six (6)
Bonuses: + 2 on initiative, +4 to strike. +8 parry, + 8 dodge,

+ 8 damage. +4 to pulUroll with poncho fall, or impact. + 2
to strike with body block/tackle (does ID4 damage). Kick:
I D6 damage. critical strike on an unmodified U~·20.

Other Bonwes: + 10% save "'S coma/death and +3 vs poison!
magic.

Super Puwer Cateeory: Experiment
M~or Power: Magnetism
Mlnor Powers: Ell:traordinary physical strength and extraordi-

nary physical endurance.
Slde·Efrect: Chronic pain
lUIucation Level: High School
Scholastic Bonus: +5%
Skills of Note: Boxing, swimming 98%, climbing 98%165%,

geneTal alhlelics, basic math 92%, rust aid 85%, language:
Spanish 90%.

Secondary SkiDs: W.P. revolver. W.P. autOmatic pistol. W.P.
blunt.lxxly huilding, running. pilot automobile 96% and pilot
motorcycle 84%.

Appearance: A tall black man with brown eyes and strong jaw.
Wears a black and silver costume with metallic arm bands.

O<:c1Jpation: Professional c:rimina.l who works for the mob.
Weapons: Uses handguns but tends to rely more on his super

powers.
Vehicle: Has a sports cars and a limousine.



Body ArJ1)()r: None.
Other Equipment: Dres~ in expensive Italian suits and wears

gaudy gold chains. bracelets and rings. Owns aboul S5O,<XX>
wonh of jewelry.

Mooty: He leIS his sisler handle his money. Tends 10 enjoy the
simple things in life. like family, friends. and sport... (all
spurts Ilfld goes 10 many events). TIle mob treats him well,
pays for his luxurious apanment, and buys him em, clothes.
booze. women, and many other ilems. His annual salary,
plus perks. is $200,000.

Magna

Magll;'; i .. Ihe sister of Magnu and the hrsins of the team, She
grew up on the strec:IS aoo ili smart. alert and resourceful. She
is bitter towards those who have money and (liIJCCCS!O. She rumed
to crime to m3kc her way in the world and, like her brother,
agreed In expetimentalion by the: mub. She is thrilled with her
superpowers and enjoys siriking 001 al the world thaI never gave
her anything.

Reltl Namt!: TnlOicia Jordan
Aliases: Little T and Magna.
Alignment: Miscrcllfll
Hit Points: 41. S.D.C.: 47
Weight: 300 lbs (135 kg), Height: 5 fl. 5 inches (1.65 m), Age:
26
AUribules: 1.0. 17, M.E. 14, M.A. lJ. P.S. 22, p.r. 15, P.P..
Id, P.B. II. Spd. 20
DispUSiUOd: LillIe T is self-assured. bold. ~n."Cfl.ll and

clever. Only her hincmcss towards the world holds her hack.
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In combat she is cunning. vicious, and deadly. She loves her
brother dearly and tries to look out for him - she's v~ry

protective. She thinks Primal Force is a chump, bot plays up
to his arrogance, whieh keeps him happy.

Experience Level: Seventh (7)
Combat Skills: Hand to Hand: Basic
Attacks Per Melee: five (5)
Bonuses: +2 to strike. + 3 parry, +3 dodge. +7 damage. + 2

to puWroll with punch. fall, or impact. Kick: 106 damage,
critical strike on an urunodified 18-20.

Other Bonu.sa: +5 to save vs drugs, chemicals, and toxins.
Super Power Category: Experiment
Major Power: Magnetism
Minor Powers: Extraordinary physical strength and energy ex

pulsion: fire (up to 906 damage. or regulate by incremento;
of 1(6). .

Sidc-£ffrtt: Chemical resistance (!iCC~ bonuses),
Education 1A:vel: High school
Scholastic Bonus: + 5% +]% I.Q. boous
Skills of Note: Computer opemtion 98%, inlelHgeoce 74%.

photography, writing, swimming 98%, body building. climb
ing 98%/65%, general athletics. bask: (}lath 92%, language:
Spanish 93%.

Secondary Skills: W.P. automatic pistol, W,P, ktlife, pick lodes
68%. pick pockets 63%, escape artist 63%. finl aid 83%.
pilol automobile 96% and pilol motorcycle 87%.

Appearance: A muscular black woman with haul eyes. Wean
a bhtck and silver costume with meLallic arm bands.

Occupation: Professional criminal who works for lhe mub.
Weapons: U~ handguns but tends 10 rely more on her super

powen.
Vehicle: Has a Mercedes spans cars and limou.... ine.
Body Armor: None. proleetS herself with her powen.
Other Equipment:~ in eJlpensive clothing and wears

beautiful jewelry. Owns about SI5O,ooo worth of jewelry.
Money: She handles both her and her brother's money. Although

she enjoys the good life, she has saved 450.000 dollm be
Iween het and her brother's salarieS. She loves to visit luxuri
ous foreign places like the French Riviera and the Catibbean.
The mob treats her well, P.1YS for her luxurious apanment,
and buys her cars, clothes, booze, and many I}lher iten1!i. Her
annual salary, plus perks, j!l $250J)(XJ (she i5 lhe: 1t.~1er).
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Psike-Out
Nicholas Slaven is a natural psionic whose powers are still

developing. He has the talent and desire to become a major
psionic power, and diligently practices to better himself. His
biggest asset at this time is the complete understanding of his
powers and me acceptance of his limitations. Nobody's fool, he
knows when iI's lime 10 abandon a project. when (0 CUI his
losses/retreat and when he is acting on emotions. Psike-Oul has
great confidence in himself and will sei7..e the moment. if he
be(jeves he ha... the upper hand. He will no( hesitate to lake
advant~ge of any oppol1unity.

Psike·Out favors robbing OUI of thc WilY banks, casinos. and
jewelry stores. He is wanted in seven states for robbery. Slaven
made national news, during a robbery in a small Kansas city,
when he saved an old woman from being struck by an out of
control polil..-e car and helped her 10 safety. The media has dubbed
him the "Boy SeOUl Bandit," a name he thoroughly enjoys.

Real Name: Nicholas Slaven
Aliases: Nick Slayton, Nick'The Brain," Psike, the Boy Scout
Randit, and Psike-Oul.
Alignment: Aberrant. Psike-Uut is tt':itlly il very nice fellow who
believes in helping vthers, and is compassionate, caring,
friendly, generous and kind. However, he enjoys sl:Ca.ling and
using his powc~ to take what he wants. While he tries not to
kill or seriously injure anyone, not even the police. he breaks
all kinds of laws and, whilc likeable, is a bad guy. Hc sees the
wealthy and govemment officials as "Fat Cats" to be plunderM
and made to look foolish.
Hit Points: 33, S.D.C.: 57
Weight: J RO Ibs (81 kg). Height: 5 ft. 10 inches (I. 7M m), Age:
25
Attribu"', I.Q. 14, M.E. 22, M.A. 15, P.S. 14, P.P. 5, P.E.
13, P.B. 12, Spd. 24
Disposition: Level-headed, smart. channing, calm, calculating

and spontaneous - taking the initiative if the molIlCnt is
righl. Hc i~ never a bragg,ut, hut supremely confident. Will
let his psionic powers do his wlking ill dangcrous situations.
He is no fool "nd knows when to retreill £0 l.ry another day,
TIIOtOORhly cnjoys hilyil1~ .noney and being f'lTlM)lls.

Experienc:e Level: Sixth (6)
Supe:r Pmn'c Category: Namral Psionic
~ionk Powers: 105 I.S.P. and the powers of mind bolt. hyp

notic suggestion. ectoplasmic ann. telekinesis, alter aura,
detect psionics, mind block, sixth sense, and summon inner
strength.

Combat Skills: Hand to Hand: Rasic
Attacks Per Melee: Five (5) hand to hand or four (4) p!iionic

anaclrs.
Bonuses: + I to strike. +3 parry. +3 dodge, +3 to pulUroll

with puoch, fall, or impact, and + I to strike with body
blockitackJe (does 104 damage), Kick: ID6 damage.

Other Bonuses: + 6 to save vs psiunic attack.
Educalion Level: Hachetor's Degree (College)
SchohlSlJe Bonus: +25%
S<:bolasth: Skills: Computer operation 9K%. computer progr.tm

ming 90%. (,"Umputer repair~. mee:ban.icitl en~inccr 95%.
lockslllith lID'iI. automotive R!pair 90%, robot mechanics
40%, elcc:bi<:a.l engilk'!E:r 95%. surveilliUK.'l: lSyst~m~ 9Qo'I" and
n."Ihol: c1ectronics ~"

1~3

Secondary Skills: W .P. automatic pistol, general athletics, body
building, climbing 90%. running, prowl 86%, pick h;x::ks
60%, and pilot automobile 98%.

Appearance: Red hair and blue eyes. Wears a skin-tight costume
of pastel shades of pink and orange.

Occupalion: Professional criminal
Weapons: Occasionally uses handguns but tends to rely on his

psionic powe~.

Vehicle: Rents, buys, or steals expensive sports and luxury eatS.

Other Equipment: The best lock picking and electronics tools,
surveilllll'lCelbugging equipment, cameras, night scopes and
optic system.s, a nice wardrobe of expensive clothes and
jewelry (all totaling to about a half million dollars).

Money: A high roller who likes 10 gamble. He spends money
as quickly ll.~ he acquires it. but always seems to hive a fair
wnoont on hand. Always has 406 x 1000 dol1a~ in cash,
$35.000 in t.-redit and 304 x 10,ocp ddl1an in his bank ac-
count. He also steals what he: wants. ..

Note: Often found in quiet, rural towns and cities, country resons
(loves Aspen, Colorado) and vacation resorts.

,
Rhinok--Anti-Hero & Vigilante

By Mike Gustovicb & Kevin Slembieda

Brock. Wayneright was a native South AfriCIlD, big game
humer and guide specializing in safaris for the rich and famous.
One of his unique services was leading his safaris on photo
graphic shoots of the black Rhinoceros. On occa.,ion, he would
point out footprinl'l of what be identified as the African demi-god,
Rhinok. The ancient deity was said to proIcet the land and the
people. Tbc: prints were large and resembled those of a
rhinoceros, excepl this rhino walked on two legs and was said
to possess supemalunU powers. Tales of the Rhinok were always
a crowd plea.sc:r and one of Wayneright's favorite legends. tn
part. because he ICllmed the stories from his old mentor. an
African shaman, and because he aclually believes that he saw
the Rhinolc one evening us it lo('lCd away from the c.am.p of a
poacher il had ju...t decimated.

1\5 unrest, poveny, and war llboolc the Nations of Africa
Waynerigbt decided to leave his homeland 00 an UtendOO. trip
abroad. He could no longer tolerate the inhumanity within hi!
own nation and lhe disappearing African wilderness, The Africa
of his youth, 2$ ycars ago, was a thing of the past and fading
quick.ly. He had relatives in Britain and Canada, and thought
he'd visit, and perhaps SlaY.

A few days before his departUre, he: was paid a visit by his
old friend and rnerttor. He bad DOC seen the wi7.ened African in
nearly II decat.Je and had been told that he: had died years earlier.
'The: tWQ friends ta.l.ked and reminisced for rhe entire day and
long into the nighl. Finally his ancient mentO(" stood up to leave.
He smiled his toothIC55 smile and pressed a talisman into
Wayneright's hand, saying. '~I"he land and the spirit ofthe Rhinolc;
is part of you. Keep this and remember us." He then walked a
fcw paces, tumec.l, and said wjth a wink, "You may dntw on
our lWtngrn whenever you need us. To righl a wrong, to uve
!he land, to protect an lnoocedl. O\Ir spirit is one. It always bas
been," Wayneriaht laughed and calJed to the. shaman as he dis·
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appell.red into the darkness. He quickly followed to convince his
friend to spend the night, but he was gone - like a ghost in
the night.

By morning, Waynerighl had forgotten most of the old man's
cryptic paning words, but he kept the talisman around his neck
on a chain. II was a month later, while visiting relatives in
Britain. that he discovered the gift his friend had given him. A
terrorist bombing had set a building ablaze and on the verge of
toppling over. No one was believed 10 live in the building, yet
10 Waynerighl's horror, a woman clutching twO children
staggered from the crumbling inferno only to coUapse on the
Sloop. He remember.; hearing the crowd around him scream and
move back as he raced toward the fallen woman. He remembers
the wide eyes of the children as be covered them and the facade
of the building falling on lOp of him. To his amazement, he felt
only the weight. no pain, and he Wlt.~ able to push thorough the
burning rubble as if it were a pile of leaves. The woman and
children were saved, but the crowd still screamed. Many began
to run away, while others threw Stones and debris at him. A
police officer was shouting something about "monsters" and "get
him." Instinctively, Waynerighl ran - ran swift as the wind.
When he finally stopped and collected his thoughts he realized
thaI he had been magically(?) transfonned into ... the Rhinok!
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Over lhe nexl few months he discovered thaI he could tum

inlo the Rhinok only when he or somebody else is in d&!ger,
when an injustice is in progress. or when the land or an innocent
is being corrupted. Actually, this means he can tum into the
Rhinok fairly easily and quite often. Wayneright has dedicated
his life 10 helping others and righting wrongs. However, because
he works outside the law, the aulhorities have labeled the Rhinok
as a monster, vigilante, teJTOrist and murderer. He is wanted for
crimes in Britain, Canada and the U.S.

Note: The Rhinok is awan: of the Dark Tribunal and lbeir
evil intentions for humankind. The Tribunal had thought that
the Rhinok was a mulant animal or alien. located him one night
in Quebec and tried to recruit him. Rhinok played along. The
fact that he had nOl revened to his human persona indil?-ted that
these: people, were trouble. Very shonly, he learned that Ihey
were members of a secret society thai loathed humans. After a
few weeks of playing along with them, he discovered that they
wen:: the secret power behind several criminatancJ. terrorist or
gani7.ations throughout the world. He: also learned thallhey were
actively recruiting non-humans as the elite troops in lheir sc:cret
war againsl humans. Unfortunately, the Dark Tribunal realized
that lhe Rhinok was not the hate filled InOnster the press had
painted him 10 be and fouod that they had unchantcteristically
revealed too much to an outsider. He was marked for <lealh but
escaped.

Now. the Rhiook is hunted by the Dark. Tribunal with a death
decree on his head. as well as being sought by human authorities.
Wonu of all, Rhinok: is the only good guy who knows anything
ahoUl the Dark Tribunal and their hatred of humanity . He doesn't
know what to do. Who will believe him - a monSter. Who can
he trust? And what can he do alone?ln the meanwhile, he i5
lrying to find Out more about the Dark Tribunal. He knows they
are evil and something tells him, not entirely human.

Real Name: Brock Wayneright
Alias: The Rhinok
Alignment: Scrupulous
HJt Points: 38
S.D.C. asWaynedght: 54, S.D.C. as Rhinok: 790andA.R. 16
Human Weight: 180 Ibs (81 kg), Rhinok Weighl: 1000 Ibs
(450 kg)
Human height: 6 ft 3 inches (1.83 m), Rhinok Heighl: 9 ft
(2.7 m)
Age: 44, bul looks 34. Sex: Male
Attribules as W.ynerighl: I.Q. IS, M.E. 19, M.A. 17, P.S.
24. P.P. 19. P.E. 18. P.B. 11, Spd. 21
Allribules as the Rbinok: I.Q. 15, M.E. 19, M.A. 17, P.S.
38, P.P. 19, P.E. 18. P.B. 10 (is an impressively powerful
creature). Spd. running 170 mphl272 km/h (Game Note: Nor
mally his super speed would be 340 mph, but the speed is reduced
by half from the weight of his Slone body).
Disposilion: Brave, compassionate, sincere, trustworthy. He

can be ficlU in combat but is also merciful and tries not to
kill unless his opponent is definitely an evil menace deserving
of the dealh penalty. However, he will steal from criminals,
destroy their propeny and make them pay for their crimes,
often in brutal ways. In this regard the Rhinok is a criminal,
because he does take the law into his own hands and acts as
judge, jury and punisher (sometimes executioner).

He is leery of working with others and has shared his secret
identity with no one. He thinks his powers come from the

•
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talisman, but it is only a symbol of the power that has been
bestowed upon him. As his friend lold him, '1'be spirit of
the Rhinal.: is part of you. Keep this and remember us."

Experience Level: Sixth (6)
Combat Skills: Hand to Hand: Expert
Attacks Per Melee as Wayneright: Five (5)
Attacks Per Melee as Rhinok: Six (6)
Bonuses as Wayneright: +2 to strike, +4 parry. +4 dodge,

+9 damage, +3 to pulVroli with punch, fall, or impact, + 1
10 slrike with body bJockltaekJe. inflicting 104 damage. Crit
ical strike on an unmodified roll of 18, 19, or 20. Pin/incapaci
tale on a roll of Ill, 19, or 20. Crushlsquee7.e does 104
damage and kick anack does 1D6 damage.

Bonuses as RhJnok (total): +2 on initiative. +4 to strike, +6
parry. +6dodgc, +23 damage. +4 topuli/roll wilh punch.
fan. or impact, + I to suike with body block/tackle, inflicting
104 damage. Critical ~lrike on 3n unmodified roll of 18.19,
or 20. Pinlincapacitate on a roll of 18. 19. or 20. Crush!
squee1,C docs ID4 du.mugc and k..ick anack docs ID6damagc.

Other Bonuses as the Rhlnok: t- 5% save vs coma/death and
+3 save vs poison/magic, +7 to save vs the negate magic
spell. The body is impervious to cold and does not mdiate
heal. S.D.C. 140 from magic lransfonnation, +50 from
~-peed, and + 600 from stone body for a total of 790 (A.R.
16). "The S.D.C. of the Rhinok's stone body ~ovel1i three
times the normal ntk for humans.

Super Power Categor'y: Magic: mystically bestowed abilities
Major Super Ability: AJter physical slnlcture: stone
Minor Super Abilities: Extr.lordinary physical strength and ex-

traordinary speed.
Education Level: Equivalent to On the Job Training
Scholastic Bonus: +20%
Skills or Note: Wrestling, swimming 98%, fencing, archery,

tracking 75%, land navigation 80%, wilderness survival 85%,
detect ambush 85%, detect concealment 75%, basic math
98%, sniper, W.P. automatic pistol.

Secondary Skills: W.P. sword, W.P. rine, general athletics,
body building, climbing 90%, running, prowl 76%, fishing
!l5%, first aid 75%, and pilot automobile/jeep 98%.

Appearance as Rhinok: A nine foot wall of stony muscle with
a rhinoceros born, tail, and feet. The stone body is light grey
with brown splotches. No body hair.

Appearance as Brock Wayneright: A tall, slender man with
rugged good looks. His golden brown hair has slight hintS of
gray at the temples.

Occupalion: Vigilante/super hero.
Weapons: Rarely uses anything other than his own pOwers.
Vehicle: Drives a jeep and may usc other cars when in human

fann.
Body Armor: Annor is used onl}' in his human form: lypically

a riot jacket (A.R. 10, 60 S.D.C.) or nl)l annar (A.R. 14,
180 S.D.C.).

Money: Has 230,000 dollars in savings.
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Soundwave

zane Carter is a fonner scientist and special researcher in-the
area of sound who turned criminal. A recognized genius on
sound and its applications as a military weapon, Zane was also
known as a world class professional surfer who had won three
world championships while in college. zane excelled in college
and while there created his fllSt sonic disrupter pistol. Upon his
graduation his grades and his sonic disrupter brought him tempt
ing employment offers from some of the top scientific research
and military contractors in the country. Zane accepted a position
with the Cyberworks Network, a state of the an military/robotics
fltfll on the east coast. They were developing a new fObo(ic tank
for the military and wanted him to create a sonic cannon for its
main armament. .

Zane and his project eventually fell victim to budget cuts due
to a new self-sufficient, anificial intelligence system being de
veloped hy Cyhc<Wom. code nam<d A.R.C.If.l.E.-Onc. Due
to those CUb, Zane's sonic cannon project continued but took
short cuts in the area of safety precautions and backup prOtection
systcms. Over the nellt two years of the cannon's development,
the undampened sonic waves slowly ate AWay III zane's mind,
until one day after an accident with the sonic cannon, he finally
snapped. After the incidenl he went berser1l:, destroyed the lab,
injured three assistanl.., damaged !he prototype cannon, and dis
appeared. He resurfaced a year later as the: super villain Sound·
wave.

As Soundwave, he: uses a newer, smaller, yet more powetful
sonic disrupter and a flying surfboard he calls the "Wave-Rider:'
11 has thc power to ride on a variety of sound wave frequencies
at high velocity. He uses his creations to rob bonb, gas stations.
and convenience stores, but is recently believed 10 have been
accepting assassination contracts. Soundwave is a suspect in five
different assassinations across the United States.

AJthough deadly crazy. Zane is still a genius and is cUl'Tently
finishing up development ofan even more powerful sonic cannon
capable of destroying satellites in orbit and knocking missiles
and planes out of the sky. Rumor has it that he plans to sell it
to the highest bidder. Rumor also warns that he intends to test
it out on a commercial airliner.

Real Name: zane Caner
Aliases: Zeelt: Caner, Swan Dolby. and Soundwave
Alignment: Miscreant
lilt Points: 32, S_D.C.: 56
Weight: 1751bs (79 kg), Height: 6 ft, I inch (1.8 m), Age: 20
Attributes: I.Q. 22, M.E. 16, M.A. 9. P.S. 18. P.P. 17. P.E.
15, P.8. 17, Spd. 23
Disposition: Totally insane, yet resourceful and imaginative.

Mostly good-natured yet prone to violent mood swings. Ca~
able of extreme violence and murder.

Ex~rieDct: Lenl: Fourth (4)
Combat Skills: Hand to Hand: MartinI Arts
Attacks Per McIL"C: Five (5)
Bonuses: +3 strike, +4 pany. +4 dodge, +3 damage, +4

roll with punch or fall. + I strike with body blockltaelt:le
(does I D4 damage), and a kielt: doing 1D8 damage.

Other Bonuses: Ability to charmfimpress 35%.
Super Power Category: Hardw~: Mechanical
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SpexiMJ Dal'dware Sldlb: Building ~lJper vehiclc..'l 94%. ~g
ob.c vehicle quality by oMc:rvation from It dislOiJ'Ce 4O"Il.
recognize vehicle quality from personal inspection 65%.

Education Level: Doctorate
SchohlSlk Bonus: +35% + 7% I.Q. Boous.
Skills of Note: Mechankal cng,il\et:r 98%. locksmilh 92%, au·

tamative repair 98%. electrical engineer 98%, surveillance
systems 98%. robot electronics 12%, computer operation
98%. computer pmsramming, 97%. compUler repair 97%.
general alhletics, IK.TObaLics: sense of balance 98%, walk tight·
ropcIhighwire 98%, climb rope 98%, climbing 98%, back
Oip98%, prowl 87%. swimming 98%, and W.P. knife. W.P.
automatic pistol.

Strondary Skills: Navigation 87~. read sensory wltUmeots
87%. pilot: aUiomobile98%, basic and advanced mathematics
98%, running, and body building.

AppeliU"ance: Good looking, blonde. blue~ycdCaliromililype,
(k"C:UpM1lon: PMfc~!lional Criminal,
Weapons (connntional): 9 mm Model P5 W;\!lner, Bowie

knife,

•

1

•
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Special Weapons:
1. Sonic Disrupter Pistol
Range: 400 ft
Area Affected: Narrow Beam - 20 feet (6 m). Wide Beam
- 50 feet (15 m)
Damage: Fires concentrated sound waves with devastating
results. The weapon has five possible frequency/decibel
levels:

Type One: 100 decibels. The blast causes ID4 damage
and disorients its victim. Victim is - 2 on initiative, and - I
to strike, parry, and dodge.

Type Two: 140 decibels. The blast is deafening and pain~

ful, inflicting 306 damage and tempor.uily dazes and deafens
iu victim. Victims are - 4 on initiative, - 3 to strike, parry,
and dodge, lose one melee attat:K for the duration of hearing
loss and cannot hear for 304 melee rounds (45 seconcls to 3
minutes). If ftred at ~Iass windows or ohject.. they will shatter
completely, reg.wless of over-all S.D.C.

Type Three: 170 deci~ls. Excrudatingly painful. Any
basic ear covering uffe~ no significanl protection. Victims
stagger ill atl-0ny. Damage is 606 and victims are - 8 011
initiative. -6 \0 strike, parry, and dodtl-c, lose two melee
auacks for the duration of hearing loss and t:llDnot hear for
2D4 minutes. Performance of skills is redllcecl hy 25% while
hearing is gone. If fired al glu.~s object.. or windows they will
shatter completely, regardless ofover-all S .D.C.. and plexig
lass will fracture lind be reduced to one S.D.C. point.

Type Four: 200 decibels. The shaHering sound blast in
flicts lD6x 10 damage. ears bleed. and there is a 1·60%
chltncc thai victims pass out for 1D4 minutes. Hearing is
temporarily lost for 204 x IO minutcs and a ringing sound in
the ears and headache will continue for 106 days! While
hearing is lost Ihe victim is -10 on initiative, -fi to strike,

parry, and dodge, and speed, skill performance, and Ihe
number of melee attacks are reduced by half for the JUnition
of hearing loss.

Type Five: 250 decibels. This devastating sonic shock
wave innicts 2D6 x 10 damage and will shatter gla.'.s, erumhle
concrete alld stone, and weaken and crack metal. There is a
I-MO% chance that vklims pilSS out for 204 minutes, HeMiJlg
is tl:mpor<trily 10SI for 204 hours and a ringing sound in the
cars and headache will continue for 206 days! While hearing
is lUSI thl: viclim is -10 on initiative, -6 to strike. parry.
and dodge, and speed, skill perfonnance. and the number of
melee aU.ach are reduced by 80% for the duration of nearing
loss. Death is a very real possibility. Note: Fortunately, the
use of this blast temporarily incapacitates the sonic disrupter
for 15 seconds/one full melee round, in whkh the weapon
canllot be fired. Otherwise the payloll<l is effectively unli
mited.
2. Sonic Disrupter Grenade: A grenade about the size (If a
baseball LhaL ellliLS sounds equal to type three of the sonic
disrupter pistol. Affects a 40 fool (12.2 Ill) area, Lasts six
minutes then explodes (mainly so the device cannot be dup
licated), inflicting 206 damage to a 10 foot (3 Ill) area.
3. Sonic Noise Maker: Another small, grenade like device
thiU cuulS a disturhing high pitched sound that distructs and
irritates everyone in the 60 fOOl 08,3 rn) area of effecl.
Victims suffer the following penalties: - I on initiative and
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- 10% on skill perfonnance.
4. Radio Wave Disrupter: A small device that can be anac.hed
to or be placed near (within 60 ftll2 m) radio and/or television
transmitters or receivers to scramble the signal, effectively
rendering the device useless; cannot send or receive - only
gets fuzz and distortion.
5. Sonic Tracer Bug: Soundwave's headpiece has two cylin
drical mount" nn either side which can flre sonic rracers. The
tiny devices emit a particular sound frequency that Soundwave
ean identify and track. The tracers are fired by verbal (.X)IJI

mand and powcred by compressed air. Effective firing range
of the lnIcers is 300 ft (91 .5 m). Transmitting range of tracer
bug is 4 miles (6.4 kIn). Thc bugs emil the sound for 206
days before the battery wears out. Soundwave has the choice
of either magnetic or sticky bugs; six each. The hug l~ about
the size of a quarter and four times as lhit:K.

Special Vehicle:
Wave-Rider - Sonic Surfboard

The ··Wave-Rider" is a basic surfboard thal's been souped
up with several solar collectors on the top side. The underside
is completely smooth except for the stabilizing fin in the rear
.U1d all aerodynamic nodule housing a mini-!lOnic amplifier
and speaker on the front. The board gains its sound W.lVe
riding abilities from a special refleclive coating invented by
Zane Carter. The nodule emits high frequency sound waves
which "slip" off the coating and hold the board aloft. The
higher the frequency the faster the board "slips" through the
illT .

A.R. 14, S.D.C. 70

Range: Effectively unlimited - Solar Powered. with a four
hour battery.
Top Speed: 250 mph (400 kmIh).

Bonuses:
+2 to strike when riding the board.
+2 on initiative when riding the board.
+ 6 to dodge when riding the board.

Disadvantages:
On c1oudy/oveocasl days speed of board is cut in half.
At nighl the board is powered hy a small !lOlar cdl of stored

energy. The power from the (;ell is good for fOUf (4) hours
ollly. Speed of the hoard is cut in half at night.

Spedal Costume!Body Armor: Soundwave utilireS a specially
designed, brighlly colored, Day-Glo blue, green, and yellow
wet suit with sonic dampening abilities. The underside of his
boots are specially treated lO stick to the reflective waling
of the sonic surfboan:l. preventing him from being blown off
at high speeds.

He also wears a hard armor veSl and protective headpiece,
along with knee and elbow pads: A.R. 11, S.D.C. 55. The
unique headpiece not only dampens the high frequencies emit
ted by his sonic weapons and surfboard. but can also amplify
surrounding sounds by verbal cnmmand (Range: 800 ft/244
m). He can listen in On conversations through brick, cillder
block. and melOll, but range is redU(;e<! by hOilf. The helmet
c.w also listen in on polkl:~balld radio hmadcll5t5 and 100
other radio fmwet\cies.

,
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Toogartb Aliens
The Toogarth are a brutal and warlike race. Their whole socicly

is based on me business of making war. They feel disgraced if
they do not ultimately die in banIe. In fact, when not at war,
the old and feeble of their race enter the gladiatorial arenas 10
die with honor. They have yel to lose a major war, allhough
lhey usually take on opponents that are weaker or less technolog
ically advanced than they. 1bc warrior aJiens have created an
empire of 24 planets in lhree differeDI star syslems.

The fcrollles of the species are the leaders of their empire.
They also make up the largest pcrcenlage ofcommanding officers
and warrior leaders. The reason for this is thai they are usually
more intelligent, physically larger, and more level beaded than
the boHcmpered malc.'i. The males make up the majority of the
empiJe's menial labor work force, miliwy grunts. and low level
officers. There are a few males in key positions within the
government.

The government is based on a hierarchy, with the queen being
the highest office. She ha.~ final say in aU malten pertaining (0
the empire and her orders are followed 10 the leiter. She is
surrounded by an army of advisors. some of them being from
the world's the Toogarth have conquered. The majority oftho!'C
advisors were alone time, the Zylik.

One of the Toogarth's conque.~t.~ was the homeworld of the
Zylik. Two decades after the planel's defeat, the Zylik had
quickly orienLed themselves into the Toogarthian society where
they became coveted for their superior advisory and negotiating
abilities. Linle did the Toogarths know that the Zyliks were
using their psychic powers and manipulating abilities to slowly
bring about the dd"wnfall of their reptilian conqueror's. The
Zyliks were theonJy race, besides the insidious Krit (an insec10id
race conquered by.the Toogarth and now an important pan of
their military). to come dose to defeating the Tooganh.

Once the Toogarth realized that the Zylik were fueled by
emotions of revenge. they decided to extenninate them. They
felt that the Zylik were far too dangerous to be allowed tn live.
An estimated two thousand Zyliks escaped and are now being
hunted by Toogarthian bounty hunters. They are exterminated
whenever and wherever encountered, without benefit ofa trial.

1be Toogarthian bounty hunters usually travel in pairs, one
female (usually in command) and a male. and are armed to the
teeth with powerful and deadly weaponry. 1be Toogarths have
the ability of creating personal force fields, making them doubly
tough to kill. 1bey also have a poisonous bile and long claws
wltich can cause a lot of damage.

Commander Gryybkk
A typical fem»lt! Toogarthlan bounty hunler/ot'fki!r

AUgnmenl: Any, hut tcnd toward anarchist and miscreant. 'Ibis
femalc is anarchist.
Hit Pl)inl~: 68, S.D.C,: 139
Weight: 574 lbs (258 kg), Height: II ft. 3 inches (3.43 m)
Age: 46 Earth years (33 Toogarth years)
Attributes: I.Q. 19, M.E. 20. M.A. 15. P.S. 31, P.P. 27. P.E.
25. P.•. 6. Spd. 12
Disposition: Loves war and combat. imaginative with tactics,

intelligent. cunning, and ruthless. Has never been to Earth
and does not understand any of our languages or customs.
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Only here to hunt down Evil Eye, but wiU report baCk: to
superiors about a new world begging to be conquered.

Experience Level: Eleventh (I t)
Natural Abilities: Claws do 204 damage, poisonous bile does

106 damage from the bite plus the poison, which takes effect
in 10 minutes. causing nausea and a terrible headache. Victim
is - 2 to strike. parry. and dodge for 24 hOUI1l unless saving
throw is made. The poisonous effccts from several biles are
NOT accumulative, but the bite damage is.

Super Power Category: Alien
MaJor Super Ability: Force Field
Minor Super Ability: Extraordinary Physical Strength
Combat Skills: Hand to Hand: Assassin
Attacks Per Melee: Seven (7)

Bonuses: +10 strike, +10 parry, +IO-dodge, +20 damage.
+6roll whh punch or fall. + I tost'rikewith-bodybJock!tadJe
(docs ID4damage). }(ick.does lD6damage. Entangle. Pinlin
capacitate un il roll of 18, 19, or 20. Crush/squeeze does 104
damagc, and a knockout/litun oc;c;un; un itO unmodified mil
of 17-20. Critical strike on an unmodified roll of 19, or 20.,

Other Bonuses: +3 save vs psionic attack/insanity, + 20%
save vs comiUdeath, and + 5 10 save vs poison/magic.

Originating Alien Environment: Low Gravity
Education Level: Military Specialist
Scholastic Bonus: + 17% + 5% I.Q. Attribute Bonus
Skills of Note: Space navigation 98%, navigation 98%, rud

sensory inslruments 98%. tracking 98%, intelligence 98%.
interrogation 98%, detect ambush 98%. detect coocealment
98%. general athJetics, body building, WTC$tling, W.P. sword,
W.P. knife. W.P. energy pistol, W.P. energy rifle.

Secondary SkIUs: Prowl 98%. radio: basic 98%. wilderness
survival 95%. and basic math 98%.

Appearance: A huge rcptiIian humanoid with a mouth full of
teeth and yellow eyes. The female of the species is always
larger than the male.

Occupation: Bounty Hunter/Officer
Special Weapons: Giant-sized laser rifle (Range: 4000 fll1200

m, Damage: 706. 20 shOl: energy clip). Giant-sized ion pistol
(Range: 600 ftll88 01, Damage: 406, 12 shot energy dip).
Giant-sized vibro sword (does 406 damage). Giant·sized
vibro knife (docs 206 damage). Will usc any other weapons
on hand.

Spedal Vehkk: Giant-sized antigravity discs: Two (2), one for
each fOO(. Maximum speed for both as a unit is 90 mph (145
km), and can hover stationary above ground up 10 1200 feet
(366 01). Maximum weight allowance: 1000 Ibs (450 kg).
The discs havc an A.R. of 10 and S.D.C. of 40 each.

Spaceship: Small, can seat four giant size occupants (about
eight human sized characters can squeeze in). Alien technol
ogy. A.R. 17, S.D,C, I000 and laser resistant (halfdamage).

Body Armor: Wears a IighlWeight , molecular body armor(giant
sized) of alien design. A.R. IS, S.D.C. 200. Armor is laser
reflective and has the ability to deflect a beam strength of
406 damage or lower with no damage. Beams of 506 or
606 damage do only half damage, Higher laser damage in·
fliClS full damage.

GM Note: Tbc average female warrior is 204 + 3 levels of
experience.

•
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Sgt. Toocarth

A typical male Toogarthian bounty hunter/soldier

Alignment: Any, but tend toward anarchist and miscreanl. This
male is miscreant
Hit Points: 52, S.D.C.: 124
Weight: 490 Ibs (220.5 kg), Height: 9 ft, 7 illChes (2.92 m)
Age: 38 Eanh years (25 Toogarth years)
Attributes: I.Q. 10, M.E. 9. M.A. 8, P.S. 28, P.P. 24, P.E.
21. P.B. 5, Spd. I'
DispositioD: Loves war, single minded in purpose. hot tempered,

and imaginative with tactics. Follows the female's every order
without questioo. Has never been to Earth and does not' under
stand any of our languages or CUS(oms, Only here 10 hunt
down Evil Eye. but will repon back to his superiors abO'lI a
new world begging to be conquered.

Experience Level: Eighth (8)
Natural Abilities: Claws do IDb damage iUld poisonous bite

(same: as female).
Super Power Category: Alien
Major Super AblUty: Fon:e Field
Minor Super Ability: Extraordinary Physical S~Dgth
Combat Skills: Hand 10 Hand: Assassin
Altads Per Melee: Six (6)

Triple Threat

Triple Threat is known only as a code name, sometimes as
socialed with criminal activity and murdcc. Who Triple Threat
may be remains a mystery to the authoriLies.

William B. Slone, a humble, soft-spoken grounds keeper, is
Triple Threat. Well, son of. William is an ordinary man, posses
sed by the essences of three dimensionll1 entities unlike those:
known to parapsychologists. Each has a complete identity and
believes itself to be the spirit of a deceased, "human" villain
from lhe past. 1'hcse malignanl spirits are conslanUy vying for
control over their host body and, as a result, every 48 hours
there is a chance that one of the olher supernatural essences/iden
tities may take over. Note: Roll once every 48 hours. 'There is
a 50% chance of the current spirit losing control. If control i
lOSl, again mil percentile dice; there is a SO% cbaocc for each
of the olher IWO spirits to lake control for the moment. Once
control is lost, it happens instantly. One moment the wi7.lU'd
entity may be casting a spell and the next moment the psionic
entity is in command.

Additionally. when not in control, the other two entities arc
always aware of what is happening to their host body, what is
going on around them, and exactly what the controlling entity
is doing. Likewise. the~ can communicate with each other
alany time, makingsugges:tions, comments orcomplaints. How
ever. none are obligated to work wilh the others and may go off
on a completely different scheme of his own the instant he is in
control. This maJces Triple 1ltreat all the more bizarre and unpre
dictable. Conversely, since the three spirits can communicate
with each other at any time. they may decide to coordinate their
efforts in situations of mutual benefit. When they work together.
they are at their deadliest. One could use the analogy of three
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Bonuses: +710 strike. +9 parry. +9 dodge. + 17 damage,
+5 to roll with punch or fall. + I to.strike with body block!
tackle (does 104 damage). Enlangle. Pinlincapacitate on roll
of 18, 19, or 20. Crushlsquoczedocs 100damage, and knock
out/stun occurs on an unmodified roll of 17-20.

Other BonustS: + 12 save vs coma/death and + 3 save vs
poison/magic.

Originating Allen Environment: Low Gravity
Education unl: Military Specialist
Scholastic Bonus: + 15%
Skills or Nole: Tracking 80%, intelligence 84%, intcrrogation

90%, detect ambush 90%, detect concealment 80%, general
athletics, body building, wrestling, sniper, W.P. sword, W.P.
knife, W.P. energy pistol, W.P. eneTXY rifle. _

Secondary Skills: Navigation 95%, navigation: space 95%, read
sensory equipment 95%. and prowl 98%.

Appearance: A huge reptilian human(lld with a mouth full of
teeth and yellow eyes. The male is typic'H.tly It fOOl smaller
(0.3 In) than the female.

Occupation: Bounty Hunler/Soldier
Weapons, Vtbk:Jes & Armor: Same as femaJe, but 00

spaceship.
GM Note: Average male warrior is 204 + 2 levelsofexperience .

children (the entities) aU wanting to play with the same toy
(William B. Stone). Only one child can hold it and play with it
at a time, but, eventually. the child may lose interest in the toy
ordecide. to share and let the other kids have some fun fora while.

Only poor William B. Stone is oblivious to the actions of the
three possessing beings, remembering absolutely nothing. This
only serves to scare him even more and makes him all the easier
to control. William has become completely submissive (0 the
entities and prefers that they stay in control of his body. After
all. people, life and his place in the world have always scared
him. Now, be can hide within himself and let others deal with
life's trials. In this regard. William B. Stone is truly a lost 5001
and a willing accomplice to evil; an acromplice because he
would rather hide than fight for what is right. 'The essence of
William stays nestled safely, deep wilhin his subconscious and
is released only when one of the pDSStSSing entities forces him
out. This is done when the entities need a submissive pawn to

do their dirty work or to hide their presence. All three can
communicate with William (which is why he i~ often seen talking
to himsclt), and experience evcrylhing he is doing.

'The three entities believe themselves to have been US§OCiates
in their fonner, human lives. Although allies. the three villains
bickered COflSlantly and were very competitive, each vying for
control of their gang and trying to outdo the other. As they
remember history, each was killed in a devastating a«ack by a
rival gang of super empowered villains about six years ago.

From a paranonnal underslanding, the three entities defy nor
mal convention. as they seem to be a combination of haunting
and possessing entities. Such supernatural creatures were noc
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previously known. See Beyond the Supernatural (BTS) for
data about entities and other supernatural menaces and magic.

William B. Stone was possessed one midsummer's eve about
five years ago. while doing some latc night grounds keeping al

the cemetery where he works. The three spirits were called to
earth by a mystic summoning. Something went wrong and the
spirits were able to escape and roam the earth free of anyone's
control. The spirits saw the weak-willed William as an opportu
nity ripe for the taking. Through him they could have a second
chance to cause havoc on Earth. Their combined strength of will
was no match for the insipid cemetery worker, and they look
control of his body without any great struggle.

Killing William B. Stone will release the entities from his
body, but they will only roam free. looking for a new host body
to inhabit. Placing William in a state of suspended animation
(or coma) will contain the evil essences. but will also condemn
the feckless William to an unfonunate state of non-existence. A
mage/summoner or parapsychologist may be able to exorcise
the entities and send mem back 10 meir own dimension. Any
exorcism is difficult, but this one will be more difficult than
most. The prohlem is twofold. First, there arc three entitie... to
subdue IlDdlor control; very difficult, espechtlly since Ihey pOs·

sess super powers. Second, the exorciser/mage needs to know
the entities' true numes to have any conlIOl over memo Again,
this is different than the typical possessing entity and may have
to do with the creatures' intense belief in having once been
human.

Interestingly enough. William does not know the lTUe names
of his supernatural masters and probably never will. The spirits
simply created names from William B. Stone's memories and
past. Names which he could ea...ily identify with or which held
special mea.ning for William. 'This made it all the more difficult
for the spineless Mr. Stone to resist me entities, since he actually
mought that he was fighting important figures from his family's
past. For example: Larry Mindstone was the name of William's
beloved, deceased gmndfather. A cruel trick, indeed.

The weak-willed William will probllbly never recover fmm
the experience of being possessed even if an exorcism were to
he performed flawlessly. If William B. Stone is freed of me
entities. he will immedi.ttely fall into a catalonic state for I IX,
years, Even then, he may never he cured. He can also be repos
sessed by one or all of the three entilies after he has recovered
(they will sense it, wherever they arc). Only while in thecatatonic
state is William B. Stone closed to supernatural possession.

Special Powers (applicable to aU tbree eolities);

1. Physical transformation. Remember thlll if is nOlthe lily-li
vered William B, Stone who h c(mtrnl of his life, it is me mree
possessing entities. Any of me enlities can take control of Will
iam in an instant. Typically, when mis happens. WilHam phys
ically tmnsfonns into the appearance of the controlling entity
(clothes and all), complete with that being's hit points, S.D.C.•
skills. personality and pnwel'!i. In each case me attributes change
to reflect the controlling entity. This means he is effectively four
different people, three of whom an: villilins,

2. Switching Places. The three entities can swap places at
will (counts Il5 one melee at:lionlall'lck), When one enfity ret.rcal~

inside William he allows one of his fellow entities to take his
place. Once the host bOOy is under its l~OIlIrOI, the body again
transforms into me appeamnce of the essence controlling it.
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Remember, the new entity has all the powers of that persona,
including his own Hit Points (HP), S.D.C.• and powers, despite
any damage the previous entity may have suffered! This effec
tively gives Triple Threat a total of 205 hit points and 215
S.D.C., not including William·s.

The ability to switch places and physically tmnsfonn also
gives the entities the power to seemingly disappear by ducking
out of sight and turning into somebody else. Of course they can
hide inside William at any time and Mr. Stone will have no idea
of what is going on. Note: When one of the comrolJing entities
suffers dramatic amounts of damage. like having 12 hit fXlints
or less, he will automatically retreat inside William B. Stone,
releasing one of the others or even William, himself.

3. Different Entity - Previous Body. When one of thp entities
first takes cC?ntrol of the host body, he can, for a short periocl
of ZD4 minutes, retain the appearance of William or of the
previous controlling entity, even though It is a different entity
with the new being's fresh hit points, S,D,C" "powers and per
sonality.

4. Regenerating Hit Points, Et cetera. Hit points and S.D.C.
regenerate at a rate of two each per hour me entity is NOT in
cOllfrol of the host body. l.S.P. regenera!'e at a rale of 4 r.S.P.
per hour when not me controlling entity, Hil pointS, l.S,P, and
others regenerate at the nonnal rate when the entity is the one
in confml of the host OOdy.

5. Magic Aura. Each of the entities generates a different magic
aura. It is mis auTll. that causes me physical transfonnation and
provides some additional S.D.C. protection. Furthennore, the
ability to see an aura will show only the nne aunl of the controlling
spirit and the presence of su~rnaturalevil. The other three auras
(inclUding William B. Slone's) are obseured by the current do
minant force.

Note: Players using Rifts or Beyond tbe Supernatural can
consider the entity personas to possess supernatural strength and
endurance. The characters/personas would each have their own
Potential Psychic Energy (P.P.E.) and CANNOT tap into each
other's P.P.E., not even William's. TheP.P.E. for each character
is as follows: William B. Stone: 8, Merlin the Wizard: 195.
Stanley the Hunter: ::15, Larry the Psionic: 20

VlUaJn Name: Triple TIU'eat
The Three Personalltie!il'Entitles: Merlin Spcllstone (wizard).
Stanley Livingstone (hunlc:r/vigiJ,U1te), Larry Mifldslolle
(psionic).
True Name: WillilUIl B. Stone (the hosl body).
Alignment: Anarchist
Hit Points: 27, S.D.C.: 20
Attributes of W.B. Stone: I.Q. 8. M.E. 3, M.A. 4, I'.S. 13,
P.P. 10. P.E. II. P.B. 7. Spd. 12
Weight: 150 los., Height: 5 ft IOinehcs, Age: 30, Sex: Male
Combat: Absolutely no mining, and avoids confrontation or

combat. However, is allowed two attacks/actions per melee.
Occupation of W.8. Stone: Cemetery grounds keeper (lives

Oil lhe premises).

Appearance: While working at the cemetery lIS William B.
Stone, he appean dirty and sweaty. and wean overalls or
old, tattered clothing. He is often heard muttering to himself.
Slone wulks with It slighl limp and OlXi"isionitlly siullers. He
is very timid, !>oft-spoken, indecisive and submissive to
others.

I



When possessed by one of 1M c:nlilics. he takes on the
appearance and style of thal: controlling spirit, each of whieh
are described below. Note: All skill and attribute bonuse.. are
for that ONE particulal: entity and are not added to the bonuses
of the other entities. Only one emily is active at a time. and
it is Ihis entity's skills and bonuses thai are used. Game
Maslers can easily adapt the following spirit entities to their
nesh and blood counterparts. using them as three independcnI
villains or as a IriO.

Skills of Note: None really; dropped out of school in lhe ninth
grade and can only tlnd work liS It laborer. He is good with

192

plants and likes grounds keeping. Skills include cook, sew.
fish, swim, basic math and pilot automobile and truck:. All
skills 1llC equal to fourth level; no skill bonuses.

Ufc &lvings: William knows he has 3217 dollars and 12 cen15
in the bank. Unknown tn him, there is an additional $92,000
in his accounl (Ihis belongs to Merlin the Wizard). Another
quilrter of a million in gems, belonging to Merlin. have been
buried by his zombies. A half million dollars, an aulo-mag,
ammunition, and knives are buried in the grave of a woman
named Sally Bankstone (belongs to Livingstone the Hunter).
MindSlone doesn't have any money because he spends it all
on research.

•
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Thl Three Entities

Merlin SpeUstone - Wizard

Trut Name: Mortimer Spincaster
AlIgnment: Miscreant
JUt Points: 60. S.D.C.: 60 (30 for being a wizard, 30 from
magic aura)
Attributes: l.Q. 24, M.E. 20. M.A. 24, P.S. 17. P.P. 15. P.E.
18, P.O. 9, Spd. 12
Weight: 192 Ibs., Heighc: 6 feel, Age: 52, Sex: MaJe
Disposition: Bold and confident. Speaks with a loud. deep voice.

Believes anything is possible and will try 10 convince others
into agreeing with his philosophy. He has uffen convinced
people that he really is a reincarnation afthe legendary Merlin .
In fact. then:. ill\! fimc~ when Mortimer's act i~ !>Cl convincing
that even he hclieves he is Merlin.

Experience Level: Tenth (10)
Super Power Category: Magic
Super Power: Wizardry. Never uses astral projection. No famil
iar.
Attacks per Melee: Six (6) by hand to hand or five (5) spells.
Combat: Hand to hand: expen. + 2 slrike. + 3 parry/dodge.

+5 damage, +2 roll wilh punch, fall. or impact, critical
strike on natural 18-20, + 10% skiU bonus, 80% !rust/intimi
dale:. +3 vs psiooics, +2 vs magiclpoison, +6% vs coma!
death.

Magk Combat: +3 spt:lI slrengLh, +4 savc vs magic. +2
save vs circlcs. + I vs pSionics.

Spells Known (18): Armor of Ithan. blindness. call lighming.
fire balls, resist fue, diminish ()(hers, mesmerism, speed of
lhe snail, eyes of the wolf. fly as an cagle. globe of silcncc,
impenetrablc wall of force. chameleon, invisibility (self). lele
pon (self), tongues, decipher magic, words of truth.

Spells per n ..y: 14 lotal
Spell Attacks per Melee: Five (5), 195 P.P.E. (For 81'S or
Rifts).
Circles: All proteclion dn::les. plus force. and c~ute wmbies

(his favorile and ID4 zombies are hidden in mausoleums at
the cemetery). He has long since forgonen how to use the
other circles. Mainly because he never really cared for them.
Educational Back2round: High school graduate (skill bonus:
+5%)

Skills of Nul~ (scholastic): The study of magic, recogni7-c en
chantment: 92%, sense evil 100 ft, sense magic: 64%, basic
math 98%, W.P. knife, W.P. staff, W.P. sword. hand to
hand: eXpc.'rt, fencing, and archery.

Secondary Skills: Land navigation 90%, wilderness survival
98%. pick pockets 90%. pick locks 95%, first aid 98%. pilot:
auto 98%. an 90%. sew 98%. sing 98%. forgery 9(}%.

Appearance: Wears clothing reminiscent of the 196O·s. Could
easily pass for a hippie, with long hair, bell bottom pants.
gold neck chains, medallions. cape, old fashions and loud
colors (love 'em).

De<lcriplion: The original Monimcr Spincasler was tumed on
to wizardry during the 1960's when he was experimenting
with drugs and studying the occult and Eastern philosophies.
Monimer grew up on a faml, so he loved the idea of being
able to shape and control primeval forces of mllure.
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Most of his crimes are acts of sabolage and deslruetion
aimed at governments and government buildings and property.
Prime targets include law enforcement vehicles. buildings,
and property. He may even attempl to release prisoners from
confinement, including other super villains, just to spite law
enforcement officials (especially the Feds). His hallmark is
to start a large fire using official documents and papers. Olher
favorilc targets include tax collection agencies. federal agen
cies (FBI &. CIA) and legislative offices.

Mortimer uses zombies to do most of Willianl'S groonds
keeping work. nighl chores, and to dig graves for Mortimer's
loot, victims, or incriminating evidence. Mortimer is careful
to use his undead slaves only at night or when the cemetery
is empty. The isolation of thc ccmetery makes it ~ perfect
cove:r and hide·out.

Specialltenis: A sacrificial short sword (silver plated and gem
encrusted - worth about S90(0).Ii,ghlri'ing sword, dagger of
blindness, fireball cane, silver plated dagger, wood druidic
slaff. ,md a vampire killing kit. He very rurcly uses guns,
and even then. just a simple handgun. After all, the rcal
Merlin never used a gun.

Trick (Firchall Cane: A heavy. blagk cane with the head
of a dr.tgon or gargoyle at lhe top (silver plated) and small
magic symbols carved into it. As a weapon. the cane is a
blunt weapon that inflicts 1))8 + 1 damage. It also appears to
have the power to shoot fuebaJls! However, it is really just
a prop to impress his enemies. The real magic is from Mor
timer cllSting a ftrebal.l spell. He just pretends the staff can
c~ate fireballs.

Other Trick Magic Weapons: 1be same trieD: apply to his
dagger of blindness and lightning sword. These props build
Merlin's confidence, adds to the magical atmosphere, and
most importantly. misleads his enemies into thinking his
power might lay within only his magic weapons and not in
him, which he plays up. This tactic has given him the drop
on unsuspecting opponents many times; "Ob, please don't
hurt me I surrender ... r am powerless without my
weapons," then. when his opponent lowers his guard, he
anacks with full fury.

Common Items: AutOomag pistol, gems and jewelry that sym·
boli7.e mystic elemenlS (such as pentagram and anarchy
medallions, sapphires, etc.), books on magic. art, and draw
ing. Drives an old, beat-up van brightly painted with swirling
racing stripes. He also keeps an ample supply of magic com·
ponents for his circles. Typically has, on his penoo,
2D6x 100 oollars in cash,

Armor: None. Uses his Armor of lilian and impenetrable wall
of force spells to procect himself. Can always teleport OUI of
danger, too.

GM OpUon: Merlin Spellstone may have a secret hideaway
(apartment or house or both). The house will be completely
paid for (an apartment paid a year in advance) and is guarded
and mainlaincd by 104+1 zombies. Personal pos.'lCs!~ions

will include books and videocassettes about monsters, magic
and the paranonnal, a wardrobe of 1960's style clothing,
ordinary household items and ID6 x 1000 in cash. There is
a 1-10% chance (roll percentile dice) that one of his diaries
is hidden somewhere in the building. The diary will tell of
magic (no spells) and summonings, gripes about the govern
ment and laws, his criminal activity, mention the names of



Larry Mindstone and Stanley Livingstone, and may allude to
crimes and/or strange experiments thal they may have con
ducted. Of me two, he writes moslly about Mindslone, who
he lhinks is a fascinating fellow - crazy, but fascinating.
Note mat he will write about them as if they were real,
individual people. Also note thal William and the cemetery
are never mentioned.

Stanley Livingstone - The Hunter

True Name: Arthur Bronson
Alignment: Aberrant
Hit Points: 75, S.D.C.: 100 (50 for being a hunter. to from
magi!; aura, 40 from other physical skills)
Attributes: LQ. 15, M.E. 15, M.A. 15, P.S. 24, P.P. 22, P.E.
20. P.B. 12. Spd. 16
Weight: 235 lbs. (all muscle). Height: 6 feet. three inches,
Age: 33. Sex: Male
Disposition: Tough, mean, na.~ty, and absolutely fearless. Ready

to stan a fight at the drop of a hat.
Super Power Catl!Kory: Special Training
Super Power: HunterIVigilante
Experience Level: Eleventh (II)
Combat (lncluding bonuses): Hand to hand: assassin, + 8

strike, +7 parry/dodge, + 13 damage. +9 roll wilh punch!
fall, boxing knockout on unmodified 20, hand to hand knock
out on an umnodified 17-20, critical strilc.e on an unmodified
19-20, +3 vs magicJpoison, + 10% vs coma/death.

Attacks per Melee: Seven (7)
Skills of Note (scholastic): Wilderness survival 98%, land navi

gation 98%, tracking 98%, wrestling, boxing, acrobatics,
first aid 98%, intelligence 98%, detecl concealmenl 95%,
detecl ambush 98%, swimming: basic 98%, swimming: ad
vanced 98%, fencing, sniper, W.P. rifle (bolr action; + I
strike bonus from sniper skill), W.P. sword, W.P. targeting,
W.P. automatic piSlOl, W.P. shotgun, W.P. sub-machinegun.

Secondllry Skills: W.P. revolver, W.P. knife, pilot truck 98%.
pilot: mOlorcycie 98%, pholography 98%, pick locks 90%,
pick pockets 85%, automotive mechanics 83%.

Weapons: He'll use just about anything he can get his hands
on. Currently, his armory includes: one 7.62 nun Mode13Q-11
sniping rifle, one .45 Thompson MI, two M-16 assaull rifles,
one M-16 with a 40 nun grenade launcher, a mini-uzi, one
amo-mag piSlol (one of his (aves), two Stakeout Ithaca shol
guns, one blackjack, one pair brass knuckles, lhree modem
crossbows, one combat bush knife, two small boot knives
(always wears these), a seleclion ofhayonets, grappling hook
and line. and a variety of gun sights, scopes, optical enhance
mcnt..., flash suppressor and silencers.

MOSl of these weapons have been stolen, either frum other
criminals or from gun stores. He has enough ammunition lO
hold off an army. All of this slUff is hidden in a mausoleum
at the ccmctery, with caches of ammunition and a weapon
or (wo hidden at stmtegic locations all over town.

Special Items: Night-sight guggles and tiger claws.
Common Items: Compass, swiss army knife, nylon cord, rope,

handcuffs, mace spray, black face paint, camouflage clothing,
black jumpsuits. gloves. and conunon survival and paramilit
ary items found in your usual military surplus store. Typically
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carries false idenlity papers (driver's license, passport. credit
cards, etc.). and about lD4x 1000 in cash. _

Armor: A modem, lighl vest (A.R. 10, S.D.C. 50). occasionally
hard armor.

Appearance: Usually wears black clothing, and is panicularly
fond of black jumpsuils and military clothing. Rarely shaves
and enjoys lobacco chaw or chewing on a cigar. He's also a
heavy drinker and likes the ladies. Seedy bars with female
enlertainmenl are his favorite places when he's not working.

Description: in life, Arthur was a mercenary soldier for many
years. As he grew older, he branched out into new area.~,

such as smuggling, weapons dealing, and assassimuion. Most
of his clients were dNg dealers, lerrorists, rebels, and govern
menl leaders of third world countries. Anhur enjoyed the
danger and risk involved in these ventures and developed
quite a piofitable business and an equally dark repUlalion.

In order to ensure his continued. sucCess in the arms busi
ness, Arthur developed a twisted master plan dc....igncd to
ensure thaI there were always small wan; going on throughoul
lhe world, thus pmviding a need for his services. This meal){
double-crosses, assassination, blackmail and other acls of
treachery and betrayal. He mel Spellslone and Mindslone
while recruiling special lalent.

Nowadays, Arthur relives the pasl danger and excitemenl
by taking on the local criminals. He plays the mob, various
gangs, and drug organizations against themselves and each
other, always trying to maintain me balance of power. But.
like lhe good 01' days, he will also hit the police or Federal
agents (seldom with deadly force) and crime lords, making
it look like one of the rival gangs, deale~, or criminal organi
zations were responsible. This creates me air of anarchy and
excitement that he so craves.

The Hunter will sometimes prelend to be a gun for hire,
selling his services to criminal organi7..ations, which gives
him crilieal information and access inside lhe mob. This is
perfect to ket':p the "war" going. It really doesn't mattt':r to
Arthur what kind of organizalion he is dealing with or how
lhey generate money. When Arthur tires of this game, he
may decide to play wim me police for a while. He usually
gets their attention with a grisly murder or daring robbery,
and then toys wilh their efforts lo solve lhe casc. Note: He
will NEVER sell drugs or hurt an innocent person, or a dog
(he loves doggies). Arthur's victims will always have a sordid
pasl. It is important to note lhat most so-called super-heroes
and vigilantes work oUlside the law; consequenlly, lhey an:
not considered to be innocent, they are part of the war effort
and fair game.

GM Option: The Hunter is likely lO have a half dozen loyal
thugs who are considered his assislants ([ypically bodygUard
and con-men types). alld a dozen paid informanlS and snilches
(possibly even a cop on the take). We leave it up lo the OM
lo use or not use these characters.

•
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Larry Mindstone - Psionic

True Name: Charles Denl
Alignment: Diabolic
Hit Points: 70. S.D.C.: 55 (30 for being 3 Psionic. 25 from
magic 3um)
Attributes: I.Q. 19, M.E. 30, M.A. 24, P.S. 17. P.P. 15. P.E,
IS, P.B. 12, Spd. 12
Weight: 1751bs., Hei2ht: 6 feet, six inches, Age: 41, Sex: Male
Disposition: Calm, quietly confidCnl; always trying to reassure

the people around him that he is in control of the situation
and thai he can handle any problems. Cumpletely unlike lhc
crazy. hyper, mad scientist in the movies. However.
Mindstone is a psychotic murderer whu has absolutely no
regard for human life. other than as subjects for his experi·
ments. He will calmly kill. torture. and experiment on people
without a qualm or concern for their suffering. He is a cold·
blooded killer I obsessed with his experiments.

Experience Level: Twelfth (12)
Super Power Clltegory: Psionic I.S.P: 190, Note: automati

cally regenerates 4 J.S.P. per hour when not the controlling
entity. Seven psionic auacles per melee.

Major PsionJc Powers: Telemechanics. mind control (special),
and mind bond.

Minor Psionic Powers: Total recall, summon inner strength,
see aura, sjxth sense. dctcet psionics, hypnotic suggestion.
and mind block.

Spedal Mind Control Power: Comhines empathic transfcr.
hypnosis/mesmerism. mind block auto-defense and mento.lly
possess others, plus the ability to control the pstonic people
he creates.

Empathic transfer is the same ItS described in Heroes Un
limited only the duration and range arc doubled.

HrpnosislMesmerism is the same as described in He~
Unlimited only the duration is doubled.

Group Mind Block: Ranae: 120 feCi (36.6 m), Duration:
10 minutes per level of experience. J.S.P. Cosl: 10.
Mindstone can instantly creel a mental barrier or mind block
to protect himself, the four minds he shares his body with
and those around him, within a 120 foot area. 1be group
mind block works just like the individual mind block power.
II can be a means of protecting those around the psychic from
psionic probes and mind anacks, but it can also be used to
prevent outside forces (good or evil) from communicating via
telepathy or empathy. Thus, a villainous psychic can use the
group mind block for his own evil purposes. Everyone within
the J20 fOOl area of affect will be automatically blocked, but
the effect is not detectable so they are not likely to know that
they are being mind blocked (a detect psionics wilt indicate
Ii group mind block)!

Mentally Possess Others: Range: 10 fcct (3 m). Duration:
5 minutes per level of eX"pcricnce, I.S.P. Cosl: 20. Mindstone
can completely take over and control another person. The
psychic essence of the controlling mind is temporarily trans
ferred into the body of anolber individual. While in the vic
tim's body/mind. the psionic retains all of his own knowledge
and identity. He can not read the mind of the perron he now
possesses, nor access any knowledge from the victim's mem
ory. Only the physical body can be controlled, like a living
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robot. During the period that the victim is possessed, one of
Triple Threat's other personas/entities controls William B.
Stone's body. 1lJe possessing character can return to his·own
body at any time, regardless of the distance. When his essence
leaves the body of the temporarily possessed person, the vic
tim suddenly becomes conscious again, as if suddenly being
woken up. Nute thal this power is not the same as the super
natural possession of William B. Stone, to whom Mindslone
is spiritually linked.

Combal (Including bonuses): Hand to hand: basic, + 8 strike,
+ 7 parry/dodge, + 13 damage, +9 roll with punl;h/flill,
boxing knockout on unmodified 20, hand to hand knockout
on lUI unmodified 17-20, critical strike on an unmodified
19-20, + 5% skill bonus (included in skills), 80% IrUsVintimi
date, +g. vs psionic!ilinsanity.

Attacks per Melee: SiX" (6) by hand to hand or seven (7) by
p!l'ionic anack. .

F.,ducational Baclq:cound: Doclorate degree + 35%. medkal
program. s<:ience program, mechanical prognun. and electri
cal program.

Skills of No(e (scholaslic): Criminal science/forensics 98%,
paramedic 98%, pathology 98%, medIcal doctor 98%, com
puter opc:ri1tion 98%, biology 98%, chemistry 98%, chemis
try: analytical 98%, ba.,~ic math 98%, mechanical engineer
98%, locksmith 98%, auto mechanics 98%, robot mechanics
90%. electrical engineer 98%, surveillance systems 98%,
computer operation 98%, and computer repair 98%.

Secondary Skills: Advanced math 98%, forgery 95%, ph0to
graphy 98%, prowl 68%, swimming 98%, n..mning, pilot au
tomobile 98%, W.P revolver. and W.P. automatic pistol.

Weapons: TranqUilizer gun: Shoots powerful tranquilizer darts
which knock out victims in 306 seconds; victims remain
unconscious for ID6 minutes (the average human for four
times longer). Handguns: .38 Special, .45 Coli, Aut~mag,
7.65 mm PP Walther, 9 mm Model P5 Walther. Brigadier,
9 mm Wz 63 Machine Pistol, 7.62 nun IT-)3 Tokarev and
plenty of ammunition. As you can see, Charles is a collector
of handguns.

Special Items: The mad doctor has developed a number of
untested and potentially dangerous drugs. The drugs are eX"
pensive, costing about $200,000 for a single dose, while the
psionic creation drug costs about half a million per dose.

Adrenalin drugs: Adds 20 to PS attribute (can be considered
supernatural), +4 on initiative, + I to strike, +2 to parry
and dodge: lasts 5 minutes, but immediately after, the charac
ter is fatigued; Reduce speed, melee attacks, and combat
bonusa by half; needs one hour rest to get back to normal.
Prolonged use, 10+ 106 doses. wiU permanently reduce
Physical Endurance by ID4 points and cause insomnia (has
difficulty sleeping. restless, edgy).

Psionic su~ep(ibiLilydn.Jg: The drug makes its subject more
likely to be influenced by mind control and psionic influences.
Subjects we - 7 to save versus empathy, empathic transfer,
hypnosis, mind bond, mindconlrol, mind wipe, and telepathy.
Prolonged use, 8 + 106 injections, reduces the subject's Men
tal Endurance by one point and/or Intelligence by one poinl
(50% chance). 16+206 doses is likely (1-60% chance) to
make the subject permanently more susceptible to the psiooics
listed (- 3 to save).
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Psionic booster drug: This drug doubles the strengdlldam

age and duration of psionic powers and the psi·attacks are
+ I in strength. Dunnion of the booster drug's effects is an
unstable 206 minutes. Side-effects include a terrible headache
(- 2 on initiative for ID6 hours), and it lakes twice as long
10 R:geoerate the !.S.P. used while under the drug's influence.
Pn)longed use of me drug. 10+ 206 doses will permanently
mJuce the subject's Meolal Endurance by ID4 and I.S.P. by
306.

Psionic creatiun drug (newly developed): A powerful drug
lhat permanently instills two major psi-powers and 104+2
minor psionic powers aher only 306 doses (affects everybody
differently). J.S.P. is determined by rolling lD6x 10, plus
10 points per level of experience. However, the side-effects
are very nasty. RoD percentile dice:

01·25 Destroys the metabolism. Dearn occurs within 206
days. during which time Ihc victim beco~ a pSychotic killer
and panmoid (burting everyhody around him). or il po..er
mad tyrant (Uic~ to dominate othen). A massive blood tran~

fusion within 72 hours after the la~t, ~ionic instilling dose,
accompanied by additional medical treatmenl (roll 10 save vs
coma & death at - 30% to save), might allow the chamcter
to survive, but all psionic powers are lost.
Z640 Insane! Roll two phobias, one obsession and one
psychosis (crazy hero/villain powers optional, instead of
psychosis).
41-50 Becomes a mental zombie, easily controlled by other
psychics (like Larry Mindstonc). PC""lUlently reduce I.Q. to
8, M.E. and M.A. to 6. Only the most basic skills are kept
(like hand to hlUld combat. pilot automobile, basic math). all
others are losl. 'The mental zombie can function indepen
dently, but will always obey his creator, Doctor MindSlOnc,

and can also be controlled by other powerful psionics through
telepathy, empathy, hypnosis and mind bond. Tend.~ to react
to emotional stimulation rather than logic.
.51-65 Reduce I.Q. by ID4 points, plus has trouble concentrat
ing and remembering things; - 20% skill penally on all skills.
66-75 Plagued by constant. terrible hcadaches ( - 2 on initia
tive and - 10% on all skills) and hears vuices saying things
contmry to his alignment when under stress. All;() lends 10

be nervous/jumpy and has trouble sleeping.
76-85 +3 to save vs psionics and mind altering drugs, but
reduce Spd.. P.S .• P.P., and P.E. allribule..~ by 106 or to 8,
whichever is lower. Tends to be puny and sickly.
86-00 Lucked out! No permanent side effects. but loses
psionic powers within 48 hours. Taking the drug again will
either k.ill the character (1-50%) or makc him lotally impervi
OU~ 10 its effects (51-00%).

Cummun Items: Portable laboratory, ponahle polygnlph stress
monitor, portable computer, calculator (pocket and desk
types), surgical kit (scalpels). first-aid kit, common drugs
(sedatives, painkillers. cocaine, CIC.), log hooks, dictaphone.
pocket cassene recorder, ponable video camerd. 35 mm cam
ern, polaroid camera. camera lenses and other kinds of basic
recording and lab lools. Dionic implanls ma)' include a device
to measure brain activity or a homing device so that Charles
can trnek his experiments once they regain self conlrOl.

Armor: Sometimes wean an anno~ vest; A.R. 10, S.D.C.
SO. 10 Ibs.
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Appearance: Dresses very professionally and conservatively
white shirt and lie, dress slacks and/or an expensive suil.
Wears a white lab coat when working. Also smokes a "'Pipe
on occasion.

Description: Charles Dent was a former psychiatrisl who lost
his license to practice when he was convicted on 22 counts
of dispensing illegal drugs and 14 counts of using mind alter
ing drugs on unwitting patients for his own secret experimen
tation (he saw nothing wrong wilh this). 11le drugs were
highly cxperimental and affected various parts of the human
brain, mallY of his own dcsign. Some were said to bring out
latent ESP abilities in Ihe subject, while othcr drugs made
the user incredibly susceptible 10 hypnotism, mind cOl1lrOl,
and psionic manipUlation.

Oncc he was released fmm prison, Charles became in
trigued with the fields of bionics and cybernetics. Hc had
always pursued augmenting the human body with drugs, now
he considered other means. His fe'putation'6S an innovative
genius and his appan:tlt sinctre repentance (aJl an act), landed
him a job with a government funded eompany 10 develop
cybernetics for the military. Charles dreamed of crealing a
superhuman by fusing his knowledge of psionic drugs with
bionics; a super soldier with great mental powers, as well a."
robot-like strength. But also someone who could be mentally
controlled - controlled by him.

After a suspicious laboratory accidenl, Doctor Dent disap
peared before hc could be questioned by the authorities and
went underground. He set Out to conduct his own experiments
without the restrictions forced upon him by weak-kneed lib
erals CODSUmed with the concepts of humane treatment and
proper procedures. Unfortulll:ltely, his lcind of research re
quired lou of money and human test subjects. Furthermore.
he required sccnx:y and privacy. A chance meeting got him
involved with his two criminal associates. 1bey were fasci·
Dated with I~ idea of creating and controlling (or selling)
superhumans. UnfortUnately, Doctor Dent's only .semi-suc
cess has been his lengthy drug experiments on himself, which
gave him his psionic powcrs without any destructive side
effects. He is obsessed with perfecting cybernetic supermen
and/or psionic enhancing drugs for the same purpose. Con
sequently, when he is in control of the host body he is a.lways
pursuing the means 10 get money and establish a secret labo
ratory to continue his research.

c....llarles Denl's pSionic powers e.nable him to control oIheT's
to such an extent mat he can will them into hewrning subjects
for his experiments. 1ltose difficult 10 control din=ctly via
psionics are blackmailed into submission. Note: This guy is
always broke and always in need of vast amounts of money.
because ht: spends everything on research. This means he is
eager to commit crimes thai will earn him a bundle of money
or get cybernetic parts Or chemicals. This is Ihe enlicement
frequently used by the other two entities to get Chuckie's
cooperation. Dent really couldn't care less about personal
wealth,

GM Option: The good doctor can have 104 + I secret lab sites.
TIlese labs are abandoned when he's not in control of William.
They are (airly small and equipped with only the basic equip
ment needed for a chemical laboratory. Only one place at
any given time serves as his main base of operation and is
the beSI equipped. He may even have 104+ 2 henchmen who
procure his test subjects and another I04 laboratory assistants.

•
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Tyrano-Rex &
Vukubbu, the Dark Shaman

By Steve Sheiring and Kevin Siembieda
Doctor Rex Aint was a brilliant. young archaeologist on a

scientific expedition in the Amazon jungle. The expedition had
been going badly, with one disaster after another. Finally, after
a torrential rainstorm, Rex found himself and an indian gUide
separated from the rest of his group. As they made their way
through the jungle, Rex slipped and slid some 200 fect (61 m)
imo a gully. There he discovered a mysterious. ancient pyramid.
The find was of colossal historical imponance. The pyrdmid
appean:d to be Mayan. yet it was older than any-Maya.,n ruin he
had ever se(Jl and it was located thousands of miles away from
me Yucatan Peninsula inhabited by the Mayan people. Im
medi,lIely he hegan U'llnslating the wrilinis C3!"ed on the wall
of the ancient )Iruetut'e'.

The writing !Old the story of a cull of gianllizatd woohipper!t_
The religious writings CAplained how lhe pyramid did not exisl
on the eanh, bUI in "the place of !he gods:' another dimension
away from man. Once every lhree generations (about 60 years)
(he pyramid would reappear. The shaman leaders of the cult
would then come to pray for divine inlervenlion and "gifts f'rom
the Great Feathered Serpents." It was difficult to tell, but the
gifts seemed to include knowledge, culture, healing powers and
other supematur-dl abilities. New shllll'lCn were also selected here.
apparently by the goos. who granted wonhy disciples their
"gifts." All of those chosen by the gods were depicted as liz.atd
men. The shamen were considered 10 be holy and their remains
were placed inside the pyramid by their successors. Only the
"Gifted ~s:' chosen by me gods, were pennitted entry into
the burial chambers. All rxMrs fell pity to curses and deadly
magic.

Naturdlly, the curious young Rex ig~d the aorient warnings
and conlinued his exploration of the pyramid. A secret passage
was found and hc cntcred (0 discover more writings and statues
of what he suspected to be previously unknown Mayan deities.
Huge, serpent- and dinosaur-like figures, with gianl claws, fangs,
feathers and tail.

One nighl. while sleeping within the pyramid. Rex awoke to
a strange sensation, as if len thousand ants covered his body.
Suddenly. he cJllperienccd the feeling of venigo and felt as if he
was adrift in the blackness that engulfed him. His heart pounded
so loudly thai it sounded like the beating of indian drums, and
his ears filled with a deep, rushing noise that sounded like some·
body chanting ;nal1lSpy. rnmbling voice. He ~membered feeling
lhe presence of incredible evil, causing him to scream and then
faU unconscious. He awoke in the morning to find himself alone
in the jungle. No pyrnmid nor jungle guide. Only jungle and
aching muscltS. He later discovered that he was the only survivor
of his entire expedition. the others having fallen victim 10 Ii flash
flood. The whereabouts of his indian guide unknown.

This eltperiencc would change Rex Aint's life forever. An
enormouS change had affected Rex's body. he had become a
humanoid dinosaur! He was still man-sized. 6 ft, 6 inches, but
resembled the legendary Tyrannosawus Rex. For weeks he wan
dered the jungle not knowing what 10 do. 1ben he spent months
searching for the pynamid. bul il could not be found. Eyentually,
he came to accept the impossible. He had been chosen by ancient
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gods to receive "the girl" and (0 serve as their shaman, healing
the sick, helping the weak. and fighting evil. He had become a
champion of the Mayan Gods of light.

Rex soon discovered thai he was chosen not just [0 help people
in genel1ll, hut to specifically combat an ancient evil thai was
also given life that night. In a dream. Rex learned that the indian
guide had become ~lIlpowered by ancient fOCCC5 of evil and was
senl into the world 10 cause destruclion and sorrow. Vukubbu.
the Dark Shamllo was born that night and Rex was transformed
to right his wrongs and to stop his evil. Like Yin and Yang,
Ihey are inl;xorably linked to fight rhe eternal battle bt:lw~n

good and evil.

Tyrano-Rex the Super Hero
Name: Tynmo-Rex
Afuastos: Rex. The: Dioonur-man. lJi.no-Mighl
True Name: Rex Ami
Allgnmenl: Principled
HII Points: 50 base; add 50 for every additional 10 ft in height
(round up) S.D.C.: 100 base; add 60 for every additioal 10 ft
in height (round up)
Weigh1: 200 Ibs ha.<;e (91 kg). Height: 6 feet 6 inches (2.0 m)
and ~ the growth power thar folloWll, AR;e: 25, Sex: Mule
Attributes: LO. 14, M.E. 23, M.A. 22, P.S. 20 + 10 per every
additjonallen feet IIf hdght (roulid up). P.P. 18, P.E. 20, P.O.
5. Spd. 24 +22 forevery additional ten feet of height (round up).
J)jsposition: Sincere. honest, trustwonhy, heroic. daring. and

compassionate. He will always try to help others in any way
he can. He will never knowingly endanger innocent people.

Experience uvel: Fin.h (5)
Combat Skills: Hand to hand: basic, + 3 strike, +4 parry/

dodge, 4 attacks per melee, +5 'IS psionicslinsanily. +3 'IS
m::lgiclpoison. + 10% 'IS coma/death. Rex can also bite, rather
than punch. A bite at human size inflictS 106+2 damage.
2D6 at ten feel tall (3 m) and add 8 points of damage per
each additional 10 feel in si7..e.

Attacks per Melee: Five (3 from hand to haod and 2 from being
mystically bestowed).

Super PowercateJ(t1ry: Magically Bestowed Abilities! Aruibute
and S.D.C. bonuses arc lillted above.

Magic Powers: Two minoc super abilities: energy expulsion
(electricity - KI.)(i damage or quick rol11D4x 10+8) and
underwater abilities. One major super ability: magic growth
and Inmsfonnation. This power is similar to the super abilily.
"growth," but works in increments of 10 feel (3 m) and when
he gmwll he also transf()fJTls into a dinosaur-like ~tun: lhat
looks even more like a tyrannosaurus than ever. Maximum
Height; 60 feel (liD rn). Wcighl1flCl'ta5C~: 500 lbs (225 kg)
per every additional len feet (3 m). S.D.C. Increases: 60 per
each additiunal ten feel (3 1TI). P.S. Increases: to points per
cilch 3dditional ten feet (3 TTl), P.S. damage bonus increases
proportionately. Other Abililies: Speed inc:rease~ by 22 poinlS
(15 mph124 km) per each ten fect in size. Endur.t.llce and
strength arc considered 10 be supernatural. Thick., scaly skin
provides a natural body armor: A.R. 12 in humllJl form. A.R.
16 as a giant. BOflU.~ll from Giani Site: + 2 to snike and
P'UTY, hut 4 to dodge, inl;:Teilsed natUral annor ruting.

Physical Limihl.lioos: Permanently trdIlSfonued into a lizard
man.

Educational .Le"t1; Ph.D. in Archaeology
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Scholastic Bonus: 35%
Scbolastic Skills: Science. Technical. Investigative, and Com

munications Programs; computer operation 98%, computer
programming 98%. basic and advanced math 98%. biology
98%, bowly 98%. chemistry 98%. writing 98%, photOgJllphy
98%. art 98%. inlelligence 98%, cryptogrdphy 98%, Ia.~r

communications 98%, optic systems 98%, radio: basic 98%.
11ldio: scramblers 98%, r.ldio: satellite 95%. TV/video 98%,
and read sensory equipmcm 98%.

Secondary Skills: Land navigation 70%. language: Spanish
90%. wilderness survival 75%. first aid 75%. pilot: au
tomobile 98%. ~w 70%, W.P. blunt, W.P. rifle, W.P. au
tomatic pistol. and basic mcchllllics 70%.

Appearance: Looks like a humanoid tyrannosaurus-~". Fre
quenlly wc;ars an equipmenl and weapon bell.

(kcupatioo: An:haeologisl/ooUege professor lUrned super-hero.
Description: No one knows Rex's old human identity. Whether

a six fOOl. six inches tall lizard man or a 6O~ fOOl tall Iyran
nosaurus. he retains all of his knowledge and humanily.

Common Items: 1992 Jeep (black). 1990 cargo van (red),
Mayan headdress. camouflage coveralls (6 light, 4 heavy),
3-D camouflagc suit. llix lab coats. two suits. and u variety
uf dOl.hes, Also has science and field equipment, including
a portahlc laboratory. first-aid kit. infl1lI"Cd distancing binocu
lun;, regular binoculars, nighlosiglll scope for a rifle, portablc
computer, full size computer. laser printer. modem, ponable
police band radio, field radio (long range) and a d07.cn walkic
talkies, cassette recorder, 35 nun camera and lens. and a
smaJl video camera.

Annor: Natural A.R. 12 from scaly skin at human size, bul
natural A.R. 16 al giant sac.

Vukubbu, The Dark Shaman - Super Villain

Name: Vukubbu (pronounced: Voo-cub-hoo)
AlIases: The Dark Shaman and the FCllTCd One.
True Name: Raa KicheVllu
Alicoment: Diabolic
Hit Poinl5: 52, S.D.C.: 120 (mullt inslilled by magic)
Weight: 160 lbs (72 kg). Height: 5 feel 6 incheS (1.65 ro),
Ale: 20. Sex: Male
Attributes: I.Q, 17, M.E. 20. M.A. 20, P.S. 22, P.P. 20, P.E.
20. P.B. 20. Spd. 20.
Disposltlon: Completely evil, committing crimes and altOCities

jusl 10 cause pain and. suffering. Sly and cunning, Will greet
you with a smile and a hand..ha.ke, while simultaneously sizing
you up and trying 10 decide how to use and/or abuse yuu.
Quick-tempered and violent; one minute laughing aJld making
jokes. the next minute consumed with anger and ripping al
your throat.

Expericm..'c J..evel: Sixth (6)
Combat Skills (dfN!5 not include magic weapon bonuse.'ll):

Hand to halld: assassin. 4 artacks per melee, elltar'lgle. +5
smc. +6 plllTJ/dodge, + J1 damage. +6 to pull/roll with
punch, + 3 'IS psionic attock, +3 'IS magic (of (, when wield
ing the war haltllllC:I'), +3 V~ poison. + 10% 'IS oort1ilI'dealh,
60% tnl.\tlintimidate. 50% to charrntimpress.

Attacks per Mel~:4 (3 from hlmd 1.0 hand and one from magic).
Super Power Cateeocy: MligiclEnchanled Weapon
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Magic Powers: Provided from the magic weapon, a wood war
hammer. Ay 50 mph (SO km), tum invisible. animat~ and
control the dead, mystic shield, and portal of fear.

Magic Weapon: Indestructible, combat bonus of + I to strike
and parry, +3 to save vs magic, inflicts 606 damage, adds
S.D.C. to the wielder (has already been added to S.D.C.
above), wielder can see the invisible. weapon is aclivated
with a magic word ("Vukubbu") and inSlanlly creates a battle
dress oot of thin air for its master (old c10lhes disappear).

Educational Level: On the job training as a wilderness seout.
Scholastic Bonus: 23%, including I.Q. bonus (added LOskills).

Sc::bolastk Skills: E.o;pionagelwildcmess and physical programs.
Inlelligence 8591;., tnlcking 78%. wildemcss survival 88%.
land navigation 83%, escape artist 78%. detect co~alment
78%, ~ic math 98%, hand 10 hand: assassin, gymnastics.
climbing and archery.

Sei:uodary Skills: l.anguage: Mayan. and' Spanish 98% (native
language), English 98%, pilot: automobile 1$1$%, climbing
93%, fish 88%. sewing 68%, W.P. blunt. W.P. knife, W.P.
automatic pistol and rifle.

Appearance: Bronze skin, shoulder length hair (bhtck.). Soolh
American Indian features. Wears non:&a1 clOlhes when in his
human guise. bul magically transforms into his villain costume
when he invokes the wOf"d Vukubbu. Loves blue jeans and
T-shirts. Prefers sandals 10 shoes.

Occupation: Wa... a wilderness guide, now a diabolical vWain
and spiril of evil.

Description: As Vukubbu. the Dark Shaman. he appe~ in a
frightful jungle costume with a jaguar cape.

U235-----------
Johnny Taggert was a smaU-time thug who hired himself out

as muscle 10 various criminal organizations. He ran inro rrouble
when be gOI hooked up with a weapons smuggler. A middle-east
em government had commissioned the smuggler to acquire
weapon grade uranium that il desperately wanted to complete a
tactical nuclear weapon. Taggert and a small assault fon:e were
urdered to quietly penctnlte and stea! the uranium from a nuclear
materials refinery based in Texas.

Posing as employees and helped by an inside man, the crooks
avoided the perimeter guards and made it inside the <:omplex.
Taggert stumbled upon a chamber that was labeled, "Automated
Refinement Chamber No.1." Upon entering, the door behind
him slid shut and he was bathed in a blinding beam of red light.
His unprotected skin began to itch and then blister, and his hair
instantly started 10 fall out in large clumps. Lurching 10 the door,
he tried 10 claw his way out, screaming and beating on il with
his blisterro fists. Several minutes later, the door slid open,
spilling Taggert's charm:! body at the feet of a worker proI.ected
in a radiation suil. 1be wocicer set off an alarm, and Taggert
was rushed to the nearest bospita.l. 1be rest of the thieves were
captured before they could escape with any uranium.

Taggert was ueated for his radiation bums, but given little
chance for survival. However, 24 hours laler, his charred nesh
had healed and his vital signs returned 10 normal levels. The
only other anomaly was the amount of deadly radiation being
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emitted from his body, which seemed to be increasing by the
hour. 1be patient was deemed too dangerous to keep in the
hospital and was scheduled to transfer to a nearby military facility
for further observation and treatment. On the way to the military
base, Tagge" awoke and escaped. The driver. guard and two
attendants suffered from radiation poisoning. were treated and
lived.

Some months later. Tagge" resurfaced as the costumed villain
U235. and went on II rampage of robberies and destruction.
Vicksburg. Tennessee was his first target. U235 wiped OUt me
enlin; police force of twelve officers and six police cars. and
then proceeded 10 burn down the whole town. Several people
were injured. but nobody died. 'The carnage in Vicksburg made
the national news and put Tagge" on the FBI's most wanted
list. To avoid a nationwide manhunt. U235 left the country fur
18 months. Since hil'i return. U235 has been implicated in a
Sl:UJl:. ofcrimcs ranging frum Texas 10 British Columbia, Canada.
Real Name: Johnny Tllggen.
Aliases: Jonathan Tagg, J.T. Treggat, and U235
AUgnment: Diabolic
Hit Points: 44, S.D.C.: 112
Weight: 1951bs (88 kg), Height: 6 fl, 2 inches(I.88 m). Age: 23
Attributes: I.Q. 13, M.E. 26, M.A. 1.5, P.S. 19. P.P. 15. P.E.
15, P.O. 8, Spd. 27
Disposition: Mean and nasty, delights in causing pain and de-

stnlction. Excessively violent. volatile. and aggressive.
Experience Level: Seventh (7)
Combat Skills: Hand to Hand: Martial Arts
AUacks Per Melee: Five(5)
Bonuses: +6 on initiative, +7 parry, +8 dodge, +4 damage,

+8to pull/roll with punch. fall. or impact. + Ito strike with
body blockltackil: (does 104 damage). Karate kick (lD8 dam
age), jump kick (critical strike). paired we8JX>ns, and en
tangle. Pin/incapacitate on a roll of 18. 19. or 20, and crush!
squeeze: (I D4 damage).

Other Bonuses: .+6 to save vs psionic attack.
Super Power Category: Mutant
Major Super Ability: Conlrol radiation (see NEW super ability

section)
l\tlnor Super Abilities: Heightened sense ofhearing and extraor-

dinary mental endurance.
Unusual Physical Characteristic: Glowing green eyes
Education Level: Trade ~hool

Scbolastk Bonus: + 20%
Skills orNate: Boxing, wrestling, prowl 88%, running, mechan

ical engineer 90%, locksmith 70%. automotive repair 84%,
robot mechanics 60%.

Secondary Skills: General athletics, body building. land naviga
tion 64%. pilolllutomobile 98%, pilot bUck 80%, W.P. au
tomatic pistol, W.P. sub-machincgun, and W.P. blunt.

Appearance: Average looking man witll brown lutit and glowing
green eyes. Wears a light green costume witll a mauve cape.

Occupation: Professional criminal - mostly armed robbery
type crimes.

Weapons: May use any weapon bUI tends to rely on his super
JX>wers.

Vehicle: May use any, usually stolen.
Available Money: Linle. lives on the run and has only whal

valuables he has stolen. 206 x 1000 will be on his person at
any time and represents his entire fortune.
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Note: 1be Dark Tribunal is looking to recruit U235 as a
freelance agent.

Undertow

Seaman First Class. Pamela Neimic received her powers as
the result of experiments by !he U.S. Navy. 1be goal was to
produce super·human frogmen, who could breathe underwater
and swim faster lhan nonnal humans. 1be experiments were
abandoned after several volunteers died or went insane. Only
Pamela seemed to remain healthy and sane. although her abilities
were not what they expected. She had somehow gained control
over water arid could alter herself into an elemental being com·
posed of water. This was both exciting and frightening. None
of the other voluntccrs exhihited any of her abilities. she was a
unique aberration and a potential auet for the Navy.

After a year of endlc~ examinations. test.s and driJls by Navy
scientists, Pamela, code name; Undertow, had endured enough
and left through a leaky fauc-el. In her Jiq4id .state she !ravelled
through drain pipes and fmaUy found the Pacific Ocean and
freedom. But even free to do as she pleases. Undertow is mis
erable. She is becoming inc:rusingly reclusiv~,bluer and psycho
tic. She sees herself as a freak and, with good reason, blaIne!
the Navy. Her anger and frustration isre~ in acts of violence
usually directed alme U.S. Navy. She is suspected of sinking
one small shuttle boat and damaging several ships. She has also
been sighted in San Francisco. Seattle, San Diego, Portland,
and up and down the west coast, both in the water and on land.
Recently, she has been ;nt.erl"ering with fisbermen, particularly
those who fish fur luna and inadvertently netlkill dolphins. In a
related maner, she is suspected of damaging twO oriental whaling
ships and sinking a third. On the other hand, a child lost at sea,
was found 200 miles (320 km) away. safe on a beach. He
reported that a mennaid saved him. A couple of honeymooners
insist that a super woman towed their damaged and leaking boat
out of a stonn. In the last four months over 300 people have
reported seeing a real "mennaid."

1l1e media has been giving increasing coverage to the reports
of an aquatic super woman and have dubbed her -Athena. the
super mermaid." However. at this point, they treat the reports
with the same tongue-in-cheek: sensationalism as sightings of
the loch Ness Monster and Big Foot. 1be Navy has not revealed
anything about their experiments or the mUlation of Sailor
Neimic. They are conducting their own investigation and hope
to find her soon and convince Undertow to come back for therapy
and guidance. 1bey fear she may become insane (she's not),
like the other volunteers. and they have discussed the necessity
tlf lenninating Undertow if she does noc comply - to protect
civilians, of course.

Note: The Dark Tribunal is actively searching for Undertow
with the intention of saving her from her human tormentors, and
to rccruil her to their cause.

Real Name: Pamela Neimic
Alias: Undertow (Navy code name), mermaid, and Athena, the
super mermaid.
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Alignment: Anarchist
Hit Points: 41, S.D.C.: 86
Weight: 260 1bs (117 kg - looks slim)
Height: 5 foot 10 inches (1.78 01), Age: 19
Attributes: LQ. 15. M.E. 6, M.A. 10, P.S. 17, P.P. IS. P.E.
13. P.B. 21, Spd. 18
Disposition: Arrogant and self serving. Prone 10 violence and

wi II kill if necessary.
Experience Level: Fourth (4)
Combat Skills: Hand to Hand: Basic
Attacks Per Melee: Five (5)
Bonuses: + I strike. +3 parry. +3 dodge. +2 damage, +6

to pulUroll with punch, fall. or impact and + I to strike with
body block/tackle (does lD4 damage). Kick attack docs tOO
damage. Critical strike on an unmodified roll of 19. or 20.

Additional Bonuses While In Watr:r: + I to parry and dodge,
+2 to dodge while underwater. add +9 10 swimming speed.

Super Power Category: Experiment
Major Super Abilities: AJler physical structun:; liquid and con·

trol elemental force: water. No minor abilitic.....
Slde-Eft'ect5 of EIperiment: Light green skin
Education Level: 2 Yean; of College
Scholastic Bonus: + 15%
Scholasdc Skills: Cryptography 60%, communication: laser

70%, optic systems 80%, radio: basic 80%, mdio: scramblers
70%, radio: satellite 55%, T.V.lvideo 70%, read sensory
equipment 70%, swinuning 89%, swimming: advanced 89%,
prowl 80%, and gymnastics (sense of balance 80%. climb
rope 85%, climbing 55%, back flip 80%, leap 14 ft/4.2 m
vertically and horizontally).

Secondary Skills: General athletics. body building, navigation
75%. computer operation 75%, pilot automobile 98%, pilot
sailboats 72%. and pilot molOfboats 72%.

Appearanct: An attractive young woman with jet black hair.
dark green eyes. and Ught green skin. Wears a green costume!
diver's suit.

Occupation: None at present - vagabond; ex-Navy communi-
cations specialist.

WCaiPOns: None. relies on water powers.
Vehicle: None. relies on water powers.
Money: None, has no need for money at the moment. Undertow

catches and prepares her food or steals what she needs.

The Power of
the Usurper
A small nation controlled by a super villain

Harrison Danilck's arrogance and megalomania were preva
lent in his perwnality long before he became the super villain
known as the Usurper. Even as a youngster he believed himself
to be far superior in intellect and physical prowess than those
around him. Unfortunately for him, he really was their superior
in every way, which only pushed his pompous arrogance to
greater heights. His attitudes have ostracized him from others
throughout his entire life.

At the age of fourteen, he was enrolled into a prestigious
college. He earned doctorates in biology/chemistry, mechanical
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engineering. and elecbical engineering, along with secondary
degrees in astrophysics and computers. He also excelled al lac
rosse. gymnastics, wrestling, and bo~ing. leading the college to
four straight national championships in each.

After college, Danilek went to work for the Cyberworks
Network designing new weapon systems and robot... Some of
his radical theories in artificial intelligence were inslrumenlaJ in
the creation ofCyberworks' most ambitious work. A.R.C.H.l.E.
One. By the age of twemy-eighl, he was head of design and
fabrication at CyberworXs and had played an important role in
many significant Cyberworks Network I.:reations. Frustrated by
the company's internal politics and intolerant of the resentment
and disrespect exhibited by those below him, he resigned.

Two years later, after his non-<:ompetc clause had expired,
he joined Cybcrwork... ' chief competitor, the KlS Cor"Poradon,
as head of Special projects, receiving a salary rumored to be
over 10 million dollars annually. At Iq...S, be became the driving
force behind the tttation of a prototype power ahnor, nickoaDled
tt\c Gliacr Boy. bcc.ause of its glistening, laser reflective surface.
Danilek and his design ream were also charged with creating a
smaller laser resistant body power am)()f for the U.S. military
based on the prototype Glitter Boy technolpgy. The experimenlal
XLR-5 power anoor fit snugly around the wearer's body and
significantly augmented strength and speed. The new power
annor was lightweight and equipped with a retractable forearm
sabre and a powerful foreann laser.

He was also given approval to work (,In a top secret project
regarding human augmentation. His experiment worked on the
principle of stimulating and mutating a subject's gene pool by
bombarding it with gamma radiation and then giving injections
of a weakened strain of a viral infection mixed with SlrOntium.
a mactive. silvery-white alkaline melal, to create a super-pow·
ered human dynamo. The viruslSb'ontium mixture would enter
the body, causing the immune system to attack the mutant infec
tion, and in SO doing, bonding the strontium isotope with the
body on a molecular level. Bombarding the body with high-pow
ered gamma rays stimulated the molecular change. This was his
crowning achievement, seeing how Cyberworks executives had
rejected this project as irresponsible, dangerous and prepo!:iter
ous.

1be more Danilek's augmentation project developed, the more
he became convinced that it would work. However. he also saw
the incredible potential of his creation and decided to keep the
technology to bimself. When he had detennined the process to
be safe for humans, he secretly subjected himself 10 the augmen
tation process. To his satisfaction. the process worked exactly
as he knew it would. instilling him with extraordinary powers.
1be only unexpected repercussion was that the augmentation
process turned his once handsome face into a monstroUsly ugly
mask - but a small price to pay to become a superhuman.

The acquisition of super powers pushed his already fragile
sanity over the edge and spiraling inti) madness. He realized
now that he was a god. As a god, it was his destiny to rule the
planet. Those who would be so foolisb as to oppose him would
be croshed like the insects they were. That ne~t morning, there
was a terrible explosion and flrt. 1be entire augmentation re
seart:h center, team members, aU the documentation/computer
files, equipment, and Professor Danilek (or so it seemed) were
lost. 1he tragedy and amount of destnJCtioo was unpreccdc:nted
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and the KLS Corporation was placed under Federal review. It
would take three and a half years before the Feds agreed that
K.LS was the victim of sabotage, bul even then, no one suspected
Professor DaniJek, who was presumed dead (a handful of bodies
were mangled and burned beyond recognition).

Meanwhile. DaniIek fled the country, drawing on his vast
fortune deposited in Swiss bank accounts under a different iden
lity_ He soon became the secret advisor to an idiotic, bUI ambiti
ous ruler of a tiny, bul rea...onably prosperous, third world country
in Central America. Quickly, Danilek proved his worth as a
weapons genius and was appointed the head of military develop
ment. With the resources of an entire country at his disposal,
he was able to n:create me XLR-5 power armor, a varicry of
robots. and his human augmentation syslern. Soon he had a
small army of robots at his disposal, each as powerful as a light
tank.

Donning the rID! completed XLR-5 power armor and a l'()yal
purple cape. Danilek proclaimed himself the Usurper andlOtaged
a military lake-ovc:r. The coup look seven hour,;. However, be
wa... c:lc:ver enough to keep his identity as the Usurper secret and
proclaimed Pmfc!isor Harrison Danilek as the new Emperor.
Even his c:losest gent:raJs think that he and the Usurper are two
distinctly different people. and that the super villain is a hired
gun somehow beholden to Emperor Danilck. This gives Danilek
the luxury to operate as a ma..ked super villain without bringing
serious repercu!isions against his counrry. It also gives him an
edge against any fool who might consider attacking him andlor
seizeing control of the country. As far 8S the world Imows. the
Usurper is a super-powered criminal, mercenary and terrorist
who is sometimes given political sanctuary by Emperor Danilelc.

The military is loyal to their new leader and admires his
genius. boldne...s, :rnd aspirations: to make them a world power.
None of them knows he dreams of ruling the entire world. The
Usurper, believed to be Danilek's enforcer/ally with the robot
legion completely Undl.T his control, and his own fonnidable
poWCN makes Danilek a dangerous force. His own people fear
him, although they must admit he has broughtnnkr to their land
and growing prosperity.

As an international villain, the Usurpt:r sltikes out at political
enemies, industrial competitors and secret military targets. He
victimizes neighboring countries by way of assassinating political
and industrial leaders, destroying vital industries and communi
cation systems, and wreaking other forms of havoc. He then
offers aid and protection as Emperor Danilek. He already effC(:
tive1y cOnlrol!i one small neighbor and another one is considering
an official merger with his counlry.

·'be Usurper. often assisted by his robots or fellow super-men,
is also involved in international theft, sabotage, extortion, IlSsas
sination and other crimes as a mercenary for hire. This high
paying criminal activity helps linance his other plans and gives
him and his men insight into the workings and schemes of otht:r
nations and industries. Hc also St:lls sollie of his lower end
technology software, and weapons, much of which he has pirated
and modified from his days at the Cybcrworks Network and
KLS Corporation. to other countries and industries. His major
client in the sale of high technology is Fabricators Inc, 1be
Usurper is on extremely good terms with the organization and
has used them himself on several occasions to help build his
hidden base and to acquire hard to find pans and equipment.
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He even considers a few of the organization's leaders 10 be his
near equals - as near as anybody can be (which isn't much).

Danilek is a brilliant, dangerous and methodical villain. His
every action brings him closer to his ultimate goal of world
domination. He is currently creating more of his deadly robots
and has plans to invade and conquer the small Central American
countJy of Spaniguala. 'The tiny nation has n:sisted his somewhat
more subtle advances and has branded him as an irresponsible
enemy of hum:rn rights for protecting the Usurper. He will make
them pay dearly for this insult and defiance.

In addition to building more of hili secret robot army (secret
to the world). ht: continues to build and train his human army
and to develop his counlry's financial and political power. He
has even subjected a d07.cn reasonably well trusted mi!itary of
ficets to a ml?dificd version of his human augmentation process,
giving them powers similar to his own. This bas several advan
tages. 'They can fIO!'C a... his super alteJ ego, the Usurper, give...
his military leaden. greaIer POWcf and makes Ulem beholden to
him. This adds IJ:Km:; super beings to his ranks.

The Usurper's Nation
Equal to a Super Network - Total A"ailabl~ Points: 320

A. Outfit..: #3 Open Wardrobe: S points
B. ~ent: #6 Unlimited Equipment for special agents: SO
poinlS
C. Weapons: #3 Armed Agents: 5 poinlS. This refers specifically
to his anny and not himself, robots, and special agents.
D. Bionics & Robotics: #2 Basic Sys~ms: 10 points
E. Vehicles: #3 F1~t Vehicles: 10 points
F. Communications: #4 Computerized: 15 points
G. Offices and Distribution: #4 Regional: 25 points, with limited
operations on an international basis; usually freelance mcn::enary
and criminal activity.
H. Military Power: #6 Major Strategic Force: 50 points
I. Super Powered Operatives: #3 A Few Regulars: 20 poinl.'i
J. Sponsorship: #2 Military (with Usurper at the head): 4 points
K. Budget #5 Big Bucks: 3S points
l. Administrative Control: #4 Agency ProtC(:tion (Usurper's
and diplomatic) for operatives: 25 poinlS

M. Internal Security: #3 Tight: 10 points
N. External Infiltration: #2 Rare Minor Traitor: 5 points
O. Resean::h: 14 Excellent Connections: 20 points
P. Agency Credentials: #3 Faceless: 5 points
Q. Agency Salary: #4 Good: 20 points
The Usurper's OpeniltjonlNatJon: 314 total points

The Usurper

Heal Name: Harrison Danilek
Aliases: T.O. Dogg. Harrison Caesar, Lupe Hernandez, Em~
peror Danilek, and the Usurper.
Alignmenl: Diabolic
Hit Points: 63, S.D.C.: 1B4
Weight: 230 Ibs (104 kg), Heighl: 6 ft, S inches (1.96 m),
Age: 36, St-x: Male
Attributes: I.Q. 23. M.E.24. M.A. 28, P.S. 25, P.P. 26, P.E.
18. P.O. 3, Spd. 24



Disposition: The ultimate egotist and megalomaniac. Thinks of
himself as far superior to his fellow man in intellect. will
power, strength. and physique. Supremely self-confident and
arrogant. he has yet to be defeated outright. A bona-fide
genius when it comes to the design and creation of weapons.
body annor. and other wildly imaginative devices. Feels he
is destined to rule the planet.

Experience Level: Tenth (10)
Combat Skills: Hand to I-land: Martial Arts
Attacks Per Melee: S~ven (7)
Bonuses: +2 on initiative. + 8 strike, + 14 parry. + 14 dodge,

+ 14 damage, + 13 puJllroll with punch or fall. Karate style
kick (ID8 damage), jump kick (critical strike), leap attack
(critical strike). Judo stylc body throwlflip: ID6 damage (vic
lim loses initiative and onc anack), knockout/stun on an un
modified roll of 18, 19. or 20, paired weapons, strike with
body blodJtm.:kJe: + 1 (does 1D4 damage), crushlsqucc7.c:
104 damage, entangle, pin/incapacitate on roll of 18,19, or
20, critical strike on an unmodified roll of 18, 19 or 20.

other Bonuses: save vs. psiunil.: ,ltlackJinsarlity +5, save vs.
coma/death +6%, !\avc v!>. poi!>onlmagic + 2, trust/intimidate
94%.

Weapon Proftclencles: Rclic!> on mutant powers and robots,
but can use any weapon Or gimmick found in lhe Fabricators
Inc:. section.

Super Power Category: Experimcnt
Major Super Ability: Foree field
Minor Super Abilities: Extraordinary menlal affinity, extraOr

dinary rncntal endurance, and energy expulsion: energy.
Special Powers From the Ex:ptrime~l: See power annor, and

i!> + 2 to save vs all poisons, loxins, drugs, gases, disease,
and magic.

Experiment Side EfTeds: Facial defonnity.
Education Level: Doctonlle

Scholastic Bonus: +35% + 9% I.Q. Bonus
Skills of Note: Boxing, wrestling, gymnas[ics (leap 28 ft veni

cally and 28 ft/8.5 m hllriwnLally, sense of balance 98%,
climb rope 98%, climb 9R%, back flip 98%, prowl 98%),
acrobatics (walk tightropelhighwire 98%, fearless of heights),
computer opemtion 98%, biology 98%, chemistry 98%.
anulytkul chemistry 98%, astrophysics 9R%, clectrical en
gineer 98%. sutveillance systems 98%, computer repair98%.
robot electronics 98%, mechanical engineer 98%, locksmith
98%, auto repair 98%, and robot mechanics 98%, languages:
English, Gennan. and Spanish 98%.

S«ondary Skills: Running, general athletics, body building.
advanced mathematicS 98%. navigation 98%, read sensory
equipment 98%, pHO[ automobilc 98%, lind first aid 98%.

Appearance: Black hair and a defonned, hlank face wilh Ii r.lit
for a mouth, two tiny hole!\ for nostrils. red eyes, and button
ears. Wears a steel blue and chrome body/power annor with
a royal purple cape. Evcn a.~ the Emperor, he weun; a mask
which he rarely n:muves. Anybody who gives off an lIudible
gilSp or shows any hint of rcvul!>ion toward his looks will
!>uffer his wrath (will be made tu suff..:r and/or be kille<J). His
dosesl companions arc his moots.

Occupation: Ruler of a small Soulh Americail cOllnltY, super
villain, lertOrist ;'lnd would-hc-world conqueror.

Body/Power AnnoI': Full suit of environmental pOwer amior:
A.R. 15, S.D.C. 150, wcight: 100 th!> (45 kg). Nuclear pow-
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ered (power pellet has a 10 year life span). An air filtration/ex·
changer system is included and a small oxygen tank allows
the Usurper to breathe underwater for up to two hours. -

The annor also augmenls the physical body, adding the
following bonuses to physical attributes: +20 to P.S. and
+4 to P.P. Running speed: 50 mph maximum (80 km), jet
thruster assisted leaps of up to 100 ft (30.5 m) vcrtically or
horizontally, The jct thrusters in the bools also allow stationary
hovering or flying at a maximum speed of 200 mph (321.8
km) and are gyro balanced. 1be boots also have magnetic
capabilities. allowing the Usurper to magnetically attach him
self to any iron or steel objcct.

The helmet has a buill-in t.argeting system for the foreann
laser (+ 3 to strike when engaged), infrared and ultraviolet
!>ensor'S, f:hennal imagers. telescopic vision, and a motion
delector (ability to detect motion depends Oil the size of the
object. Smaller than a mouse: 10%, rat sized: 20%, cat or
dog: 40%, small child: 60%. adult: 85%, car:90%, semi-trac
tor/trailer or larger: 98%. -range limit: 400 ftlI22 m).

A one 0/ (l kifl(J laser resislant body/power annor (lasers
weapons do half damage) originally dc!>igned by Danilck for
the U.S. miliWy. llle Usurper's antIor is b.'lsed on Ibe
technology of the K.LS Corporation's Glitter Boy prototype.
Note: TIle KLS annor is still only a protOtype and while it
has an A.R. of 15 and weighs 100 lbs. all its other featurcsl
bonuses are half thai of the Usurper's. The Ur.urper has six
of these suils in his private annory.

Body/Power AnnoI' Weapons: Foreann laser on the left ann
(range: 1200 ftl365 m), damage: SD6, attacks per melee:
equal to hand to hand attacks. Payload: effectively unlimited.

Relraclable metal alloy sabrt:, nearly indestructible,
sheathed in right foreann, inflicts 406 damage.

Other Weapons & vehicles: Any conventional ground or air
vehicle, as well as anything available from Fabricators Inc.

Avallahle Money: The national treasury has abou[ 140 million
dollars in ready cash, two billion in credit. 38 million in
private Swiss bank a(.;cOunts. 3.lld another 97 million tied up
in stQCks!holdings (including the K.LS Corporation and Fab
ricalol'S Incorporated) and growing.

The Usurper's Legion

Typical Super-Powered Officer

Rank: Colollel at highet - must be reii..(,;onably lru~tworthy.

Alignment: Miscreant or diabolic
Hit Points (average): 30. S.D.C. (average): 100+
We1xhl (averaj;;e): 200+ Ibs (90+ kg).
Height (average): 5 ft plus 306 inehes (about 1,8 m)
Average Age: 406+20 yC3J'!l, Sex: Male
Atlributes: I,Q, 23, M,E, 24, M.A. 28. P.S. 25, P.P. 26. P.E,
18, P.B. 3, Spd. 34
Dispositiun: Tough. resourceful, military minded, crave power

and glory for thcm~lvcs and their nation.
Experience Level (aventge): I D4 + 4
Combal Sk_lIIs: Ha_fld 10 H:~_fl(I~ Experl
Super Power Category: Experiment
Major Super Ability: N(lnl;
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~finor Super AbiJitia (always the same): futraordinary mental
affinity, extraordinary mental endurance. and energy expul
sion: energy.

Special Powers From the Experiment: Add 204 x 10 to
S.D.C., 306 to speed. and +2 to save vs all poisons, toxins,
drugs, gases, disease. and magic.

Experimenl Side Effects: Roll for one of the following:
01-20 facial disfigurement: reduce beauty to 104+ I
21-40 white skin color.
41-60 erll.l.y hero/villain: power by association (~Heroes

Unlimited, page 20).
61-80 grow 104 fcct taller and 206 x 10 pounds heavier

(add 606 S.D.C.).
lSl-OO insanity: roll on the obsession table (Heroes Unli-

mited, page 25).
Education Level: Military Training
Scholastic Uonus: .. 20%
Skills of Nole: Emphasis on weapon proficencies, militaIy. es

pionage and physical training.
Weapons: Any conventional military weapons, energy rifles,

and occasionill use of the improved XLR-5 power armor.

The Vanquisher Combat 801--------

The Marl: U Vanquisher Combat Robot is the Usurper's first
robot creation sincc faking his dcmir.e. 1ne manufacturing of
the robots is hoth expensive and time consuming, so he only
has a total of 48 completed. He hopes to build lind program at
least eight a ffiOmh. Once he bas 140 or more, he will consider
sending them in with his army to atlaCk the narion of Spaniguala.
The bois unquestionably obey the Usurper's every command
and address him as ·'Lord." He currently uses the bots to steal
large amounts of money and equipment he needs to further his
evil plans.

Tbe Mark 0 Vanquisher Combat Robot -------

Attribules of Note: LQ. 14: Standard anilicial intelligence.
P.S. 30. P.P. 18, Sp<J. 50 (35 mph/56 Itm).
He4:;bt: 6 feel, 6 inches (2,0 m), We.l#bt: 600 Ibs (270 kg)
Power Sourtt: Micro-fu.'iion powersystem-6 year life: span.
Robot Fe:litures:

<>ptiQi: L.1Ser wgeting, infrared, ultnlviolel, nisht vision,
and telescopic wilh n rnngc of2 miles (3 km). All olhet optics
have a range of 1600 ft (480 m).

Amplified Hearing: Can hear sounds as qutct a.'i 10 de
cibels IlS far away as 500 ft (152 m). The robot's computer
C"an recognize up to 5,lXX> mechanical sounds. such as car
and truck engines, gencratOni, l::ocking guns. etc, Add'i to
alcrtness and attacks.

Speech: lias the ability to speak and understand English.
TIle Usurper is cunently programming all new models tn alliO
speak and unde~land Spanish. The robol's speech palletnS
snund very synthcsil.cd ami lll>eltlOtional. The robot is prog
rnmmed to understand and respond to SOO different queslions,
demWlds, and statementS, Thc Usurper's roOOL'i can read their
programmed languages.

Fllahl Abilil)': The robot has relJaCtahlejet thrusters in its
bact. ItIK.I " p.3ir in the soles of its melaJ feel. 1be thruslers
allow slationary hovering or flying at a rn3J(imum speed of
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200 mph (322 km). Has the ability of jet thruster assisted
leaps of up to 100 ft (30.5 m) vertically or horizontally.

Weapons: I. One (I) retractable forearm sabre (right arm); 406
damage.

2. One heavy ion blaster in place of a left forearm and
hand. Damage; 606, effective nnge: 1200 ft (368 m). rate
ofr~; only three per melee. payload: effectively unlimited.

3. Optional use of lilly hand-held weapoo,

4. SpeciaJ Combat Feature: The one hand and both feet of
the robot have magnelic abilities, allowing it to magnetically
attach itself to any iron or steel object.

Combat Program: The basic data. as noted in Heroes Unli
mited, page 139, plus hand to hand: expen. climbing 90%1
70%, radio; basic 90%, pilot aUIomobile (jccp) 90%, pilot
truck. 90~, W.P. sword, W,I). revolver, W.P. automatic pis
tol, W.P, rifle, W.P. automatic rine, W.P. energy pistol.
W.P. energy rifle. •

S.D.C. By Location:
Hand (I) - 10
Ion Blaster (I) - 25

Arms (2) - 50 each
Forearm Blade (l) - 10
Legs (2) - 100 eacb
tHcad - 50
"Main Rtxly - 300
• Destroying the head of the robnt will eliminate all uptics.

In most cases, the bot will automatically shut down when the
optics are destroyed or it may continue to battle blindly. Nole:
The head is a small and difficult target to hit, especially 00
a moving target. Thus, it can only be hit when the anacker
makes a "called shot" and even then, the attacker is -2 to
strike.

.. Depleting the S.D.C. of the main body will effectively
t!eslrOy the bot. shutting it down completely.

Attacks Per Melee: Five (S) hand to hand attacks or actions
per melee. Combat skill is equal to hand to hand: expert.

Hand to Hand Combat Damage:
Restrained Pooch: 206 damage
Full Strength Punch: 406 damage.
Kick: 4D6 damage
Body Block.: 3D4 damage
Judo Throw: 306 damage

BonLL'ie5: +2 un iJlitiative. +3 strike, +4 PillT)I, +4 dodge,
+ 15 damage, and +2 to roll wilh impact/fall. Also has a
kick attack doing 41)6 damage and CRn use paired we.lIpons.
perform entangle and Judo body throw/nip (306 damage plus
the usual penalties). Critical Sbike on an unm£Xl.ified roD of
18. 19, or 20.

The Mark I nestroyer----------

The Mark I I)e.<;troyer Combat Robot is a modified vel'$ion
of the Vanquisher. It is larger, bigger, has more armor and a
panicle beam weapon. However, it is also sluwer. Only two of
the$e ptotOlypcs exist, and the UslltpCr has not yet decided
whether or not he's going to ma.'iS produce tl\cm.

The- l'ttark I Dstroyu .Rubot - Prototype-
AUr1bulH of Note: I.Q. 14: Standard iU1ificial intelligence.
P.S. 00, P.P. 18, Spd. 33 (22 mph/36 km).



Heighl: 8 feet (2.4 m), Weighl: 1200 Ibs (540 kg)
Power Source: Micro-fusion power system-6year life span.
Robot Features:

Optics: Laser Iargeting, infrared, ultraviolet, night vision,
and telescopic with a range of 2 miles (3.2 km). All other
optics have a range of 1600 ft (480 m).

Amplified Hearing: Can hear sounds as quiet as 10 de
cibels as far away as 500 ft (152 m). The robot's computer
can recognize up to 5.<XX:l mechanical sounds, such as car
and truck engines, generalors, cocking guns, etc. Adds to
alcrtness and llUacks.

Speech: Has the ability to speak and undcl"5tand English.
The Usurper has programmed both units to also speak and
understand Spanish. The robot's speech patterns sound very
synthesized and unemotional. The robot is progral1Uned to
understand and respond to 500 different questions. l1emamls,
and statemenls. The Usurper's robots can read their program
med langu.il.ges.

Fllghl Ability: None
Weapons: I. One (I) retractable forearm sabre (right arm); 406

damage.
2. One particle beam blaster in place of a left foreann and

hand. Damage: ID6x 10, effective range: 2000 ft (610 m),
rate of fire; only twice per melee, payload: effectively unli
mited.

3. Optional use of any hand-held weapon.
4. Special Combat Pearure: The one hand and both feet of

the robot have magnetic abilities, allowing it to magnetically
attach itself to any iron or steel nbje<:l.

Combat Program: The basic data a.~ noted in Heroes Unli
mited, page 139, plus hand to hand: cxpert, climbing 90%1
70%, radio: basic 90%, pilot automobile Geep) 90%. pilot
truck 90%, W.P. swortl, W.P. revolver, W.P. automatic pis
tol, W,P. automatic rifle, W.P. heavy, W.P. energy pistol,
W.P. energy rifle.

S.D.C. By Location:
Hand (1) - 25
Particle Beam Arm (I) - 50
Anns (2) - 70 each
Forearm Blade (I) - 10
Legs (2) - 140 each
·Head - 70
....Main Body - 500
"Destroying the head of the robot will eliminate all optics.

In most Ca.'iCS, the bot will automatically shut down when the
optics are destroyed or it may continue to battle blind. Note:
The head is a small and difficult target to hit, especially on
a moving target. Thus, it can only be hit when the attacker
makes a "called shot" and even tht:n, the attacker is - 2 to
strike.

"'Depleting the S.D.C. uf the main body will effectively
destroy the bot, shutting it down complctely.

Attacks Per Melee: Four (4) hand to hand attacks or actions
per melee. Combat skill is equal to hand to hand: expert.

Hand 10 Hand Combat Damage:
ReSlJil.ined Punch: 306 damage
Full Strength Punch: 606 damage
Kick: 506 damage
Body Block: 306 damage
Judo Throw: 306 damage
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Bonuses: + Ion initiative, +3 strike, +3 parry. +3 dodge,
+ 25 damage, and + 2 to roll with impact/fall. Also has a
kick attack doing 406 damage and can use paired weapOns,
perform entangle and Judo body throwlflip (306 damage plus
the usual penalties). Critical strike on an unmodified roll of
18, 19, or 20.

The H.D. Android -----------

The H.D. android is Professor Danilek's most advanced cre
ation. II looks completely human and completely like him. It is
u$Cd to act as his ~cret substitute when he's away as the Usurper.
The android is programmed to mimic the despot ruler in every
way, othcr than his super abilities. So far nobody has a clue
about its cxistence. A second android is hidden fn a secret lab
oratory, but is only half finished.

The H.O. Android - Protolype
AUribut~ ur Nute: I.Q. 16: Advanced artifi~al intelligence.
P.S. 25. P.P. 26, Spd. 34 (22 mphi36 kID),
Helghl and Welghl: Same as the Emperor
Power Source: Micro-fusion power system-6year life span.
Experience Level o( the Android: Secoqd (2)
Robot Yeatuce:s:

Optics: Laser Iargeting, infrared, ultraviolet. night vision,
and telescopic with a range of 2 miles (3.2 kIn). All other
optics have a mnge of 1600 ft (480 m).

Amplified Hearing: Can hear sounds as quiet as 10 de
cibels as far away as 500 ft (152 m). The robol's computer
can recogni7.e up tn 5,000 mechanical sounds, such as car
and truck t:ngint:~, generators, cocking guns, etc .. Adds to
alertncss and llrtacks,

Speech: Has the ability to speak and understand English.
The voice sound exactly like Danilek and human in every way.

Weapons:
I. Retmctable claws (right hand): 1D6 damage.
2. Wrist blastcr (left foreaml - 306 damage, range: 660
ft/195 m, nile uf fire: equal to hand to hand, payload: effec
tively unlimited.
3. Camera eye (left)
4. Optional use of any hand-held weapon.

Programs: The basic combat program. investigative program.
and social science progmm. See Heroes Unlimlled, page
139, for details on skills. Specific skills will be selected to
mimic the Emperor's.

S.D.C. By Location:
Hands (2) - 10 each
Arms (2) - 50 each
Legs (2) - 100 each
*Head - 50
"+Main Body - 200
• Destmying the head of the android will eliminate all

optics, but the android will continue to battle blind. Note:
The head is a small and difficult Iarget to hit, especially on
a moving Iarget. Thus. it can only be hit when the attacker
makes a "caIJed shot" and even then, the attacker is -2 to
strike.

*" DepIcting the S.D.C. of thc main body will effectively
destroy the bot, shutting it down completely.

Attacks Per Melee: Five (5) hand to hand attacks or actions
per melee. Combat skill is equal (0 hand to hand: expert.



Hand to Hand Combat Damage:
Reslr1lined Punch: 206 damage
Full S~ngth Punch: 406 damage
Kick: 306 damage
Body Block: 304 damage
Judo Throw: 206 damage

Bonuses: +2 on initiative. +4 strike, +5 parry, +5 dodge,
+ 10 damage. and +3 to roll with impact/fall. Also has a
kick anack doing 406 damage and can u.o;e paired weapons,
perform ent4tngle and Judo style body throwlflip (306 damage
plus the usual penalties). Critical strike on an unmodified roll
of 18. 19, or 20.

The Vehement

Jean CI,l\ldc Dupre is a former anti-terrorist and espionage
specialist with the Canadian Army who W8.~ unceremuniously
dnnnrned out of the military after being accused of being gay.
One of his commanding officen feared for his own career when
Dupre threatened to expose his double life. lbe omcer was later
found murdered, Dupre is the number one suspect.

The greedy Dupre turned to crime as a means to make the
large amounts of money he feels he deserves. For a period of
time he worked exclusively for a large criminal cartel in Quebec,
Canada. His espionage background hclped to quickly propel him
to the top of the assassination and espionage branch of the cartel.
Unfortunately, Dupre's lust for wealth enticed him to skim large
amounL'i of money from the mob. When his treachery was dis
covered, he was cap(urcd and sealed, alive, in a radioactive
wa~te drum lUld dumped into the SI. Lawrence River. Luckily,
the river's strong current drove thc drum into a sunkcn ship and
smashed open the lid. Dupre survived and was found washed
ashore by a fishennan. However, the events. and ~rhaps the
exposure to the radioactive waste, triggered 3. change in him and
instilled some stnulge mutant powers. He kept his powers sec:::ret
and slipped aWIlY, one night, from his police g1,.larded hospital
room.

Dupre disappeared for several months while he learned about
his new found abilities. When he resurfaced. he was wearing a
costume and called himself the Vehement. His frrst crime as
Vehement was one of revenge against the mob. Jtilling the heads
of lhe canel who ordered his death. Vehement is wanted by
Canadian and U.S. authorilic.~ for numerous hank heists, rob
beries. murders, and assassinations. He occasionally freelances
for criminal organizations and, if l:he price is rigbt, third world
governments. corporations and individuals. His fees an: exorbit
ant. Vehement will DOt evcn consider a simple job for less than
200,000 dollars (he'll consider these low end jobs if the 8.\Sign
ment sounds like it will be fun. easy or profitable in some
additional way). His usual fees range frum half a million tu two
million dollars depending on the risk and costs of preparation.

Real Name: Jean-Claude Dupre
Aliases: Many, but the most commonly used are Pierre Faucher,
LaMont Dunham, and Vehement.
Alignment: Miscreant
Hit Points: 52, S.D.C.: 142
Weight: 2351bs (106 kg), Height: 6 ft. 4 inches (1.93 m). Age:
24
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Attributes: I.Q. 12. M.E. 9, M.A. 12, P.S. 30, P.P. 13. P.E.
20, P.B. 19, Spd. 23. The PS can be considered to be super
natural.
Disposition: Mean. vindictive, most deadly wben angry and a

cold blooded killer. He can be disarmingly charming. but
also overconfident and cocky; takes unnecessary risks. Re
sents authority figures, especially military and law enforce
menl officials. He is obsessed with the acquisition of wealth,
surrounding himself with it and stockpiling it at every ehance.

EIperieoct' Uvel: Ninth (9)
Combat Skills: HlUld to Hand: Assassin
Attacks Per Melee: Seven (7)

Bonuses: + 2 to strike, +6 parry, +6 dodge. + 19 damage,
and + 8 to pulVroll with punch or fall. + I to strike with
body blockltackJe (does 104 damage). Croshlsqueez.e does
104 damage, kick attacks do 106 damage. Can also entangle
or pin/incapacitate on a roll of 18, 19. or 20. Critical strike
on an unmodified roll of 19 or 20 and knockouthitun on an
unmodified mil of 17-20.

Other Bonuses: + 20% save vs comaldeath. +3 save VI' poison!
magic. and 45lJJ to charmlimprt;ss.

Super Power Category: Mutant
Major Super Ability: Disruptive touch •

Minor Super Abilities: Energy resistance, impervious to fire
and heat, and e:\!raOrdinary physical strength.

Unusual Physical Characteristics: Glowing eyes
Education Lev~l: Military Specialist
Scholastic Bonus: + 20%
Skills of Not~: Detect ambushes 98%. detect concealment 98lJJ.

tracking 98'1>, interrogation 98%. intelligence 98%, pick locks
98%, boxing, wrestling, prowl 98%. W.P. revolver, W.P.
automatic pistol, W.P. semi ami fully automatic rifle, W.P.
rifle, W.P. sulrmachinegun, W.P. energy pistol, W.P. energy
rifle, W.P. knife, W.P. paired weapons, and W.P. targeting.

Secondary Skills: Running, general athletics, body building,
swimming 98%, pick pockets 75%, fIrSt aid 98%, pilOl au·
tomobile 98%, languages: English 98% and his native lan
guage is French 98%.

Appeanmu: A large, muscular French Canadian with sandy
hair and glowing pink eyes. Wears a costume of purple, pink,
and white.

Ottupation: Professional criminal, assassin and espionage
agent.

Weapons: He commonly carries a heavy ion blaster (4D6),
standard laser rifle (606 damage), 9 mm mini-Uzi (206 dam
age), and a pair of throwing knives. Also uses a large range
of other weapons as they relate to weapon proficiencies.

Vehicle: Owns a Mercedes Benz sports car souped up for greater
speed, plus A.R. 15, S.D.C. 750. and coocealed 7.62 mm
machinegun (300 rounds). But will use, rent. and steal all
types of vehicles depending On his needs.

Body Annor: He may use a variety of different armors depend·
ing on the mission. or none at ail. Owns all the light and
heavy types of annor.

Available Money: Has a cash reserve of aboot 750,000 dollars
and a million tied-up in stocks.
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Adventure
Outlines & Ideas
To Protect the Protector
A Scenario Outline
By Julius Rosenstein & Kevin Siembieda

Basic Plot.: 1be famed super hero. the Protector, has been
anackcd and seriously injured by person or per~ms unknown.
1be ProleCtor is in the hospital in critical condition, but still
clings to life. The police fear that his assailant(s) will try to
finish the job while he is helpless 10 defend himself. The au
thorities have the hospital heavily guarded. including SWAT
learns. but fear that they may need more than their standard
units. They have requested a S.C-R.E.T. but none are presently
available. This is all big news and the story has made it to me
national news. lbe media, particularly TV news, is on the scene,
reporting events, giving updates on the Protector's condition,
public concerns and rumors as they happen. Consequently, all
local super heroes, vigilantes and villains will be alerted to
whal's going on. Heroes should be so concerned thaI they will
arrive on the scene (perhaps secretly) to help protect the Protec
lor.

Setting: This adventure lakes place in (and around) a large
metropolitan hospital andlor the city in general. 11le ProteclOr
is confined to the intensive care unit (ICU), but the entire hospital
could be endangered by an attack from super beings.

Possible subplots (use one, use several, or none at all): l. One
(or more) of the player characters may be a friend, acquaintance
or former protege of the Protector, and will have greater motiva
tion to guard him.

2. 1be super villain(s) responsible have no intention of further
attacks on the fallen hero. He/they have deliberately set up this
situation to draw the media's, police's, and heroes' attention
away from their true target (or to draw out their true target).
This target may be one or more of the player characters, an
important personality, another hero a rival villain or gang, or
perhaps this can serve as a distraction for an epic theft or act of
sabotage (this would have to be really big).

3. Of course, the Protector could really be the target and those
responsible will come finish what they've started. They may
cause damage/trouble elsewhere to distract the police from guard
ing the Protector.

4. NOI only is the person(s) responsible for the initial attack
going to try 10 kill the Protector, but several other villains have
decided to try to kill him while he's 100 hun to fight back. Game
Masters can add as many villains as reasonable.
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5. Speaking of other villains, while everybody is guarding
the Protector, criminals, especially super humans. maylake this
opponunity fo plunder the city, Heck, a mini-crime wave could
sweep the city over the next week or two until the Protector can
be moved to a safer locale. Even out of town "rillains might fly
in to see what opportunities they can take advantage of.

6. 1be attack on the Protector was just the first of many
intended "hits" on other heroes. The villains have decided to
wage an all out war against their super foes and intend to kill
as many as they can.

7. The attack was launched by a secret group who hates
mutants and intends to destroy all "mutant freaks." The player
characters may be ne~t.

One Possible Adventure
When the heroes arrive at the hospital, the Protector will be

in the ICU, comatose and helpless. The Protector's condition is
such that he canoot be moved; nor, will his surgeon, Dr. Mor
risey, allow any of the heroes into the room where the Protector
is being kept. Morrisey's actions may seem suspicious to the
heroes, bot he's IlOI in league with the villains, he's just a
cantankerous old doctor who sincerely feels that his patient will
best recuperate if left by himself. G.M.'s note: Feel free to play
Morrisey as a red herring.

After a shon period of waiting (allowing the players to take
whatever precautions they wish), the hospital will fall under
attack by those out 10 gel the Protector-. 'They can be pan of an
organization, spy-like assassins. or- super villains from this book
or- the Game Master's own creation. 'They can attack in force as
a group, alone, or- be scattered throughout the hospital in pairs
or lone individuals. all intent on getting to their target. 1be
attackers are more than a match for the norma1 police, which is
why our heroes are present.

Once the anacks have started, Dr. Monisey will allow any
medically competent super being to stay in the Protector's room,
all others must still stay outside because his condition is too
delicate. The doctor will try to remain with his patient unless
another medical emergency calls him away (people getting seri
ously hurt will do the trick).

All of the attackers who are nOl apprehended by the heroes
or the police will fmally retreat if their opposition is too strong.
However, they will try again, perhaps using greater force andlor
numbers, or try a more subtle means of attack. GM's Note: Do
heroes and/or police try to pursue the fleeing villains'!

Combat SubplOl: While the battle rages outside, a nurse who
has been paid off by the criminals or who is a hired assassin

•



(super or not) enters the ICU and attempts to kill the Protector
by injecting an air bubble or poison into the Protector's
bloodstream (causing his death), or by turning off his life s.upport
machines. The character(s) left inside or near the room must
stop the assassin. Failing this they will have a medical emergency
and must try [0 save the Protector using their medical skills,
powers and ingenuity. This will require a medical roll on the
player's part. G.M. 's Note: Roll to detennine whether the f'ro.
tector survives by rolling to save vs coma/death. A successful
series of rolls means the hero is still comatose but, for the
moment, in stable condition.

Possible outcome 1-Victory: lftheplayercharacterssucceed
in resoundingly smashing the first (and possibly second) assas
sination attempt, but all or most of the villains escape, the villains
will cut their losses and leave the Protector alone, at least for
the present. Of course, if all or most of the perpetrators are
defeated and captured, the story ends happily at this point, de
pending on subplots (other villains might attack, city-wide crime
wave, etc.). The heroes enhance their reputations and gain a
friend in the Protector.

A close battle will mean the villains will try at least one more
time and possibly a third.

Possible outcome 2-Defeat; [f the Protector is killed, the
reputations of the player characters are likely to suffer. Although
the authorities may realize that the characters did their best, they
may be regarded as "green" or incompetent. A worst case
scenario is that the media brands them as "losers," or incompe
tents or even pawns, or villains whose actions contributed to the
Protector's demise. Vigilantes will be especially suspect and
lambasted as dangerous. The authorities will be reluctant to
entrust them with any future missions.

The Aftermath (in either case); The players have just made
enemies of the villains they have encountered.

Continuing the Adventure: The vilJains who escaped may try
to rescue captured comrades. Or the heroes may decide to track
down and apprehend the rest of the gang; captive members of
the super villains' group will not willingly cooperate. Aunkies
don't know enough to be of much help. Or the villains may
crave revenge, or may decide to eliminate these potential future
threats one by one at a later date.
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Quick Stat NPC Outlines

Doctor Morrisey
This is the crusty, old physician treating the Protector.

Alignment: Scrupulous
Hit Points: 54, S.D.C.: 10
Attributes of Note: I.Q. 17, M.E. 19, P.P. 22, other stats
average.
Disposition: Overbearing, grumpy, bossy.
Combat Skills: No special training. Two attacks per melee.

W.P. knife.
Level of Experience: 10th level.
Skills of Note: Medical doctor 98f91 %, criminal.scien~eJforen

sics 98%, pathology 98%.
Note: Despite the exasperation to the players, the doctor is an
innocent bystander.

Average S.W.A.T. Officer
Alignment: Scrupulous, Unprincipled or Anarchist
Hit Points: 32, S.D,C.: 30
Attributes of Note: I.Q. 12, P.S. 17, P.P. 15, Spd 18, other
stats average.
Disposition: Cool and aloof, serious attitude.
Combat Skills: Hand to Hand: Expert, fOUf attacks per melee.
Level of Experience: 5th level.
Skills of Note: Sniper, W.P. revolver, W.P. automatic pistol,

W.P. rine, W.P. blunt, climbing, general athletics, first aid
75%.

Note: Don't trust vigilantes. suspicious of unknown heroes.
They are wearing riot jackets (A.R. 10, S.D.C. 60) and 75%
are armed with M-16 rines (406 damage), 25% with Smith &
Wesson 12 gauge shotguns (506 damage), all have nightsticks
and 9 mm automatic pistols.

The Protector -------------

Alignment: Scrupulous
Hit Points: 46, S.D.C.: 10
Attributes of Note: I.Q. 15, M.A. 24, P.S. 22, P.P. 21, P.B.
20. Spd 24, other stats average.

Disposition: Brave. kind, tnJstwonhy and lawful.
Combat SkiDs: Hand to Hand Expert, seven attacks per melee
Level of Experience: 9th level.
Superpower Category: Mutant
Major Super Ability: Negate super powers (see NEW super

abilities)
Minor Super Abilities: Energy expulsion: electricity and control

static electricity.
Skills of Nole: Acrobatics, general athletics, boxing, climbing,

and W.P. blunt.
Note: Obviously he doesn't come into play until he fully recovers
1D4 months later. Although not as powerful as some super
humans, the Protector is a popular and trosted hero who works
with the local police and the government.



The Dragon's Talisman
A Scenario Outline

By Julius Rosenstein
Assisted By Kevin Siembieda

Basic Plot: TIle Talisman orthe Dragon King is a fabled magic
artifact of great power. It has been in the safekeeping of monks
at a Tibetan temple. but has been recently stolen! An evil wizard
wanlS to use its considerable powers for his own purposes. The
players must prevent Ihis from happening.

Setting: This advenlUre can lake place in the Orient. in Europe,
the States or just about anywhere. An Orienlal sening will add
to the mystical and exotic atmosphere whether the actual location
be a city in China, KOR:a, Hong Kong or in the: Chinatown of
lhe character's own home city. However. this adventure should
take place near a large body of water (for reasons which will be
explained lalcr).

Possible subplots (use one, use several, or none al all): J.
Chiang Six (see villain section for description) learns about the
talisman and covets it for himself. He bas had firsthand experi
ence with the talisman 6()(X) yean; ago and will do whatever it
lakes [0 gel il. This can lead to all sorts of complications and
trouble. This means our heroes may find themselves up against
several villains.

Chiang is likely to first send a group of super powered mind
slaves 10 gel !he Ialisman while be waits close by. Andlor he
may dupe or enchanl one or more of the player characters or a
key NPC. Ultimately, the group may have to fight Chiang Six
himself. 1be mosl dramatic way to introduce Chiang Six is to
have the heroes play out the basic adventure as presented here,
then as [hey seem [0 have triumphed in [his adventure, Chiang
and/or his minions make their appearance and Ihe conflict con
tinues with a sel of new viUains.

Note: If Chiang Six becomes involved, Gollock will pursue!
fighl him. After a while. he will realize exactly what Chiang
really is. which will frighten him, but he'll not waver from his
IaSk.

2. Another villain. group or organization wants the talisman
and tries to get it at some point, perhaps while on route back to
Tibet.

3. The wizard learns of the player characters' presence, makes
first contact. and dupes them inlO believing thai he is the cham
pion sent 10 retrieve the talisman and relurn it 10 the monastery
(despile his alignment). He then gets them 10 help him find the
Ialisman and 10 fight Gollock. the true champion sent to slOp
the wizard from gening the sacred article.

4. A member of the Chinese underworld has acquired the
lalisman for his collection of Chinese artifacts. He has no idea
how to use the magic and won'l believe any "foolish legends,"
He has paid two million American dollars for the rare artifact
and will NOT part with it for any price under 30 million dollars
(it's obviously even IJ'lOfe valuable than he imagined). All parties
involved will have to fight with this guy's henchmen. which
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mayor may nOl include super humans, cyborgs, robots or mer
cenaries.

One Possible Adventure
The first flint the heroes will have that anything is amiss will

occur when chancten with psionic or magic powers have
strange, disquieting dreams about d..agoos, stOrms, evil forces,
and greal destruction unless they do something to stop it. (GM's
note: 1be dreams should deliberalely be kept vague, but menac
ing enough to get the characters to take action).

If the player group has no psionic chaJ;aCters then a friend or
an associate might contact them with the warning of the dream.
Or the GM can select the most sensitive Or moral hero and give
him the dreams. These dreams are warnings and a call to arms
sent by the Tibetan keepers of the dragon talisman, in hope that
other champ;OI1s of justice/good rise up to aid them in the recov
ery of the stolen artifact. The dreams will also infonn the charac
ters that the "horrible danger" is at a particular locatiOn/city and
the image of the Dragon King talisman is burnt inlO their memory.

Arriving at the c:ity In tbe dreams, the character(s) who
have had the dream will instantly know that they are in the right
place. Eventually, the heroes will encounter a closemouthed,
clannish group of Chinese people who seem frightened at the
mention of the Dragon King's talisman or any mention of the
dream (which they'll perceive as a vision). At the same time,
it is apparent that these people know something about the talisman
and the danger it represents. They will initially refuse to gel
involved and are genuinely scared of something (there should
be tension that the heroes can easily notice). However, persis
tence, compassion and a successful trust or charm roll for a hero
with a high M.A. or P.B. (or heroes with an outstanding repu·
tation), should win over some of them and they will reveal the
following scanty bits of information.

I. There have been two notable strangers in the area, one is
suspected of being a wizard.

2. Odd occurrences started the moment these two arrived.

3. One of the strangers is a middle-aged Otinese man who
has been asking around the anlique shops and booksl~ about
old Chinese writings (GM's Note: This is Chang TSll. the magi
cian). He makes people around him feel uneasy.

4. The other is a man in his early 30's. muscular, soft·spoken
and speaks with a Tibetan accent (GM's Note: This is Gollock,
the martial artisl sent 10 retrieve the talisman).

5. The Tibetan seems very interested in the other man and
may be searching for him. He seems to inspire confidence in
the people whom he meets.

6. 1bey can also tell the heroes some of the legends about
the talisman's powers and history.



A check of the local antique shops and used bookstores will
help put the heroes on the tra.il of Gollock. It is his mission, in
descending priority, to stop the talisman from being used for
evil, recover it and return it to the temple in Tibet where it can
be kept from falling into the wrong hands. LastJy. he is to destroy
Chang Tsu for the safety of mankind. He will gladly accept aid
from outsiders, particularly those who have received the "sacred
calling" signified by the dreams. However, he will nol tolerate
their interference in slaying the wizard and will use physical
force to subdue anybody who stands in his way. Note: Gollock's
loyalty is 10 the Abbot of the Temple of the Dragon King. He
is not concerned with the laws of any country.

Gollock will be up front about who he is and about his mission.
If the players don't make a point of adhering to the constraints
of the law or of insisting that the talisman, if recovered, be either
turned over to the local authorities, kept by one of them, or
destroyed, then Gollock will work with them very smoothly.

If the players alienate Gollcek through their words or actions,
he will leave them and continue his mission on his own. If this
comes to pass, he will regard them as rivals or fools who do
not understand the danger, and use his stealth skills to shadow
their movements. His main concern is to recover the talisman.
Gollock is likely to appear during the player characters show
down with Chang Tsu and help them fight, or kill him.

Important Note: AI some point the player group will find a
shop or individual who cheerfuUy repons that he did have the
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talisman and sold it to a gentleman who fits the description of
either Chang Tsu or the underworld figure suggested in the
subplot section, but no matter what, Otang Tsu does finally get
the talisman, which leads to the climactic confrontation with the
evil wizard.

Confronting Cbang Tsu
Working with GolJock, or a very determined effon without

him, should allow the players to finally track down Chang Tsu
in his lair. How many days il takes to track him down will
determine if Chang Tsu has mastered the final power of the
talisman. He will be somewhat less powerful if be has not mas
tered the final power, resorting to his own formidable magic
and some of the talisman's other powers.

Chang Tsu's Ogbting tactics: FiTst, he will use defensive
spells on himself (armor of Ithan, mystic shield, the shield from
the talisman, etc.). l\ext, if he has had the talisman for seven
days or more, he will summon fanh the'dragon from the talisman.
Otherwise he will anack using his own magic and whatever
powen are available from the talisman. In any case, if he sees
Gollock, he wiJI regard him as his primary opponent and attempt
to slay him first. Chang Tsu will rely primarily on magic, but
if the battJe seems to be going in his favor, he will use the
Strength and Axe powers of the talisman to engage in hand-to
hand combat. If the battle goes very badly, he will attempt to
escape either through flight or by means of a magic teleponation
spell. Note: If the magician doesn't feel outclassed, he may
engage in hand to hand combat using the talisman's powers
against them first (he's still experimenting with his new toy).

The Dragon's tactics: 'The dragon released by the talisman
will try to fly up and attack his foes from the air. 'The dragon
is overconfi~nt and will not believe thai any puny humans are
a threat to him. Suffering 60 points or more of damage in a
single melee will convince him otherwise and he will become
less daring and more sinister, like threaten innocent bystanders
and taking a hostage. The dragon will cheerfully commit al sons
of mayhem unless stopped. Note: When the dragon is reduced
to 60 hit points he disappears back into the talisman/dimension
and cannot be summoned again for 48 hours. The dragon, al
though obedient to whomever wields the talisman, despises any
human who dares to control him and is not obligated to endanger
his own life to aid his master.

After the batUe. regardless of the outcome, the dragon, if
still alive, will follow the commands of the bolderof the talisman
and can be returned into the talisman at any time. (C.M.'s Note:
Don't let the players know this, it's best if they feel that the
dragon will be a menace to mankind indefinitely unless they can
defeat it).

Possible outcomes: I. If Chang Tsu (or any wizard) escapes
with the talisman he will become so powerful that he may even
tually tum into the most dangerous villain on Earth. If not
stopped, he could wreak much havoc on the world.

2. If the talisman is recovered and Chang Tsu survives, the
players will have made a new enemy who will definitely seek
revenge. Thankfully, be will be a mucb less powerful enemy
than be was when wielding the power of the talisman. Chang
Tsu will hole up somewhere to lick his woonds, regain his
strength, and plan his revenge for another day. As loog as Chang
Tsu lives, Gollock will punuc: him, so the characten may not
have seen the last of him either.
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3. If the talisman is recovered and Chang Tsu is killed, 001
lock's mission will be done and he will depart 10 return the
talisman to the safekeeping of the Tibetan temple. Players who
object will be regarded as foes. Characters of a good alignment
must acknowledge that the talisman belongs to the Tibetan monks
and may even accompany Gollock to insure its safe return. Those
who may ip"gue that lhe monks dido '{ protect it very well will
have to concede that the talisman has been safe in the monks'
custody for over 3000 years. A pretty good record by any meas
ure. Gollock will graciously accept the company of those who
fought at his side.

GM's Note: Special Outcome: Don't let the players know in
advance, but any characters who go to the Temple oflhe Dragon
King will be treated as honored guests. Each will be given a
sacred chann which will allow the monks to warn them of other
supematural dangers and provides the bonus of + I to save vs
magic. Any character who wishes to stay and study the martial
arts may do so. After one full year of non-stop training (assuming
the character has that much time), he will have gained the follow
ing modificationslbonuses: + I to M.E., M.A., P.E. and + I
on initiative, + I to pull/roll punch, and +6 to speed (+5 to
CHI of Ninjas & Superspies characters)

Quick Stat NPC Outlines---

Chang Tsu - The Wizard
AJignment: Miscreant
Hit Points: 43, S.D.C.: 50
Attributes: J.Q. 14, M.E. 13, M.A. 12, P.S. 10, P.P. 16, P.E.
14, P.B. 12, Spd. 1l
Disposition: Selfish, arrogant, cruel, deceitful, and power hun
gry.
Combat SkiDs: W.P. knife.
Level of Experience: 7th
Super Power Category: Magic - Wizard
Hand to Hand Combat: Basic, five attacks per melee, + I to

strike, + 2 to parry/dodge. +2 to puIUrolI with punch/fall/im
pact, +2 to damage, kick does 106, critical on natural 19
or 20.

Magic Combat: Can cast a total of 12 spells per day (plus
talisman), can cast as many as four (4) spells per melee. and
opponents need to roll a 15 or higher. He is +2 to save vs
spell magic, recognize enchantment 84%, sense magic 48%,
and has a hawk as his familiar.

Magic SpeUs: Annor of Ithan, carpet of adhesion, fire ball,
wind rush. breathe without air, levitate, exorcism, mystic
shield, negate magic, eyes of the wolf. see the invisible,
globe of silence, invisibility (self), sphere of invisibility, sor
cerer's seal. stone to flesh, teleport (self), and tongues.

Note: He has litlle regard for the lives of others and he believes
the end justifies the means. In this case he craves the power of
a god so that the world and everything in it becomes his plaything.
Gollock is an old adversary who he will delight in seeing slain.

The Talisman of the Dragon King

This ivory token bears the intricate figure of a dragon. The
holder of the magic object gains a new power every day that it
is in his possession until he wields all of its powers. There is
no limit, other than as listed, to how often a power can he used.
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I. Axe: A mystical axe can be summoned out of thin air. The
axe is +6 to strike when thrown, automatically returns, does
606 damage, and can cut through almost anything. -.

2. Boat: A magical rowboat will appear. Although there seems
to be no motive power for this boat, it will transport its creator
through the water at a speed of 40 mph and protect him from
any foul weather. including hurricanes and tidal waves.

3. Shield: A mystic shield like those used by the knights of
old will appear 10 protect the bearer of the talisman. A.R. 18,
S.D.C. 180, and provides the bonuses of +2to parry and +2
to save vs magic and psionic anack.

4. Wind: A double strength wind rush (120 mphll92 Ian) can
be created and acts like the wind rush spell bUI this wind lasts
ID6 melee rounds.

5. Strength: The equivalent of a strength ofUtgard Loki spell,
this gives its wielder a P.S. of 21, P.E. Qf 21, and Spd of 24
with all accompanying bonuses and one additiooal hand to hand
attack per melee.

6. Hight: Can fly at up to 50 mph - unlimited duration.

7. Dragon: One of the talisman's most impressive powers, it
summons a Dragon from dimensional stasis,to do the summoner's
bidding. This dragon is a young Palladium RPG/Rlfts fire dra
gon with a bad attitude. Although resentful of the summoner
who brought him here, he will, with great relish, accept any
orders which involve wreaking havoc. Will disappear when hit
points are reduced to 60 or less (no S.D.C.). Alignment: diabolic,
natural A.R. of 14 (any strike lower does no damage), hit points:
190. fly at 60 mph (96 Ion), impervious to heat/fire, metamor
phosis/shape change. attacks per melee: five, damage: bite 406,
claws 306, fIre breath 506+6 (40 ftl12.2 m range). Psionic
powers: All minor psionics. Magic knowledge equal to a 300
level wizard and only knows these spells: Fire ball, globe of
daylight, swim as a fish, exorcism, tongues, and invisibility: self.

8. Control Elemental Force: Water: Basically the same as the
super ability. only the duration, range, area affected and damage
are all doubled.

9. Open Dimensional Rift: The true danger lies in the ability
to open a dimensional rift when at a ley line nexus point. This
will inevitably allow extra-dimensional monsters to come to
earth at a rate of 106 per hour (use any of the monsters from
any Palladium game or create some using the Random Mystic
Creature Creation Table in Heroes Unlimited. page 106).

Chang Tsu does no! yet know of this final power, but his
studies have given him some clues. The longer he possesses the
talisman, the more chance he has of discovering this power.

GoUock - Dedicated Martial Artist

Gollock is a small Asian man in his early 30's. Although he
does not look prepossessing to the casual observer, a trained
fighter will recognize Gollock as a martial artist. He wears loose·
fining clothing for easy movement.

Although Gollock is a basically good person. his flf'St duty is
to his temple. As such, he will overcome his natural tendency
to help someone in trouble if such aid would be at odds with
the success of his mission. Also. if the dragon is summoned,
Gollock will not directly oppose it. He is willing to risk his life
by tackling someone about 10 be destroyed by dragon fire, but
he will not fight the dragon unless absolutely necessary.

f
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JUignmenl: Scrupulot!s
Hit Points: 37, S.D.C.: 63, Chi: 43
Attributes: I.Q. 12, M.E. 16, M.A. 19, P.S. 20. P.P. 19. P.E.
19, P.B. II, Spd. 30
Age: 31, Height: 5 ft, 3 inches (1.55 m), Weight: 106 lbs (48
kg).
Dispositiop.: Quiet, polite, resourceful. clever, honorable,

trustworthy; has a serious attitude.
Level of Experience: 5th leve'!.
Combat Skills:
Primary martial art: Lee Kwan Choo: Five attacks per melee,
duo-knuckle strike and snap kick (Both do absolutely no damage
but knocks out one's opponent on an unmodified roll of 19 or
20), +5 strike with punch, +9 to strike with kicks, +7 to
strike with leap attack or kick (20 ft/6 m long), +4 rol1lfalVim
pact, + 10 parry. + 10 dodge, +510 damage, +6 to damage
using kicks, and + 2 10 save vs magic and poison.

Martjal Arts Powers (Lee Kwan Choo): I. Calm mind: Every
body in a 120 ft/36 m area must roll a 16 or higher to save vs
psionic illt:lck. A failed roll means that person stops fighting for
three minutes, defensive moves or retreat only. The person using
the calm mind cannot attack either, if he does me spell is broken.

2. Slone ox makes me body stronger; bonuses already added
10 me character.

3. Kick practice increases speed and strikes bonuses of kicks;
included in the bonuses listed.

Secondary martial an: Tai Chi Ch'uan: Four attacks per melee,
automatic dodge and parry, palm strike (lD6 damage), +5 on
a nonnal parry - also see the 5 Principles power, +7 dodge,
+ 5 to damage, + 3 rolUfalUimpact, + 2 on balance, critical on
19-20, critical strike from behind, and +2 to save vs magic and
poison.

Martial Arts Powers (rai Chi Ch'uan): I & 2. Chi healing
and Dragon chi are not applicable to Villains or Heroes Unli
mited bUI can count as a bonus of +2 to save vs psionic attack
and + I to save vs magic.

3. KanJmi-jutsu: Character can temporarily reduce his weight
by 85%, with the following effects: only one point of damage
for every 20 f[ (6 m) from a fall, can leap 50 feet (15.2 m) high
or lengthwise, can climb any sulface wimout fearoffaUing, and
tread lightly, equal to a prowl of 75%, and can walk on delicate
structures wimout damaging them.

4. The Five Principles/automatic parry and dodge: A circular
+ 7 parry and + 7 dodge mat enables me character to parry or
dodge all attacks from all directions, regardless as to how many
people are attacking. This automatic dodge counts as a parry,
not as a melee action/attack. Purely defensive - cannot attack
during a melee round in which the 5 Principles is being used.
Note: Can use only one fonn of combat or me other. Make
selection each melee round - cannol switch fighting styles in
me same melee.
Skills of Note: Calligraphy 55%, cook 74%, gardening 62%,
mountaineering 60%, sewing 60%, ba.~ic mam 88%, advanced
math RO%, Chinese 65%. English 65%, fasting 70%, Tibetan
lore 88%, Taoism 88%, body building, general athletics, run
ning, and prowl 66%.
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Temple of the Dragon King

An organization in me Ninjas & Superspies style.
A. Outfits: Standard dogis - 2
B. Equipment Martial Arts equipment - 5
C. Weapons: Martial Arts weapons - 10
D. Vehicles: None - O·
E. Communications: None - 0
F. Offices & Distribution: I temple - 2
G. Military Power: None - 0
H. Sponsorship: Ancient martial arts masters - 6
I. Budget: None - 0
1. Administrative Control: Free hand - 15
K. Internal Security: Lax (but everyone is known) - 5
L. External Infiltration: None - 0
M. "Agency" Credentials: Unknown"""-- 3
N. "Agency" Salary: Room & board and training - I

Organiz.1tion TOlal - 49

The Temple of me Dragon King is a Tibetan martial arts

school and religious order mat worships dragons. The temple,
was founded long ago by warrior-monks and has carried on its
manial arts traditions ever since. The order believes mat dragons
were once common but left Earth for omer dimensions.

They also believe mat dragons are still capable of visiting
Earth and mat someday, in me future, the dragons will return
to fight a major battle which wiD forever determine me fate of
mankind. To prepare for mis event, me order has taken on me
responsibility of safeguarding some valuable relics which will
be required for the great battle, me Talisman of The Dragon
King is one of memo

The warrior-monks, mages, psionics, and martial artists who
comprise me membership of me temple are generally selfless
individuals who feel it is meir duty to protect humanity until me
dragons return. However, me temple hierarchy minks in teons
of me "big picture," which means mat while allUfe is considered
to be precious, individual lives may be regarded as pawns to be
sacrificed for the ultimate greater good.

The order does not actively recruit new members. People who
are interested usually manage to seek out the temple and ask to
join. Most members of me order are eimer Tibetan or Chinese,
but foreign visitors and members are not unheard of. Foreigners
of good intent are more man welcome to join me temple if they
can accept me discipline. Almough me monks may provide
training and assistance for outsiders, me order generally keeps
to memselves and does not get involved in the affain> of the
outside world unless mey are somehow forced into such action
(such as one of their relics being stolen).

The order is set up along the lines of a standard martial arts
school-a benevolent autocracy. There is a grand master, sevenU
omer masters, journeymen teachers, and students of varying
degrees of ability. Promotion is based on merit, rather than
seniority. Students who show promise may progress through me
nmks and eventually achieve master status memselves. The cur
rent grand master is Ahmos, a 17th level Ancient Master (Heroes
Unlimited, pages 153-155).

•



Triple Threat - Adventure BY KEVIN SIEMBIEDA

nus adventure can be u.c;cd for any group of super characten.
GMs may have to tone down or beef up the adventure to satisfy
the needs of their players.

Player Background
Strange things have been happening. Three months ago a

madman with psychic powers kidnapped the governor and held
him for ransom (20 million dollars). Without warning, the villain
died of an apparent hean anaclc. the governor escaped and the
malter was forgotten (the villain appears 10 have been working
alone). Jusllasl month a super villain, also with psionic powers.
went on a rampage. causing two millton dollars' wonh ofdamage
10 property. killing five people and injuring 23 before he was
gunned down by police.

SlaJ1ing at about that same time, there has been a rash of drug
related deaths. Twenty-three drug addicts are known to have
died from the same drug, there may be others. AI frrst, it was
thought that they died from drug overdoses or polluted drugs.
However, it became clear, through autopsy, that each had {races
of the same or similar drug in their system. The drug was pre·
viously unknown on the streets and is thought to be a new
designer drug with deadly side-effccts, however, there is abso
lutely no indication that any such drug is being peddled. Certainly
nobody on the slrCelS knows aboUl it.

As if Ibis weren't enough, just two days ago, three bodies
were found in a river, all of whom had been the subjects of a
bizarre brain surgery/mutilation; police suspect they are the vic
tims of a serial killer. Drug gang wars have set the city ablaze
with violence, plus a siring of daring million dollar robberies
(nelting 9.5 million tOlal), and an aCt of sabotage at agovemment
funded, chemical fCSCarch plant have all occurred in the last
three mOllth!'>. Thi!'> city seems to be in the middle of a crime
wave with no sign of things sinunering down!

Now, there is a new, disturbing development. lbc psionic
kidnapper and the ntmpaging madman had traces of !he same
slnUlge drug as the dead junkies. Meanwhile, a known drug
runner by the name of WiJlslon Littlelon has been imprisoned
for a recent armed robbery. He too has traces of the new drug
in his system. Even more SUSpiclous, he suddenly has developed
the psionic powers of levitation, mind boll, see aura and speed
reading and is quite insane (psychosis: semi-functional mindless
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aggre!'>!'>ion, phobia: sb1mgen and abandoned buildings, and 0b
sessed with at:quiring wealth). No amount of tests. d~ussion
or ther.tpy seems to reveal anything about the drug or his powers.
Winston is a crack junkie and runner for'a small drug ring. He
doesn't know anything about a new drug, nor bad drugs, and
believes his new found powers are a gift from god. The only
possible lead is his comment: ..... powers from god. First the
Mouse and now me."

FoUowing Leads
The kidnapper was a smalJ·time car thief with no hislOfy of

violence or drug involvement. His friends and family insist that
he just disappeared one day and three weeks later, resurfaced
with strange powers that he used to kidnap the governor. 1bey
are completely mystified. Note that despite their insistence that
he never used drugs, his arms show the puncture marks of 19
needle injections. This is a dead end.

The rampaging lunalic was a well respected bank vice pres
ident and father of four. Like the kidnapper before him, he had
no history of violence nor drug use. Also like the kidnapper, he
was reponed missing, resurfacing nine days later on a rampage
and empowered with super psionics. Thirteen needle lTUU'ks in
dicated drug use. 1llere's nothing else to be uncovered.

The bodies in abe river seem to be completely unrelated;
there's fear that they may be the handiwork of a serial killer, as
the three were killed weeks apan and dumped in the river. Two
additional bodies will be uncovered as the police drag the river.
There are no leads.

The chemical planl rU'e. The official rrpon offers little infor
mation other than that the fire was a deliberate act of !'>abotage
by somebody outside the company. Heroes with police or secret
agent connections can get a copy of a two minute videotape that
shows the perpetrator in acrion.

First there is some video distortion. Whcn it clears, there is
a bulky man, about 55 years old, with long, white hair. beard
and mustache. in one of the file rooms. He's wearing a T-shirt
with a picture of Uncle Sam in a red circle and a line over it
(as in: "No Uncle Sam"), love beads and tie-dyed bell bottom
pants. He's mUllcring something that canJ)O{ be understood (gar
bled) and shoots fm:baUs from his cane. TIlen vanishes into thin
air.

•
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Nobody really knows who he is or why he attacked the chem
ical plant. However. a man fitting his description is a suspect
in another fire in the city and for four others out of state; all the
other buildings wert Federal agencies. Presumably there is no
connection between this arson case and any others. If anything
was stolen. the frre covered the theft (GM Note: Chemicals and
equipment. wert siolen fod)octor Mindstone's experiments).

Winston Littleton will go berserk or become a whimpering
lump when stressed out or approached by strangers (especially
super-heroes). As previously stated, he is of Ijttle help. All he
knows about the Mouse is that he used 10 work for various drug
lords as a phannacisl, dropped OUI of lhe street scene for a while
when he worked for some weirdo, and woke up with super
PJwers one day. A girt from god. Hasn't seen him in three or
(our years. Thinks he may have gone suaight or left town .

The Mouse is the nickname of a weaselly little reUow named
Emilio Rodriguez, an ex-phannaceuticals laboratory assistant
who did time for the manufacturing and sale of illegal substances.
He got out of prison about tco years ago and is suspected of
underworld involvement in illegal drug manufill,;luring. About
four years ago, he was implicated in a string of strange incidenlS
involving cybernetic: and drug experiments on city derelicts,
captured and held against their will. There was insufficient evi
dence to charge the Mouse with any crimes. Those rescued from
the warehouse laboratory confumed that he was as much a victim
as they and was forced by mind control to do things against his
will. The real villain was a Doctor Lawrence Mindstone, reponed
to possess great psychic: powers and to be insane. His goal was
to create an army of psionic zombies under his complete control.
'The fiend's plot was discovered by a super-hero(s) and his lab
was destroyed. Unfortunately, the doctor escaped and hasn't
been heard of since. 'The Mouse was released and bas likewise
disappeared, but unlike the doctor, he has }eft a trail.

Emilio has become a small-time crook, using his psionic pow
ers to make a simple but comfortable living. He no longer as
sociates with drug lords or major criminals, keeps to himself,
avoids trouble, and lives with a woman named Carmen. Several
days of hard investigative work and strong-arming street punks
will direct our heroes to the Mouse's doorstep. Unfonunately
for Emilio, Carmen's brother is the prominent leader of a street
gang. the Good Amigos, and anybody who knows the gang
knows about Carmen and the Mouse. Being ever the timid mouse,
Emilio has joined the gang against his better judgement and
sometimes helps the gang in rumbles and robberies (after all,
they are family).

Emilio is ooe of Doctor Mindstone's more successful exper
imenlS. He fm>t met the doctor when he hired on to be his lab
assistant. During that period Emilio was witness to many stnlnge
things, including the transfomlation of Doctor Mindstone into
Merlin (''The Merlin! You know, like the wizard from King
Arthur! J ain't shining you!! This guy ain't humann.

He also knows that .Doctor Mindstone has some son of affili
ation with "9 hired gun named Stanley Livingstone, a.le.a. the
lIuntrr. Another strangc dude. At least Ihis one's human. Hires
himself to the mob as an enforcer. "I assumed he was hired by
the Doc for protection ... Never had mind to ask: 'em. HODeSt
I don't know."

When Emilio tried to quit. the doctor restrained him and IIll&de
him a subject of ooe of his experiments. The Mouse doesn't
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remember much about that period other than Doctor Mindstooe
injecting him with all sorts of drugs. Some of the drugs _also
made him the victim of complete mind control. used to make
him do things against his will, like a puppet. Shonly after the
doctor was put out of business by the super-hero(s), the mouse
discovered he had developed "special abilities." He sees these
powers as a blessing from god, although he acknowledges that
they are probably the result of Doctor Mindstone's experiments.
He has vowed to stay away from evil things (well, as much as
he can). stealing and drugs. He uses his powers only when
absolutely necessary (to live or when bullied by his gang bud
dies).

The Mouse is terrified of Doctor Mindstone and wanlS nothing
to do with him. Emilio becomes increasingly nervOus and breaks
into a sweat.when talking about the doctor and the recent drug
deaths, kidnapping and rampage. He insis~ that he doesn't know
anything ahoot the doctor or his whereabouts (wtuch is the truth),
bot confesses that the strange psionic empowered madmen and
drug deaths cenainly sound like they "could be" the handiwork
of J)r(x;tor Mindstone. GM Note: Emilio will recogni1..c the man
at the chemical plant as "Merlin" and will teU them everything
he can remember ahoot his past dealings with Mindstone, which
isn't much.

The drug overdose victims seem to have fallen prey to bad
drugs. All were crack users. Most were from the same general
pan of town, but that area covers a large ponion of lOwn and
the drugs could have been sold by almost anybody. Scouring •



the Slrcets will reveal thai everything is preny mucb as it has
been the lasl few yean, only with poveny, despair and drugs
claiming more victims than ever before.

The drug war is like a hurricane that has been sweeping the
cil)' wilh violence and dealh these lasl four monlhs. In the eye
of lhat hurricane is a mercenary known as lhe Hunter, a.k.a.
5canley Livingstone. There is presumably no connection with
the Hunter, although one of the drug lords may be pushing bad
crack.

Stanley Livingstone (The Hunter) is likely to be known 10
local characters as a violent vigilanle who is said to work both
sides of the track (a good guy and a bad guy). The police know
him as an outlaw mercenary who lives by his own mySlerious
agenda; sometimes be's lbeir friend and other times, their foe.
He is considered armed and extremely dangerous. Some claim
he is a homicidal maniac, to othel1i, a tough vigilante with a
heart of gold. The Hunter is known to have oc-en pank:ularly
active lately in the ongoing druglgang wars. The word on the
Stt'etl is thai he has sided with the second most powerful drug
lords in a battle against the number one crime organi1"ation.
Along the WilY, Illany of the smaller crime lords have suffered,
panicularly in the drug tntde. His whereabouts are presently
unknown, but ht:: can be found.

GM Note: If you play this sharply, you clin have the player
characters find Triple Threat as Stanley Livingslooc on the
streets, alone of his hide-outs, or near lhc lair of Doctor
Mindslonc. He will be a lough, roguish fellow hut will offer his
assislaOCC in uncovering the source of this new killing drug
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and/or Doctor Mindstone. or course, he will actually be keeping
tabs on our heroes and directing them away from the lair of the
Doctor. This can lead to some epic sub-plots and suspense as
Triple Threal plays them for pawns in their own schemes (or as
chumps).

Game
Master Data

Triple Threat is back in action. The two dominanl forces at
play are Stanley Livingstone (a.k.a. the Hunter) and Larry
Mindstone. Merlin was bored and uncooperative, bu~ has be

come somewhat interested in the tum of events as they become
increasingly complex and profllO{e city-"Yide anarchy. Merlin
will swface only to protect Triple Threat an<lto wage attacks
against the police, super heroes who arc the pawns oCthe police,
or govemmenl institutions (it was his idea to have the governor
kidnapped by one of Mindstone's experiments and to hit the
chemical plant). He is cooperating by willingly taking a submis
sive seat 10 Mindslone and Livingstone and by offering construc
tive suggestions.

Mindstone is testing his new psionic crealion drug.
Livingstone. the Hunter, has established Doctor Mindstone as a
small drug dealer. Cenain batches of "crack" cocaine sold by
the doctor contain his psionics inducing drug. Theoretically, by
selling 10 !he same junkies over and over again (al great prices
too), they become his unsuspecting test subjects. Unfonunately,
a number of them have died or become uncontrollable and had
to be tenninated (usually by a forced drug overdose).

For a brief period, Mindstooe also played around wilh cybeme·
tic experiments, but after five failures (the police haven't yel
found the olher (wo bodies but they will), he turned back to his
drug scheme, which has shown much more favorable results.
Also see the NPC section that follows.

Livingstone is using all of this in his war against drugs and
criminal kingpins. He has successfully instigaled large scale
gang violence and, at the same time, is using the confusion to
loot crack houses and criminal organizations to fund Doctor
Mindstone's experiments. He has also used the confusion and
anarchy that has gripped the city to pull off four, multi·millioo
dollar robberies (all were criminals in their own way, particularly
the chemical plant). Living5lOne is having the time of his life.
Without a doubt this is his biggest and most successful scheme.
Unfonunately, innocent people may be caught in the crossr.tre.
Note that Livingstone does not consider drug users, petty crooks,
the police and super-heroes as innoc:em people.

Developing
the Adventure---------

Where the individual Game Master takes Ibis story·line is up
to him. This a great setting for shady stn:ct adventures, corrupt
law officers, FederalagenlS, subterfuge, betrayal and stomping
drug dealers. The drug lords may hire other super villains as
protectors, investigator'S, or hit men, whicb can further compli.
cate matters, As will involvcmcnl with the Hunter.

•
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Another story element could be the involvement of the
Mouse. He is one of DoclOr Mindslone's first successes and
one of his favorite assistants. MindslOne has learned about
Emilio's psionic powers and is very likely 10 track him down
and try to force him to again work for him and/or to study him
(maybe try adding bionic components to him). Or the group
could plead with him for help and he grudgingly agrees. After
all, he Icnows the Doctor's habits and could at least take him to
one of Mindstone's old hide-outs, where they might fm<! some
leads to the villain. or this old place could be his current lab!

The Mouse CAN be ta.l.k.ed into helping them far one reason
or another. One of the those reasons could be that Doctor
Mindstonc has kidnapped CanneD. or her brother, and the Mouse
comes 10 the heroes to enlist their aid to save her and 10 "stop
this madness once and for all," The Mouse can be more courage.
ous than even he suspects. Another possibility is that the Doc
tries to apprehend the Mouse bUi he escapes and turns to the
player characters for help (or to tell them what he knows before
he leavc~ town). They wnvince him to help them by tracking
down the Doctor, or by u~ing the Mouse as bait (0 lnlp the
doctor (or as a spy, etc.).

Ultimately, Doctor Mindstone bas to be found and stopped.
Finding and destroying his lair. along with beating him into the

Non-Player Characters

Emilio the Mouse
1be ways of the street and a criminal life are too ingrained

in Emilio so. while he tries to avoid troUble, he does use his
powers to defend himself, to steal and to make ends meet. He's
not an evil person, just self-serving. lazy, and shiftless; aJways
looking for the quick, easy buck, and (00 easily influenced by
others. Emilio really doesn't want to be a criminal, super-villain,
or hero. He just wants to be left alone, and, if possible, wealthy.
Unfortunately, fate has other things in store for the Mouse.

True Name: Emilio Rodriguez
Alignment: Anarchist (with recent leanings toward unprinci
plod).
Hit Points: 25, S.D.C.: 20
Attributes: I.Q. 14, M.E. 10, M.A. 13, P.S. 14. P.P. 19, P.E.
II, P.O. 14, Spd. 16
Disposition: Tends to be nervous, jumpy and has trouble sleep

ing. He is selfish, unassuming. and a bit cowardly and
paranoid - always looking for the avenue of least resistance
and greatest reward. but can be clever, resoun:eful and
courageous when he puts his mind to it.

Insanity (from the drug): Plagued by conS18.n1, terrible
headaches; - 2 on initiative and - 10% on all !lkjlls. He hears
voic.:cli !laying things contrary to his alignment when under
stress (bad things when he's \.Tying to be good and good things
whell he's considering doing something had). Is afraid of
Doctor Mindstone and will fall ea.'1y prey to his mind control
(- 7 (u !lllve).

Su~r Power Category: Psionic
Super Powers: Ectoplasmic arm, object read, resist fatigue.

resist cold, hypnQtic suggestion. mind bJoc,k. and sixth sense.
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ground, may be enough to send him back into seclusion inside
William B. Stone or force him to rebuild his operations. But in
either case, he will escape. -.

A major confrontation is likely to have our heroes fight
Mindstone. Merlin and even the Hunter. 1be entities aJways
make an effort to disguise the fact that they are supemaruraJ
beings or that they are related in any way, so dramatic transfor·
mations before the heroes' eyes are not likely (though possible).
Cenainly Doctor MindslOne will surrender before suffering too
much personal damage. turn into Merlin (without the physicaJ
change) and teleport away.

If the heroes ever realize lhat the three are linked, and that
they are supernatural beings who possess William·B. StQne. they
will have a tremendous battle on their hands to save William.
or even to contain Triple Threat. Again, the Game Master can
make this as elaborate or simple as he feels appropriate. This
adventure could run for weeks, with aJl kinds of dead ends,
conflicts with drug lords. super villains, false trui.ls suggested
by the Hunter, followed by traps and betrayal by the Hunter,
capture and experimentation by L>octor Mindstone, and even
seeing Merlin summoning Beyond the Supernatural monsters
to stalk the heroes or to protect the Doctor. Run with it.

I.S,P" 90
Experience Level: Sixth (6)
Combat (including bonuses): Hand to hand: basic, +3 strike,

+4 parry/dodge, +2 roll with punch/faJl, criticaJ strike on
an unmodified 19-20.

Attacks per Melee: Five (5)

Skills of Note (scholastic): One year college, computeroperation
95%, computer programming 75%, chemistry 85%, chemis·
\.Ty: analytical 80%, basic math 98% and advanced math 94%.

Secondary SkiUs: W.P. revolver, W.P. knife, hand to hand:
basic, pilOl: aUlomobile 98%, pick locks 60%, pick pock.ets
55%, first aid 75%, and cook 80%.

Weapons: He'll use just about anything he can get his hands
on in a pinch, but prefers revolvers and knifes. Always carries
a .38 caliber Trident revolver(3D6 damage), sap gloves (adds
104 to punch damage), a survival knife, and two, concealed
throwing knives into II battle.

Common Items: Swiss army knife, swgical gloves, credit card,
a superior lock pick set, tension bar. tool kit, handcuffs, spool
of wire. pocket calculator, portable computer, and fmt·llid kit.

Armor: Nonc.

Appearance: Usually wears nice, expensive. trendy elothing
(IQves leather), a gold and diamond ring (worth about $35(0),
gold chains (about $1200 wolth), or gang colors. Always
dean shaven.

Description: See previous descriptions and data in the lead.~ and
GM sections.

i
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Psionic Zombies
& Goons

Doctor Mindstone has created a handful of psionic henchmen
who through his experiments obey his every command. All were
or are junkies.

Cindy the Psionic Zombie
Alignment: Diabolic
Hit Points: IS, S.D.C.: 20
Attributes: I.Q. 8, M.E. 6, M.A. 6, P.S. 14.

P.P. 18. P.E. II, P.B. 10, Spd. 14
Pslonk Powers: Pyrokinesis. mind bolt, see aura, and mina

block. I.S.P. 50.
E:rpe:rie.nct Level: Fust level psionic.
Combat (including bonuses): Hand 10 hand; basic, + 3 slrike,

+4 parry/dodge, +2 to damage. +2 roll with punch/fall.
critical strike on an unmodified 19-20.

Attacks per Melee: Five (5)

Dion the Psionic Zombie
Alignment: Diabolic
HII Points: 25. S.D.C.: 20
Attributes: I.Q. 8, M.E. 6, M.A. 6, P.$. 22, P.P. 14, P.E.
18, P.D. 7, Spd. 9
Super Powers: Empathic transfer, bio-regeneration. resist

fatigue. resist hunger. resist cold. and sixth sense. I.S.P.: 30
Experience Level: First level psionic.
Combat (includinK bonuses): Hand lO hand: basic, +3 strike,

+4 parry/dodge, +7 to damage, +2 roll wilh punch/fall,
+2 to save vs magic and toxins, critical strike on an unmod
ified J9·20.

Attacks per Melee: Five (5)

Mark the Psionic Zombie
Alignment: Miscreant
Hit Points: 14, S.D.C.: 20
Attributes: J.Q. 8. M.E. 6. M.A. 6. P.S. 12. P.P. 10. P.E. 9.
P.D. 7, Spd. 9
Super IJowers: Presence sense. telepalhy. detect psionics. ~sist

thirsl, and sec aura. I.S.P.: 20
Experience Level: First Icvel psionic.
Combat (Induding bonuses): Hand to hand: basic. + I strike,

+ I parry/dodge. + 2 to roll with punch/fall.
Attacks per Melee: Four (4)

Little Tom - Nutcase
AI1gnmeDt: Miscreant
Hit Points: 22, S.D.C.: 28, body builder
Attributes: I.Q. 12, M.E. II, M.A. 9, P.S. 17, P.P. 20, P.E.
II, P.D. 10, Spd. 26
lnsanities: Psychosis: schizoph~nia, phobias: boats and contain

ment, and is obsessed with huning others (loves to threaten
people, beat, torture and kill).

Super Powers: Telekinesis. bio-manipulation, death trance,
hypnotic suggestion, mind block, sixth sense, and summon
inner strength. I.S.P.: 40

Experience Level: Second level psionic (7th level martial artist
thug).

Combat (including bonuses): Hand tn hand: martial ans, +5
strike, +6 parry/dodge, + 2 to damage. +5 rull with punch!
fall, critical strike on an unmodified 18-20, uses paired
weapons (nunchaku or sail, can entangle, jump kick (critical
strike) and karate kick (108 damage).

Attacks per Melee: five (5)
Note: Hyper, enjoys fighting and hurting people; always anxious
to do what the Doctor instructs him 10 do, especially if it is to
hurt somebody. Used 10 be in lhe ~ion racket, breaking
legs and guarding crime lieutenants.

Normal Thugs
Doctor Mind~lune will also employ or mind control three

times as many thugs as normal (remember, this is a big opera
tion). These are Type I: Tbugs who are either bodyguurds or
two-bit hoods as can be created on the Quick Roll Vilh.in Twhle
found in Heroes Unlimited, pagt= 228.

•
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S.D.C. (Physical):

Age:
Sex:
Weight:
Height:

Land of Origin:: --=======Birth Order: _
Disposition:

•

General HEROES UNLIMITED RPG CHARACTER SHEET
Name:
True Name:
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M.E.:
M.A.:
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P.E.:
P.B.:
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f
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R
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