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The Justice Machine 
A SUPPLEMENT fOR HEROES UNLIMITED 

The Justice Machine game book is NOT a complete 
game, but a source book to be used with the Heroes 
Unlimited game. As a source book we present a host 
of heroes, villains, characters, robots, an alien world, 
corrupt governmem, a secret society, and loads of ideas 
for you to build a campaign. Players should feel free 
10 use these charac ters and ideas as they deem approprlme. 
You rna)' use them In or out of context; add [hem to 
an exisling campaign or c reate a brand new one. Each 
character Is designed so that they can be used as player 
characters or non·player characters (or both). Adapt, 
modify and enjoy. 

JUSTICE MACHINE, THE COMIC BOOK 

The Justice M achine is the creat ion of Michael 
Gustovich, probably best known to most readers as an inker 
for M aryel, First and Eclipse comic co mpanies. Mike's 
Ventures in the field o f comic books is long and varied 
Including scripting, penciling, inking and for a brief while , 
co-publisher of Noble Comics. It was during his tenure 
as publisher that he breathed life into the comic book 
creation entilled The Ju st ice Machine (along with Cobal t 
Blue). Actually, Justice Machine and Cobalt Blue were 
conceived a few years earlier fo r a r ather disreputable 
alternative press publisher that neyer gOt off the ground. 

Unfortunately, a plague o f finanCial and personal 
difficulties would doom Mike's ill-fated project. The early 
issues of the Justice Mac hine suffered from the inconsist
encies that occur when working to find the ri ght artists 
and writers; as well as printer. The result was an un
impressive superhero team book with interesting but un
developed charllcters and inconsist ent an work. Ah, but 
with Issue number four it all came together. A new format. 
FULL color reproduction (painted by Kevi n Siembieda; 
maybe you heard of the guy?) pencils by artist Bill Reinhold, 
tighter script ... good stuff. 

Issue number five was beller yet , co mbini ng Jeff 
Dee as Inker over Reinhold 's excellent pencils and written 
by William F. Loebs (renowned fo r his Journey comic 
book). The book never looked better with Bill Willingham 
sitting in the wings t o Int roduce his new charact ers, The 
Elementals, 10 the next publicat ion. Sadly, issue number 
five would be the last issue published by Noble Comics. 
A Justice Machine annual which teamed the J.M. with 
the Thunder Agent s would appear some months later 
published by Texas Comics. Willingham's Elementals would 
IIlso appear in that issue, but it woul d be the firSI lind 
last issue published before that company wouid fold. 
A pity, for the t eam o f Gustovich, Loebs, Reinhold and 
Dee looked like soli d gold. 

The real tragedy is tha t the charact ers and concepts 
behind the Justice Machine never had the c hance t o surface. 
A web o f subplotS, intri gue, Inter-relationships and drama 
that was only hinted at in the comic book that saw print. 
The Justice M achlOers themselves are the stuff of "classic 
heroes" a ll the more heroic because they must first triumph 
over their own weaknesses. 

For the first time Mike's charac ters, heroes, villains, 
relationships, suggested plo t s and senarios, whiCh were 
to appear in future Issues o f the com ic book, are revealed 
her e. Unique, deadl y, th ree dimensional characters pre
sented for your gaming pl easure. The comic book may 
be dead but the saga cont inues. 

1 

THE BOOKS FRONT PIECE 

The front piece t o thi s book is penciled by art ist 
Paul Gulacy, known f or his marvelous stint on Marvel 
Comle's, Master o f Kung-Fu and Six from Sirus mini-series; 
inked by MIke Gustovich. The piece was origina ly designed 
t o be the cover for the Justice Mac hine issue number 
six. That issue introduced the character o f Ms. Liben y, 
a super-escape artist, in a relaxed story that pits Demon 
Bnd the lady in a friendly but serious contest of skill. 
The slOry was to give us fun her insight into Demon's 
obsession to win even a simple contest and his growing 
drug problem . It also was to give us the return o f Diviner 
and a dose o f f oreboding regarding eventS to come. 

n lE COM IC BOOKS A RE STILL AVAILABL E! !! 

for those of you who would like 10 read the exploitS 
o f the Justice Machine 10 comic book f orm the firs t five 
Issues are stili available from Mike GustoVlch. There's 
a very limited quantlly re maini ng o f issue number one 
which spons a John Byrne cover, but the other issues 
two through five, Bre f ai r ly plentifu l. r recommend issues 
number four and five. 
Purchase comiCS directly from: 
Mic hael Gustovich 
153 Bonnie Brae N.E. 
Warren, Ohio 44483 
$1 5.00 Issue number one. 
$10.00 issue number twO (Terr}' Austin cover). 
$2. 50 issues number 3-5. 
1.M. Annual is NOT available! 
NOTE: The Justice Machine comic books are NOT avai lable 
f rom Palladium Books.. Purchases must be made direct ly 
from M ike GuslOvich. Palladium Books WILL NOT be 
responsible f or any comic book orders sent 10 us. We 
do nOt sell the individual comic books and we will not 
make anv attempt to forward or ret urn any comic book 
orders we may receive. The JustIce Machine game supple
ment for Heroes Unl imited is a licensed property. PaHadjur.l 
Books is not directly affiliat ed w ith M ike Gustovlch or 
any books orproducts he may produce independentl y. We are 
merely trYing to let interested people know that the comic 
books are available and how t o get them as a service 



The Juslice Mac hine IS d Itrnup o f superp.owered 
(Jr specIally trained lOd!v!duals lI'ho sough ! to desJroy cor
ruption, inJusllce and evil wherever the\' found II. 
Challenger: learn leader, strong, bold, capable; a master 
strategist I rained as a CTiminal InvesugalOr. A man of 
extraord lnarv prinCIple, compassion and high ideals, 
Blazer: the youngest and perhaps mosl powerful of the 
learn , a wom an full o f life; clever. honest. A prisoner 
of Ihe very powers that makes her a superhero. 
Demon: a man compelled t o be the besl there is, even 
If it means hiS own deslruClion. Cocky, daring, cunning 
and deadly in hand 10 hand combat. He 's said 10 be 
Ihe faslesl man on Georwell ... perhaps. 
Diviner: a mild mannered hunlress o f amazing abilit y. 
Locked benea l h her quiet facade there seethes dark secret s 
and turmoi l of frightening imensilY. 
Talisman: a mathemat ics and computer lI'iz, his mutant 
power enables him t o influence fhe odds to his favor. 
A pelly, selfish, deceitful man, he's an unlik el)' champion 
of juslice. 
T ilan: the giant; powerful, Irusl .... orthy. fighls In silent 
torment over the death of his f amIly, 

The jusli ce Machlners are nOI from our planet Earth, 
but from another dimensiona l world nOI lerrlbly unlike 
our o .... n. II was on I heir homell'orld, Georwell, that they 
were selected b} Ihe go\'er nm ent to combat evil. Individ
ually they each earned a reputati on as c rim efi ghters with
out peer, togelher they became the justice Machine; the 
people's champions. Super-patrio t s, Ihe M achiners believed 
Ihey fough l for Ihe people o f Georwell crushing only those 

, 

who would pre}' upon the innocent and unfonunale. Bltnded 
by their loyalty 10 Ihe government . as well as victims 
o f their own high ideals. they foughl in ignorance helping 
t o perpetuate an Insidious evil far worse than any they 
brought t o justrce. The Georwe!lian government, corrupl 
through and through, manipulaled the Justice Machine 
like puppel s on a slnng 10 implement tiS schemes of poli
{I cal int ri gue, terrorism and intimidati on, Onl~ now that 
the J,/I.'1. are on Ihe wrong side of Ihe law do they begin 
t o realize jusl how perverse and villainOUS the governmem 
really Is. For it IS a supine organizalion built t o supply 
and maintain power and wealth for but a handful, plundering 
a world while its population basks in the glory o f Iheir 
gol den age; 100 overwhelmed t o see I he creeping shadow 
of doom, Sadly the justice Mac hine was lit t le more Ihan 
a propaganda vehicle serving to create the Illusion o f 
just ice. The criminals they brought 10 justice were often 
those that Interfered wit h the governmem's own illegal 
activities, while the alleged dissidents were o f l en only 
the unfortunat e who learned o f Ihe government 's treachery 
and required silencing. As governmenl law enforcers it 
was the Justice Machine's duty 10 protect both the welfare 
of Ihe Slate and it s people, a dULY they carrled OUI with 
righteous dedication. They dId nOI queslion evidence or 
inconsist encies, If the Distric t Tribunal or Council Central 
decreed someone gui liy o f a crime. the J. /l.l, believed 
Ihem without dispute, assuming the proper evidence had 
a! read\ been accum ul al ed, and I hal II was now thei r dut y 
t o bring the CTiminal 10 trlal /Justice. This unwaveri ng 
loyally made them wonderful t ools, Those who were 



criminals feared them as Infamous enemies of crime; those 
who opposed the decadem governmem feared them as 
deadly pawns of villainy. 

The Justice Machine's usefulness cam e to an abrupt 
end when the Jealous Chief Prosecutor Zarren implicated 
them In neason. Zarren had weaved a cunning net of 
hes and false evidence that would inevitably lead the 
Council Central 10 brand the J.M. as enemies of the state. 
Zarren had cleverly given the Justice Machiners false 
authorization to pursue the rebel M axi nor , public enemy 
number one, 10 the other dimensional planet Earth. Once 
the 1.M. had gone he presented the District Tribunal with 
a pile of false documents alleging that they were secret 
allies of the Imfamous Maxlnor and that they had gotten 
so bold that they used the tOp secret dimension lock to 
teleport to his side on Earth. Although the false evidence 
Zarren presemed was expertly contrived, h was nOt enough 
to convince the Council Cemral. The Council was fully 
aware of Zarren's ambition and desire for vengeance as 
well as the Justice Machine's Innocence. However, there 
was one unalterable fact that could not be Ignored; the 
Justice Machine were on another planet with the brilliant 
Maxinor far from the government's watchful eyes. Without 
being able to monitor or Influence the Justice Machine 
themselves, they couldn't risk that Maxlnor might sway 
them to his side, for the J.M. were dedicated to truth 
and Justice and Maxinor's greatest weapon was truth. 
Condemned by their sins, the Council had no choice but 
to comply with the charges of treason. The Justice 
\1achiner's were much tOO popular heroes among the people; 
If anyone could reach the heartS and mind of the masses 
and turn them against the government It was them. Thus, 
their elimination became Imperative. 

IrOnically, the Justice Machiner 's would never have 
believed Maxinor or turn against the government, for they 
were far tOO indoct rinated by Georwell ' s propaganda. 
They believed only the data they had on the rebel leader: 
that he was a ruthless, conniving, CUt throat, and anarchist 
.... ith exceptional persuasive powers. It was Maxinor who 
represented treachery and evil not the government they 
had loved and so faithfully served. Even after Maxinor 
saved them from the cl ut ches of Prosecufor Zarren, whose 
very words and aCllons corr oborated those of Maxinor, 
the J.M. couldn't bring themselves to believe that the 
government could be that corrupt. No: they deCided, il 
was Impossible for them to have been so blind to such 
evil. Yet enough doubt had been sown. Questions were 
raised that the Justice Machine would never have considered 
I f (I hadn't been for Zarren's over-zealous assaul t giving 
Maxinor the credibili ty he'd never have achieved otherwise. 

Stunned, our bewildered heroes returned to Georwell 
In hopes that Prosecutor Zarren was mad and Maxinor 
the lying devil he was reputed to be. Instead they found 
that they had been living a lie and serving a t reacherous, 
evil master full of deceit and murder. Without investiga
tion, trial or defense, the justice ~'Iachlner's were con
demned as villains, enemIes of the Stllte. Enemies to 
be destroyed. The propaganda net works were hard at 
.... ork convincing an astounded public that the famous heroes 
.... ere actually treacherous rebel conspi r at ors, plotting c rimes 
against the governmenl and therefore, the people. Hated 
and hunted the Justice Machine prowled the back alleys 
of Georwell avoiding Terror Troopers, robots and prying 
eyes. Challenger found his o f fice empty; the computer 
flies gone. Blazer found her mOl her under surveillance 
in hopes that she migh t lure Blazer Into a trap. Than 
found his family terrified, convinced of his evil, and saw 
them die in a hand gun accident as they t ried t o protect 
themselves from him. Demon and the ol hers found fear 
and treachery filled the streefS. They knew Ihe system 
well enough to know that they would have no opportunity 
to prove their innocence for the lies had al ready been 
experlly stacked against them. The Council Cemral clearly 
wanted them eliminated, They had too many questions 
that needed answers before they could take any further 
action. Questions that only Maxlnor on Earlh could ans wer. 
Without any ot her recourse the Justice Machi ne decided 
to flee Georwell. 
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To return to Earth the jusllce Machine had 10 pene
trate one of the top security sections of Research Central 
that house the Dimension Lock teleportat ion device. A 
conspicuously deserted complex that enabled the j .M.'s 
darker government coumerparts, the Guardians, the oppor
tunity to waylay t he disoriented heroes. However, the 
Justice Machine rallied; engaging the Guardians In a brief 
sk irmish which lead to the apparent demise o f Titan's 
brother Monolith. The tragedy would @llow the J.M. 10 
escape through the Dimension Lock. sabatoging the gateway 
on Earth to prevent any immediate attempts o f pursu!! . 
(NOTE: See the Guardians. Maxinor, Prosecutor Zarren 
and Georwell ror additional Insight to these events. All of 
this Is chronicled in the J.M. comic book, issue # 1 and 
21. 

The Guardian's failure and the Justice Machi ne's 
fligh t to Earth has only served to fuel the flames of para
noia on the part o f the Dlslrlct Tribunal 's and Council 
Central. This will ultimately lead to further attempts 
10 capture or destroy the renegade heroes. The further 
irony here is tha t even now the Justice Machiners, espe
c ially Challenger, Blazer, Titan and Diviner, cannot bring 
themselves 10 raise their hand against their homeland. 
They would prefer to PUt the past behind them, forgetllng 
their complicity as pawns o f the Georwellian government. 
However, the continual persecution at the hands o f govern
ment assassins will ultimately prod them intO some SOrt 
of aCtiOn against the forces o f evJi that longs for their 
death. This relentless hounding coupled with the J.M.'s 
high ideals, conscience and reeling of responSibility 10 
f ree thei r people from in justice, .... ill force them into 
action agai nst Gerowell ' s ali powerful government . 



Game Master's NOTE; The Geor .... elhan governmem 's desire 
to desHOy the Justice Machine is an excellent reocurring 
plOi device Ihal can pit the j.M. agams[ an)' variet~ 

of enemies from home. for those games that don't in' 
corporat e [he Justice Machine as pla)er characters, it 
mUSI be polmed OUt that the Georweillan governmem 's 
vendetla will incl ude any allies or associates of the rene
gade heroes. This desperale paranoia may even extend 
to Include the (auempled) obliteration of New Haven 
or any thing or person who might aid or join the Justice 
Machine in overthrowing them. 

The pacing and type of assaults will vary from cam
paign to campaign reflecting Ihe game master' s and his 
player's auitudes and game direction. Georwellian assau lts 
may be few and far between or relatively frequent (or 
nOI at all if so desired). The types of auacks can va ry 
from subtle traps, to robot hit squads. to a lone assassin 
or the entire Guardians. The methods may be secret. 
qUiet, subversive or blatent unadulterated, wham, bam 
combat. The chOices are yours, JUSt be aware that they 
eXist. In the comic books the GeorweJlian conrHct was 
t o be a reoccurring theme that would crop up every six 
to twelve issues. Sometimes the assailant would be a special 
opera tive (or operallves), perhaps backed with a handful 
o f robo ts (or Mega-bou). that would use some existing 
Earth c Tlmlnal group t o from for them as unwitting pawns 
In a deadl)' battle: making their exiStence known only 
when the Justice Machine have stepped into t heir trap. 
On another occasion a hired assassin was to be used. 
Later a master bounty humer would be sem. Still later 
Phaser. of the Guardians, would be sent on a solo mIssion 
accompanied b) a new, human-looking robot humer (a t est 
model) t o track down and eliminate the justice Machine. 
I f Ihis failed the entire Guardian team would try their 
hand. The frequency of the attacks would vary; somet i mes 
one would quickh' f ollow the o ther, while on other occa
sions there would be such a long time bellr"een incidents 
that the Justice Machine would begin 10 believe the per
secution had ended. Nor would the attacks always be 
directed IOward the just ice M achine; friends, lovers, and 
associa tes could JUSt as easily be the target. A favorite 
concept Big Brain, of the Guardians, l ikes t o prove Is 
that If you destroy a man's morals you Inevitabl y destroy 
the man. Thus, the Guardians, Phaser and perhaps o ther 
assailants will try 10 SHike at the j. M. Ihrough others. 

NEW HAVEN AND THE J UsrlCE MACHINE 

The Jusllce Machine will find at least a temporary 
home in the secret city o f New Haven, the private f aci lity 
o f master-mind philanthropist , Hammet Dash. Although 
they will f i nd the ideals behind New Haven laudable, they 
will find many of its methods disturbingly anarchist. 
The most dlSlurblng is Hammel Dash' s blatem disregard 
for the law and his own unimpeachable power. The 
clearest example o f thi s (and most unacceptable to the 
j.M.) is Dash's condemning of known, but o ften unprovable, 
ctlminals 10 a life sentence of sleep 10 Stasis tube. There 
is no trial, no concrete evidence, no defense; Dash deCides 
If a person should be put into stasis and Dash alone. 
ThiS misplaced ommpotence is t o(') reminiscent of the 
rampanl corruption and inJuslice of Geor ..... ell. Unable 
10 condone such aCllvilY, and if unable to change II. the 
justice Machine ... 111 eventuall} leave Ne ... Uaven. 

The jusllce f.'Iachlne also has dirriculty In participating 
in v[gHame operailons and olher activity encouraged b) 
Dash. Remember, Ihe Justice MachIne have ~ been 
on the side o f the law never oper at ing out side It. Their 
feelings are that, no matter how well Intentioned, a vigi
lante Is taking the law Into his own hands, twisting It 
t o serve his Individual perceptions of Justice. To condone 
vigUameismis 10 cornlone anarchy and the death of SOCiet y. 
This is nOI to say that the Justice M achine may nol find 
themselves working beyond the laws o f Earth as self St yled 
vigilantes, but they will always allempt to work within 
and for the law. They will never go so far as t o judge 
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and sent ence any person no matter how bad. likewise, 
Ihey are not likely to turn anyone ove r t o Hammet Dash 
for incarceration in New Haven. The Justice Machine's 
style of moderate vlgilanteism Is to prevenl crime by 
foiling criminals and leavi ng them to lick their wounds 
or dance around for the local authorities. If the oppor
tunity should arise, they wl1l gladly work with a law en
forcement agency. NOTE: in issues number one through 
five, the JUSlice Machine have never operated as vigila nt es. 

The f ree force and the Justice Machine have gOllen 
off on the wrong foot initially. but have patched things 
up. The free force, especlally the mischievous Nlghlowl, 
view the justice M achiner' s as fri endly rivals and have 
engaged in a subt le, compet it ive feud (but only on t he 
pan of t he free force). This feud includes showing up 
the olher group, wise-cracks, put downs and pranks. How
ever, duri ng a crisis all shenanigans are forgotten as both 
teams work to accomplish whatever mUSI be done; even 
if it requires working t ogether. 





Challenger 
CHA LLENGER Leader o f t he Just ice M achine 
Real Name: Craig Lenmv 
Alignment: Princlpled 
Altributes: I.Q. 15, M.E. 14, M.A. 18, P,S. 18, P.P. 16, 
P.E. 15, P.B. 14, Spd. [3 
Age: 43 (looks 30) Male Weight: 200 Ibs 
Height: 6ft 2in Hit Points: 61 S. D.C.: 74 
Disposition: Cool. confidem, sel r.rel iam, conservative, 
over-protective o f the o ther Justice Machine members 
(espeCially Blazer, the youngest and his ell:-wife Diviner ). 
Power Categor)': Special Training/Investigative 
Special Training: Computer technology/operation 98%, 
Investigative 98%, Crimi nal Science/Forensics 98%, Surveil
lance Systems 95%, CrYPlOgraphy 85%, W.P. Pistol (special), 
Hand to Hand Combat: Expert 

11t h 
years of college. 

BaSIC Biology 
Writing: PoelfY 
Computer Technology/Operation 
Anthropology: Earth 
Basic Chemistry 
Electrical Engineering 
History: Georwell Military 
First Aid 
Acrobatics 
GymnastiCS 
BOlung 
Swimming: CompetitIve 
Secondary Skills 
AutomotIve Mechamcs (basic) 
Computer ProgrammIng 
Cook 

bonuses) 
,,% 
,,% 
14% ,,% 
98% 
98% 
98/98% 
98% 
98% 

98% 

95/80% 
95% 
98% 

Drugs 98% 
Explosives (basic) 75% 
Pick Locks 86% 
Pilot Motorcycle 98% 
Pllol Automatic 98% 
Pilot Manual TransmiSSion 98% 
Pilot Race 94% 
Pilot Single Engine Airplane 98% 
Speak Foreign Language: Earth English 
Read/Write: Earth English 
Study Georwell world history 
Study Earth world history 
Study Earth military history 
Combat Skills (all bonuses are included) 
Attacks per melee: seven 
Bonuses to St rike: +4; Parry: +4; Dodge: +4: Dam age: .8, 
Roll wi t h Punch or Fa ll : _II; Pull Punch: _4. 
Knock Out/Stun on 18-20 
Cri tical Stri ke from behind (.3 damage) 
Kick A ttack does 1-6 damage 
Other Abilities: Balance 98%; Climb 98%; Climb 86/96%; 
Back flip 98%; Leap 24ft: Walk tight rope 98%; Prowl 96%. 

Personal Profile: Challenger is the oldest and most ex
perienced o f all the just ice M achine. A mast er Strat egist, 
he has been in a position of leadership for 25 years heading 
one government special team after another. As team 
leader of the Justice Machine he is willing to wor k with 
others, however the J.M. is his alone to command. A 
right to command t hat is whole heartedly supported by 
his teammates. 

Challenger lends to view the Justice Mach i ne members 
as family rather t han mere co-workers and always places 
their welfare ai>ove his own. He Is hardest on Diviner 
who is o f ten the brunt of his frustrat ions and expected 
to perform at maximum efficiency. This is clear ly the 
result of an unspoken resentment rooted In their broken 
marriage. Ironically, he Is secretly most protective o f 
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his beautiful ex-wife (for he still cares for her) and Bl azer 
the youngest and most innocem of the team . He has 
recently come to suspect that the impudent Demon is 
stili taking Georwellian "speed" to supplement his formidable 
agility. This both saddens and angers Challenger: for 
while he is no t a sympathetic man, he has grown to care 
very deeply for each one of his teammates. He doesn't 
make friends easily and cherishes those he does have above 
all else. 

An unexpect ed quirk from this conservative, sometimes 
st ick- tn-the-mud hero. is that he's extremely self-conscious 
about his age. Consequently, he dyes hIs hair and .... orks 
OUt more strenuously than necessary. Despite his years, 
his reflexes and combat skills are second only t o Demon. 
Unbeknownst to Challenger, or his com panions, he has deve
loped a slight heart murmur which, if undetec ted, may 
result in Iragedy. 

Once a super-patriot, Challenger Is only beginning 
to realize just how much his actions helped to further 
the corrupt purposes of the Georwell government. Even 
after being betrayed and persecuted by the government 
he once loved, honored and swore to protect; he still 
blinds himself to the pure evil and corrupt ion that smothers 
the innocent people of Georwell. Falsely accused of I rea
son and hunted by friends and enemies alike; reality has 
dealt a severe blow to his ideals. Stili, Challenger is unable 
to bring himself to raise his hand against his homeland. 
Secretly he wishes it all 10 be a tragic mistake, but he 
is 100 wise to believe it. Sooner or later he knows he 
will have to draw the line and take a st and against the 
people .... ho made him what he is; and on Ihat day a part 
of him will die. 

CHALLENGER'S 
GtlNS 

UTILITY 
WITH 

Challenger's Speci al Weapons 

WAIST BELT 

/' 
SHOlJLDER 
IJTILITY 
BnT 

Challenger 's guns are desi gned t o fire both a variety o f 
cartridges and energy blasts. Cartridges Inc lude: a bullet 
equal to an Earth .4 5 long doing 4-24 damage and has 
very good penetratIon. Armour pierc i nglteflon cartridge 
does 5-30 damage, excellent penetrat ion. Explosive shell 
does 6-60.6 damage (roll six. 10-si ded dice). Flare shell 
for signalling and light does 2- 12 damage as a weapon, 
lights up a 160f t diame ter area. Mini-grappling hook 
fires a folding grappling hook and cord with a test st rength 
o f 12001bs. Spike and line oper ates much l ike the grappling 
hook, does 1-8 damage as a weapon. Smoke shell explodes 
on impact releasing a dark billowing c loud t hat obscures 
30 square feet. Tear gas causes eyes and skin to bu r n, 
impairs vision. No saving t hrow. Vic t ims are -6 to strike, 
pa rry, dodge and lose initiative. Tranquili zer darts; saving 
throw vs to}! i ns, 15 or higher; takes effect within six 
melees. ALL cartridges have a maximum effect ive range 
of 160 feet; the guns hold six shells at a lime. 



The guns can also be quickly converted to become 
energy weapons with a few quick adjustment s and inserti on 
of a small energy clip (takes Challenger 20 seconds). 
Energy clips i ncl ude: Stun Blast ; disrupts the person's 
nervous temporarily stunning 

Range: 90ft; four 
ire c lip, four. 
90ft; shol s per c l ip: IWO; 

j~:ct'~~*~;:, IWO. Laser; Damage: 6-36, range: 
four; allacks per melee: full clip, four. 

and energy clips are swred in his utility 
belts waist and over his shoulder. The smoke, 
flare, tear gas, and explosive shells can be ignited by 
hand and used as a thrown pellet-grenade. 

PANELS EXERPEO ;-ROM 
I55U£ IVUMBER .3 OF THE 
J/lJTfCE MACHINE CQ1.1'/C . 

Georwell Criminal Record 
Subject: C r aig Lennlv 
Code Name: Challenger 
Treason; three counts 
Conspiracy; three counts 
KidnaopJn.': of Prosecutor Zarren 
Leadi ng rebel siege against government installa tion: 
Di mension Lock. 

Sabot age o f Dimension Lock 
Ill egal flight int o the other dimensional world know as 
Eart h 
Accessor y to the attempted murder of speci al operat ive 
Monol ith. 
Breaking and illegal entry o f government installation; IWO 
counts. 
Destrucllon of government property; six counts 
Resisting arrest; three COUnt s. 
Assault on government agents; tWO CountS 
Suspec t ed in the manufacturing and diStribution of illegal 
drugs (this last one is the result of Demon's indiscretions). 

NOTE: All of these inflated. false or twisted charges 
are the result of event s that occurred in the just ice M a
chine comic book. Issues number one and tWO. JUSt for 
the record aJi charges of treason and conspiraC)' are f alse 
as is the charge of kidnapping (although Challenger has 
since allied himself to the forces of New Haven who cur
rently hold Prosecutor Zarren pr isoner). The rebel siege 
was the justice Machine's allempt w escape government 
persecution on trumped up charges of treason and con
spiracy. Accessory to attempt ed murder, false; Injury 
to Monolith was the result of a fellow agent ' s actions 
in combat. Drug cha rges are also completel y untrue. 
Charges o f sabotage, assault, damage w property, breaking 
and entry, resis t ing arrest and illegal fl ight are true in 
the sense that the)' all happened in t he justice Machine's 
efforts to escape GeorweJl. 
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Diviner 
DIVINER 
Real Name: Saara Lenniv 
Alignment: Scrupulous 
Attributes: I.Q. 16, M.E. ]0, M.A. IS, P.S. 17, P.P. 17, 
P.E. 12, P.B. 15, Spd. [5 
Age: 32 Female Weight : 120 Height: 5(( 6in 
Hit Points; 41 5.D.C.: 32 
Disposition: quiet, withdrawn, melancholy, sel f-confident . 
bitter about her condition, broken marriage, and life in 
general. j'l owever, she values life, beauty and freedom. 
Despite her feelings she works well with the group and 
cares strongly about her ex-husband, Challenger. 

Ji~~~~~~~B*'O~"*'~',~,~(J:::m:,p~'~"::nits) I A sensory web Is woven int o 
sensory data to a dozen 

special sensor unit S Implanted In her nervouS system and 
braIn. Through these devices her natural senses are in
creased far beyond the range of normal humans. Hearing, 
smell, taste and touch are all enhanced (as detailed in 
the HEIGHTENED SENSES power description In Heroes 
Unlim ited, pg. 113). Blind at birth, even this great dis
ability has been compensated for by the following sensors. 
Infra Red: perceives Infra-red spectrum of light and picks 
up heat emanations; range 600 feet. Ult ra-Violet: picks 
up ultra-violet light spectrum, range 300 feet . Heat: 
picks up and pin-polms heat emanations; range 140 feet 
wIth a 20 foot radius. MOlion Detectors: range 140 
feet With a 20 foot radius. Radiation Detector measures 
the amount of radiation within a 30 foot radius. Bio
Scan alens Diviner to her physical condition (pluse, respira-
tion, etc.) --
IMPORTANT NOTE: Without the sensory web in her cape, 
Diviner Instantly lapses Into a comatose stale of sensory 
deprivation. In this state she is unable to experience 
even the most rudimentary phySical sensations. In this 
condi tion Diviner is little more than a vegetable while 
her mind wanders in a dream-like world, seemingly exper
Iencing any number o f halluci natory sensat ions and events. 
If condemned to this condition for more than a month 
or twO she is likely to go mad (Roll percemlle dice; 
1-34 still sane; 35-80 phobia; 81-90 affective disorder; 
91 -00 neurosis). Recently she has undergone t his dreaded 
condition when her sensory web was destroyed by the 
vitlain Blood Master. fortunately, the physicians and 
technIcians of New Haven were able to diagnose her con
dition and c reate a new sensory web. Until t his incident 

of the justice Machine, including her ex-husband, C,,,,,,,,,,," aware of her unique condition. 
: 8th level 
3 years o f college 

~~1:ljJj~~i§' "16% J En forcement 

Scholastic Skills 
Basic Mat h 98% 
Basic Biology 96% 
Wrillng: Fiction 78% 
Philosophy 96% 
World HislOry (Georwell) 96% 
Investigative 86% 
Crime Science/Forensics 91 % 
Surveillance Systems 86% 
Foreign Language: Earth English 98% 
GymnastiCS 
Hand to Hand: Expert 
General Athletic 
W.P. Blunt 
Secondary Skills 
Escape Art iSt 65% 
Pick Locks 78% 
Pick PocketS 83% 
Pilot Automatic 98% 
Pilot Manual T ransmission (stick) 98% 
Pilot Small Truck/4 Wheel D rive 98% 
Pilot MOlor/Speed Boats 98% 
Sleight of Hand 64% IS 

Medi cal: FIrSt Aid 
Study Literature 
Study PhlJosophy 
Cook 
Swimming: Basic 
Drugs 
Combat Skills (all bonuses are 
Attacks per melee: five 

92% 
90% 
90% 
98% 
98% 
98% 

included) 

Bonuses to Strike . 6; Parry .. 5; Dodge .5; Damage +5; 
Roll w i t h Punch or Fall +6; +2 t o Pul1 a Punch; .. 4 on 
i nil i at i ve; +1 to Strike on a Body Block (does 1-4 damage). 
Knock Out/Stun on 18-20 
Kick Attack does 1-6 damage 
Other Abilities: Balance 98%; Climb Rope 98%; Climb 
68/83%; Leap 20ft; Back Flip 98%; Prowl 70%; Track 
by Smell 70%; Recognize a Person's Scent 70%; Recognize 
Specif ic Odors 98%; Recognize Raised Letters 94%; Identify 
Substance by Taste 98%; Identify Toxins, Poisons, Chemicals 
by taste 70%; Estimate distance and Speed by Sound 98%; 
Recognize specifIc Voice 98%; Enhanced Sense of Hearing 
(see Heightened Senses; H. U. pg. 113). 

Personal Profile: Diviner originally joined the team while 
still married to Challenger In a futile attempt to get 
closer t o him and save their marriage. The marri age's 
failure has added more bitterness to a life she perceives 
as full of pain and failure. After a brief sabbatical , 
Diviner returned to the team with seeming digni ty and 
reserve. However; beneath her facade of gentleness and 
calm seethes a tormented woman who despises her condition 
and reliance on the artificial devices Iha! give her life. 

She blames her parents for bringi ng her into the 
world and not destroying her at birth, fo r it is only through 
the bionic implants and her sensory web that she can 
perceive even the ttniest sensations. Mute and st unted 
senses that, when supplemen ted by the sensory web, enables 
her to hear the smallest sound or recognize the slight est 
odor. Senses so greatly enhanced that she has become 
famed as an uncanny huntress and skilled combatant. 
Yet even the implants cannot restore Diviner's sightless 
eyes. Eyes blind at birth, forever losl to darkness despite 
the mechanical wonders that enable her to fu nction better 
than any sighted person. She has lived this He cleverl y, 
concealing her disability from all the justice Machiner' s 
Including her ex-husband Challenger. A secret well kept 
until her brutal assault at t he hands of Ihe assassin Blood 
Masler. The sensory web cape destroyed in combat. 
D iviner fell like a straw doll, plunging Into the loathsome 
dream-state imposed by sensory deprival ion. Onl y four 
times since her bionic sensors were implanted has she 
experienced this stale which is both beautiful and horrible. 
Time is suspended, emot ions soar, twist, pnd plummet. 
I t is only here in these dreams that t he eyes have Sight, 
but what she sees are phantoms more lies 
more torment . (As seen in the justice Machi ne comic 
books #3 & #4). 

Always suppressing her deepest feelings, Diviner 
is not an emotionall} forceful person preferring t o take 
as many unobtrusive paths as possible. However, she 
Is nobody's fool; intelligent. clever and resourceful. 

Georwell C ri mi nal Recor d 
Subject: Saara Lenniv 
Code Name: Diviner 
Identical to Challenger's 
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Blazer 
BLAZER 
Real Name: Mittian SIQvlch 
Alignment: Scrupulous 
Attributes: I.Q. ]4, M.E. IJ, M.A. 16, P.S. 15, P.P. II , 
P.E. IS, P.B. 18, Spd 17 
Age: 24 Female Weight: I 361bs Height: srI 7ln 
till Points: 40 5.D.C.: 44 • 200 when aflame 
Disposition: friendly, COUrteous, talkative. 
Power Category: MUlOnt 
Super Power: Aller PhySical StruCture (firel. (see H.U. 
pg. 100-101). Includes: Radiate Heal: 40ft radIUS; Shoot 
fire Ball: range 450ft; damage S-40(msx.), +2 \0 s tr Ike 
a target in addition to combst bonus. Boll of f lame: 
range 36ft, damage 5-40Imax.). Wall or Circ le of f lame: 
can creat e II up 10 120ft away for a maximum duration 
of 30 melees/7.S minutes. Super Nova: self destruct; 
Flight : 40mph or hover, -2 10 dodge when in flight; 
SpeciaL A.R. 14 and S.D.C. 200 when aflame. 
NOTE; Super power uncontrollable Without artificial means. 

'Se~'~~~~~P~'O~f~I~'e~. ror details. 
~ . 5th 

Year o f College 

BaSIC Biology 
Music Ising) 
PliO! aUlOmatic 
Swimming: BaSIC 

(all i nclude scholastic 

Foreign Language: Earlh English 
Theology/Philosophy 
Athletics: General 
Dance 

bonus) 

" .. " .. 60 .. 

'''' " .. '0% 
78 .. 

7'" 
j 55'*' 

PholOgraphy: Film stud} 
of and appreciation film making) 65% 
Computer Operation 85% 
Cook 90% 
Drugs (knowledge) 85% 
Study: Film 75% 
Study: Literature 75% 
Study: TV/Video 75% 
Pilot Single Engine Plane 92% 
Pilot Manual Transmission (stick) 98% 
Combat Skills (all bonuses include physical training skills 
and hand 10 hand basic) 
Altacks per Melee: four 
Bonuses to St rike .2; Parry ~3; Dodge .3; Damage .2: 
·3 to Roll wi t h Punch or Fall; .2 10 Pull Punch. Body 
Block .3 t o St rike, Does 1- 4 damage. NO weapon 
proficiencles. 

Georwell Crimi nal Record 
Subject: Mitrian Stovlch 
Code Name: Blazer 
Treason; three counts. 
Conspiracy; three counts. 
Kidnapping of Prosecutor Zarren 
Assault on Government Agents: four counts. 
Accomplice in the attempted murder o f special agent 
Monoli th. 
Sabotage of the Dimension Lock 
Illegal flight Int o the other dimensional world known as 
Earlh. 
Resisting arrest: four counts. 

i1 

As with the ot her Justice Machiners, Blazer's charges 
are either trumped-up, inflat ed or the result of her flight 
from Georwell to Earth. The charge of accomplice t o 
the altempted murder o f Monolith is false and resulting 
in that it was her flame powers thai incapacitated Monolith. 
See the J.M. comic book Issue .2. 

NOTE: Blazer's senile mother Is her only Jiving rela
tive and may be used by evil Georwell forces t o lure 
her back t o GeorwelJ or manipulate and compromise her 
position on Earth. Game Masl ers, thiS can make an in
teresting device to move Into a scenaflo in which Blazer 
must return home to save her mother or seemingly turn 
against New l-lave or her fellow Justice Machlners. Or 
you could use It as a plot device in which non-J ,M. heroes 
elect that It b t OO dangerous for Blazer to go; to rescue 
her mother In her stead (or at her side or with the J.M.). 
This is an interesting situation with many and multiple 
potential uses and sub-plolS. However, Blazer is a very 
good and honorable person who will NEVER bend to evil 
or sacrifice her friends no mailer how personally painful. 

Personal Pro f ile: Blazer was recruited by the Georwell 
special service al an early age. A mutanl , Blaler's flame 
power suddenly manifested itselr a week before her four
teenth binhda). Powers she didn't understand nor able 
to control , that threatened 10 destroy her and half a city 
as i t raged OUt of cont rol. It was only t hrough deft gov
ernment Intervention and pure luck that disaster was averted. 

Placed i n a special energy absorbing, damper chamber 
Mitrian's mutant energy was controlled enough t o prevent 
her from reaching cri tical reaction as a super-nova. While 
the devastating energy was controlled and put to con
structive use po ..... ering 35% of the secret complex, the 
environment of the chamber was intolerable to normal 
human belngs_ For five years she lived in seclusion, her 
only companions a ballery of scientistS and technicians 
clad in specially constructed envi ronm ental su its. After 
wha t seemed an el ernlly she was presented with at least 
an acceptable remedy. A speci al envi ronmental suit con
structed of unstable mutant elements that could withstand 
and help control her awesome energy. The fabric o f the 
sun itself was accidentally developed by the space program 
and its unique molecular construction and energy bonding 
propeTl ies are not yet understood. 

The sui t is able to respond and alter wtth Blazer's 
physical transformation allowing precisely measured amounts 
of access energy t o escape and burn off harmlessly. 



The ten white ovals of the costume are the control circui t 
pads thai constantly anal y ze, regulate, diSt ribut e and re
lease the mutant heat energy. The ovals frequently change 
t o a yellow color when energy levels are extremely high. 
As a safety featu re only five o f the control pads are 
needed to malnlain the suit . Consequently the sui t can, 
theoret ically, sustain considerable damage wil hou t mal
functioning. However, if six or more o f the ovals are 
damaged Blater's energies will begin to build until she 
self destructs In a blazing super- nova. With age she 
has found that she Is able to exert inc reased control over 
her powers, but even with her absolute concentration she 
will nova within 24 hours Irregardtess of the amount o f 
energy she may auempt to release. 

Blazer's environmemal suit 15 completel y beyond 
Earth understanding (as well as Georwellian) and is unable 
t o be duplIcated by the scient ists of New Haven. Con
sequently, If the suit should be severly damaged It cou ld 
mean death to Blazer and countless bystanders. The only 
other suits (4) In existence are locked away in a securi t y 
vault on Georwell. While the Just ice Machiners koow 
its location, gening to the vault would be a lest of skill 
and cunning with possibly deadly consequences. 

INSERT INTO BLAZER'S 
PERSONAL PROFILE 

Blazer can never en/o)' 
a completely fullfilled relation
ship wuh a man because her 
mutam powers would burn 
hIm to a crisp the minute 
she disrobed. Frustrat ed, 
she has plunged herself Into 
the world of film and literature 
to keep her mlOd off her 
woes.. She's found a particular 
wealth of matenal on Earth 
tn~nsforming her Into Quite 
an aut hor it)" not t o mention 
fanatic , about Earth films. 
She loves a][ the c lassics from 
Frank Cappra 10 Howard H awks 
and Alfred Hitchcock. Blazer' s 
particularly fond o f t he swash
buck ler' s and anti-heroes such as 
(both) FaIrbanks, Errol fl ynn, 
Bogan, Cagney, East wood and 
even Tishiro Mlfune. To list all 
her favorites would be foolish 
as she loves them alJ lincludlng 
the creature from Ihe black 
lagoon). Consequem Iy when she's 
not cri me busting, she's attend
Ing film festivals, movies, going 
to the t heatre, cal ching line 
night m(lVies or reading about 
the subjec t. New Haven' s vast 
video library has proven to 
have been quite a boon t o her. 
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Game 
Masters Not e: Reme mber oobody except a handful o f 
GeorwelJ offic ials land possibly a special Georwell agent I 
assassin) are aware o f Blazer's condition! Even among 
the Justice M achine only Challenger. Diviner and Blazer, 
herself, know the enti re story behind her powers. This 
means that Ihere is absolutely NO reason for any ani agonist 
to attempt 10 destroy or disable her SUil . As far as the 
worldlsl is concerned she's just aoother cosl umed superbelng. 
The Costume's Other Properties 
-Impervious 10 heal and cold (cold sl ill affeclS Blazer). 
-Seemingly indestruc table: Armour Rating 14, 5. D.C. 400; 
regenerates by siphoning Blazer's mUlant energy (regen
er ates at a fate of 10 S. D.C. per hour). NOTE: The 
oval cont rol pads do NOT regenerat e. It is also important 
t o polnl out that the SUil doesn't provide any additional 
protection t o Blazer, she stili t akes oorm al damage from 
attacks even though the cost ume Is exceptionall y tough. 

'. 

I 
\" 

.' , I 
" 

.. " 
I', , 

, , 
• 

·.t II 
, I II 

~', 
... ~: , , , 
~ 
'; 

, " 
" , 
I, , 

" 
" 

, 





Demon 
DEMON 

II, M.A. 8, P.S. 26, P.P. 18, 

175 Height: Sfl lOin 

insecure, arrogan .. 
artist in histOT). 

Acrobatics, Gymnastics, Martial 

Martial Artist and Law Enforcemem 

Chemistry 
Dance 
SWimming: Competitive 
Athletics: General 
Secondary Skills 
Body Building 
Climbing 
Prowl 
W.P. Blunt 
Drugs 
Escape An is! 
Sleight of Hand 
Pilot: Motorcycle 
PilOt: Automatic 
Pilot: Manual Transm ission ISlick) 
PliO!: Single Engine Plane 
Speak, Read/Wrile Earth English 

90 .. 
70" 
" .. .... 
49/6 4% 
68% 

90% 

" .. 52% .... .... 
.. % 
96" 
82% 

Combat Skills: (all bonuses are included) 
Anacks per Melee: seyen 
Bonuses to Strike .5: Parry .8: Dodge .8: Damage .1 1; 
Roll wilh Puoch or fall .14: Pull Punch .4; Salle \/5 Todns 
.4; Save vs Coma/Death 12%. 
Knock Out/Stun on 17-20 
e rhlcal Strike natural 20 
Kick Allack does 1-8 damage 
Body Blockrrackle ·2 to strike does 1-4 damage; 60% 
likelihood to knock opponem down. 
Pin/Incapacitate (by holding) on a roll of IS-20 
Other Abilities: Crush/Squeeze does 1-4 damage; B!!laoce 
98%; Climb Rope 94%; Climb S6/76%; Back Flip 96%; 
Leap 16ft high & 17ft long, Walk Tighl Rope 98%; Prowl SS<!io 
NOTE: See the effects of drug imoxicatlon for additional 
bonuses and minuses. 

Personal Profile: Demon, t he quick, cocky swash-buckler 
of the group. prides hImself as the fastest mart ial artist 
alive. Unf ortunately. while Demon is one of the very beSt 
martial artistS on either GeorweJI or Earth. he Is NOT 
~the" best. A fact thai ea t s away at his ego and drove 
him to cheal to gel to Ihe tOp of Georwell's martl!!1 
arls elile. So insecure and obsessed with fame and glory 
he has resorted 10 augmenting his natural speed and agil it y 
wjrh dangerous GeorwelJian speed. He has used and kicked 
drugs several times in his life. but never has he been 
so dependent on i t as he Is no,,:. Demon must be the 
!!bsolule best that the world has ever seen. Orever will 
see. Irregardless of t he cost. He has graduat ed from 
occasionally popping pills to a regular schedule and h!!s 
recemly begun shooting the drug directly into his blood 
stream for more Immediate results. He believes Ih al 
he cannot be the best without Ihe ampheum l ne, a psycho
logical addict ion as debil ita ting as his physical addiction. 
This IS Iragic for this super-hero Is at his pr ime and C01Jld 
be jusl as good wit hout the drug as he is with it . 

Although the Georwellian speed is a t ype of ampheu 
mine it is ver)' dl rrerem chemically than Ihe Earth am
phetamine. The Georwellian speed actually tem porarily '0 

heightens ones awareness o f his senses resulting In quicker 
reac tion time as well as Inducing an euphOTIC high. The 
Earth amphel amine known as "speed" or an upper will 
nOI produce t he same erreci and is so chemically dirrerem 
thai I t will nOI satisfy Demon's physical addiction. This 
means that he must somehow replenish hiS drug supply 
from Georwell or f ace a painful and traumatic withdrawal. 
Preferri ng death over being less than t he best, he will 
seek t o re turn 10 his nat ive planet t o obtain more o f 
his precious drug. 

Demon Is a shallow, selfish person who values his 
agility, strength, skills and macho-image far more th!!n 
any moral considerations. Sadly. he believes he must 
always be the wisecracking. muscle man capable of feats 
o f daring-do. With the added high from Ihe speed, he 
believes himself able to handle any foe or situatiOn.. 
IneVitably I his leads to heedlessly t aking unnecessar)' 
risks, acting without thought, and being overly quick t o 
accept any challenge. He must w in at all costs and will 
lie, cheat and back stab 10 do so. 

His only regular weapon is his steel reinforced bllly
club, although he is equally adept with any blunt weapon. 
The billy-club Is spedally designed to be perfectly balanced 
making it a let ha! weapon in hand or thrown. A sect ion 
o f the club has a narrow, hollow tunnel in which Demon 
stores many o f his pills. 

GAME MASTERS NOTE: Demon's drug addiction 
Is cert ain to destroy him, begining with his Integrity and 
self worth. While it has seemingly Increased his natural 
abilities it has only served t o Increase his own fears of 
inadequacy. This psychological barr ier has made him sub
consciously sabotage his own effort s ((minus) - 12% on 
alt skills and - I to strike, parry and dodge w llhou t Ihe 
drug) convincing him that he must have the drug to perform 
at peak e ffic iency. As his secret Slash dwindles he will 
become inc reaslngl)' nervous. quick tem pered and even 
par anoid (. 1 on initiative). Consequently he will emphatically 
support any suggest ions regarding t he return to Georwell. 
lie will volumeer for assignmenlS of espionage, recon
naissance, sabot age, delivery of a message. anything that 
will get him back to his homeworld to replenish his supply 
o f speed, However. he will jeopa rdize any such mission 
by first making his drug connection. This will include 
desert ing friends and allies on the mosl c rucial or dangerous 
aSSignments. He must have his drugs! or course, upon 
buying or slealing his precious che micals he will reunite 
with his teammates to conclude their mission with his 
whole-hearted support. Queslioned about his mysterious 
departure he will offer any hosl o f con vinci ng Hes. from 
f ollowing an Important lead 10 having been momentarily 
de tained by aHac kers. No one will quest ion his rash actions 
as Demon is Infamous f or his heedless bravado. 

As for the problems this may cause, Demon's absence 
alone may endanger a mission based on the strenglh of 
the total group or one Ihal's based on a strict lime table 
which will not allow his little detour. likewise. hIS solo 
escapades could result In his capture or Injury al Ihe 
hands of either the government or criminals (he has a 
plenitude of enemies on both sides of the law). Worse 
yet, even word o f his return to Georwel l, lei alone his 
actions, is likely t o agitate the fearful Georwell government 
who will easily construe Demon's aclions as the 1.M.'s sup
port o f the rebel underground al work to overt hrow them. 
Should this happen the already par anoid holders of power 
believe it necessary to take immediate and decisive action 
against ALL the Justice MachIne. This could lead to 
r obot assaullS, assassins, elaborate traps, assaul t s by hired 
Earth super villains. or Georwellian super-agents such 
as the Guardians; possibly even an OUI and out sIege on 
New Haven i f lIS location is ever learned. 



If Demon can't get authOrized entry to Georwell 
he wlll sneak into the Dimensional Lock, built by MaJ:inor 
in New Haven and reulrn to his home ..... orld on his own. 
ThIs can generate all the problems previously discussed 
as well as possibly disrupting or ant agonizing the rebel 
underground, for MaJ:inor's dimensional teleport connects 
directly with his rebel commanders on Georwell. Unless 
Demon is careful he could lead the evil forces of the 
Georwell govern ment right to the rebels and the Dimensional 
Lock that connects Georwell wit h New Haven. (G.M.' s; 
although heedless and headstrong, Demon is not likely t o 
be that careless, at least not the nrSt fe ..... times). 

Challenger Is familiar with Demon's hist or y of drug 
abuse and suspecu that he's hooked again. He ..... ill try 
t o help him kick the habit , but this kindness is likely 
to prompt Demon t o act in desperation and in hast e. 
Confronted without actually being caught in the act Demon 
will emphat ically deny his drug use with the appropri ate 
amount of r ight eous Indignation. If caught popping or 
shooting up he will refuse help, de manding thaI it's his 
lIfe and no one elses' business. Once alerted to his com
panions' knowledge o f his drug use he will become some
what withdrawn and secret ive. 

Demon's personal bailie with himself and his addiction 
..... ilI be his ultimate battle, for it is a battle he MUST 
win. It will be a terribly difficult, demoralizing, painful 
struggle that will rend both body and soul. In the end 
he will be far beller off. but it wOI be a long arduous 
journey that will test his skills and loyal t y. Because of 
his emotional/mental addiction and fears his wi thdrawal 
..... 111 be t hat much more difftcult. There will be times 
that he ..... 111 find his inadequacies ..... ithou t the drugs t o 
be maddening and be oh en tempted to take them again. 

The effects of withdr a ..... al wil l be more severe than 
normally expected; see Withdrawal Symptoms (cold turkey) 
in H.U .• page 146. Add 10% to skill deficits and likelihood 
of taking the drug I f its available t o each week. Add 
15% to the likelihood of returning to drugs for the next 
year. 

The effects of drug Int oxication 
The Super syndrome: bel ieves his abIlities are heightened 
by the drug, providi ng the following bonuses when high; 
. 1 10 strike. parry and dodge, ·6% on all skills. When 
not high he Is (minus) - I t o strike, parry and dodge and 
(minus) - 12% on all skills. NOTE: these bonuses or minuses 
vary wit h dru g use and are NOT inc luded in the skl1l 
or combat bonuses. Demon is high on Georwellian speed 
50% of the time and always during combal. 
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COnspiracy; three countS 
Kidnappi ng o f Prosecutor Zarren 

SECl?£r lIoaow CONTAINJ 
OEMOIV"J ORrJ(:'S 

Siege agai nst government installation: Dimension Lock. 
Sabotage of Dimension Lock. 
Illegal flight to the olher dimensional world know as Earth 
Resisting Arrest; three counl S 
Assault on government agents; eight counts 
Assault with a deadly weapon; elghl COUntS (his hands 
are weapons) 
Destruc tion of government propeny; three counts 
Traffic king In illegal drugs 

As with the other J.M. members most charges are 
either fa lse. inflated or the result o f his ftight from 
Georwell. However, Demon IS guilty o f Hansportlng large 
(dealer) quantities o f illegal drugs as well as extreme 
violence, I.e. assaults. 
NOTE: The Georwell ornci a]s know o f his drug addIction 
"'8ri'd'Wili use that knowledge to capture him or compromise 
his position wit h t he Just ice Machine. It's Important t o 
polm out that even as seif cen lered and mercenary as 
Demon Is he will never betray any of the J.M. unless 
under-going severe whhdrawal and promised drugs in return 
for informat ion. Even then t here's only a 28% chance 
o f beH ayaJ; a sit uat ion he will attempt to reverse. prevent 
or avenge after he receives his drugs. However. he l! 
likely t o betray or use anyone he dislikes or cares little 
about including Hammet Dash, the Free For ce, Maxlnor, 
Yout h-quake, and possibly all o f New Haven and the rebel 
underground on Georwell. Despite the biuer words, quar
rel s and apparent resent ment bet ween Demon and Talisman, 
there's a strange bond between the two men that will 
prevent one from betraying Ihe other. 





Talisman 
Rodney Carlson 

AnarchiSI 
I.Q. 14, M.E. 13, M.A. 10, P.S. 10, P.P. 12, 

14, Spd. 12. 
Male Weight: 160 He ight; 6f1 
51 5.0.C.; 40 

Disposition: Braggan, coc ky. exaggerates, cheerful but 
annoying; very self absorbed. 
Power Category: MutaOi 
Super Power. NOTE: Ihls unusual super power is not found 
In the Heroes Unlimited rule-book, but Is newly developed 
\0 coIncide with the Talisman comic book charac ter. 
Karma: the character is able to influence hIs luck and 
those around him via a SOrt of karmic aura. This influence 
is apparent in Ihe form of bonuses during dangerous or 
critical conditions. Bonuses for the karmic characler 
ITaJisman): .4 to parry or dodge, .2 10 st rike, .10 10 
roll with punch or fall, Dealh blow only stuns, .10% save 
YS toxins, .20% save vs coma/death, .10% on al l skills. 
Remember, these bonuses apply only under threatening 
conditions. 

Bonuses for characters under the karmic influence. 
These bonuses apply to all allies within a 60ft diameter 
and requires the karmic-character (Talisman) to concemrate 
on that panlcular person's actions to influence them. 
Example: Come on; you can do It . . . ; pick that lock; 
and so on. Bonuses:.2 to parry or dodge; .1 to st rike, 
• 2 to roll .... ilh punch or fall , .5 on a specific skill/action, 
·8 to save vs coma/dea th. 

Karma is an energy of positive or negative energy. 
The aforememioned bonuses apply when the motives are 
good and honorable. Reduce them by half if motives 
are solely selfish. If evil Imem, the following penalties, 
rather than bonuses apply, workIng against the character. 
Penalties (minus) -2 to strike, parry. dodge or roll with 
a punch or fall, - 10 on all skills. 
NOTE: Gamemasters may Include the Karma power as 
a ne .... super po .... er if they like. No .... back to TalismalJ's 

9th level 
Bachelor 's Degree In Science (math/ 

~~~~~; ·25% 
Enforcement 

(all Include scholastic 

Algebra 
Basic Chemisty 
Computer Operation/Technology 
ComPUter ProgrammIng 
Compu ter Repair 
Trigonometry 
Geometry 
Calculus 
Physics 
Investigative 
Surveillance Systems 
Research 

Language: Earth English 
W.P. 
W.P. (his cane) 

I 
Basic Automotive Mechanics 
Escape Artist 
Pick Locks 
Pick Pockets 
Medical: first Aid 
PItOt: Motorcycle 
Pilot: Automatic 
Pilot: Manual Transmission (stick) 
Pilo t: Large Truck (semll 
Pilot: Single Engine Plane 
Pilot: Twin Engine Plane 
Pilot: Mot or/Speed Boat 

bonus) ,,% 
9.% 
,,% 
,,% ,,% 
9'% 
9'% 
9.% 
9 ... 
95 .. 

" .. 9.% 
9.% ,,% 

" .. 85/60% 
70% 
,,% 
79 .. .... 
9 ... 

" .. 9'" " .. 9'% ,,% 
9.% 

Swimming: Basic 
Dar'ICe 
Prowl 
forgery 
Hand to Hand: Basic 

9.% 
'5% ,,,. 
,,% 

Combat Sk ills (Karma bonuses NOT included) 
Att acks per Melee: five 
Bonuses t o st rike .2: Parry .2, Dodge .2, Damage .2, 
Roll with Punch or Fall -2, Pul l Punch _2. 
K nock Out /Stun 19-20 
Critical Str i ke from behind 
K ick A ttack does 1-6 Damage 
Personal Prom e: Talisman Is an obnoxious, abr asive Indivi
dual and the least IJkable of the Justice Mac hine. Greedy, 
he treasures his wardrobe and possessions above the com
pany o f people. While he would like to think of himself 
as a ladles man, his sardonic tOngue and arrogant, patron
Izing attitude prevents him from achieving his wishes. 

Although blind to his o .... n shoncomings, Talisman 
has an answer f or everything and a criticism for everyone. 
Like a typical dandy he would prefer to st and on the 
si de- lines offering some bit o f strategy or pear l o f wisdom 
(0 others rather than soli ~his" hands i n combat . Al ways 
thinking of his own welfare or prorit , Ta li sman makes 
a terrible leader as well as an unreliable t eammate. 
Suprisingly, he reall y does care about the other Justice 
MachIne members and is unlikely 10 ever betray any of 
them. The J.M. are the closest thing to friends or famil y 
he has ever known. Though he would never admit II he 
would rather die than lose them. Yet even among the 
1.M. he's an outcast, never quite meshing with the 01 hers • 
pulling a .... ay when anyone tries to get c lose. However, 
he secretly watc hes OUt f or their welfare never showing 
how much he realty cares. 

Despite their constant bickering and arguing he Is 
closest to Demon. Perhaps this is because both men tire 
so similar in t heir at t itudes or perhaps Talisman sees 
himself reflected In the tragle Demon. Whatever the 
reason, Talisman consIders the swashbuckling martial artist 
10 be his closest f riend although t he feelings are.!!2!.. mutual. 

In addition to Talisman's karma/luck po .... er he's a 
computer and mathematics genius, making him a valuable 
asset to the team. On hIs own he Is a clever, capable, 
lone wolf wi'th an eye for a scam and a street wise savvy 
equal to none. With the possible exception o f Demon, 
he Is the most treacherous o f c haracters cleverly .... eaving 
lies and deceptions with the practicec skill of a conridence-
man. 

Since he accidentally killed his land-lady on Georwell, 
Talisman's luck had t aken a severe turn for the .... orst. 
However, recent ly his luck seemed to have re tur ned. 
If he continues on his current path, supporting friends 
and just ice, his karma will remain balanced. 

NOTE: Talisman often uses a handsome walking stick 
t hat 15 actually a short range energy weapon, capable 
of releaSing an electrical c harge. Range: 20ft; Rate o f 
fi re: two per melee; Number of Charges: eight: Damage: 
3-18 each. The devIce is o f Geor wellian origin and re
chargeable. 
GeorweJl Cri minal Record 
Subject : Rodney Carlson 
Code Nam e: Talisman 
Treason: t hree COUntS 
Conspiracy; t hree COuntS 
Murder in t he firs t degree (his land-lady) 
Kidnapping of Prosecutor Zarren 
Assault on a governmem installatIon 
Sabotage o f Dimension Lock 
Illegal flight Into the other dimensional .... orld known as 
Earth 
Destruction of government property; two coums 
Resisting arrest: twO counts 
Assault on government agents; one Count 

While most charges are false, in flated or the result 
of his flight from Georwell , he is guil t y of t he accidental 
murder of his land- lady. The woman fell, striking her 
head, when Talisman struck her In an altern pI to prevent 
her f rom alerting the authorities. See the 1.M. comic 

23 book issue number t wo. 
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Titan 

12, M.E. 14, M.A. 14, P.S. 27, P.P. 15, 
Spd. 17. 

Male Normal Weight: ] 80 
Normal Height: 6f! Jin Hit Points: 46 S.D.C.: 104 
Disposition: Calm, genlle, sensitive. perceptive"""'8ii'd cour+ 
(eous. Currenlly he is suffering the emotional trauma 
of his family's death, feeling no grief or other appropriate 
e~otlons. Instead he has bottled-up his emotions, deoying 
hiS anger and sorrow. 
Power Category: MUiant 
Super Power: Growth {See Heroes Unlimiled, pages 112-
113 for complete explanation). Maximum slle possible 
is 32 feet, howeve r Tilan loses consciousness within 2-
8 melees If he grows beyond 20 feet . He is most confon
able at ]5 feel but will not hesitate to grow up 10 20ft 
if c ircumstances require it. The following bonuses apply 
only when in giant-size. Statisllcs are given for 15ft 
and 20fl which are hi s mosl common heights. Bonuses 
al 15 feet tall: body weighl increases (add 2701bs); S.D.C. 
+36, P.S ... 3 providing on additional damage bonus of .. 7, 
this Is in addition to Titan's formidable normal bonus 
of .. 14 t o damage, combining for a lotal of .. 21 when 
15h lall. He Is .. 2 to strlke, speed becomes 34, and 
he can carry or throw up to 1500 Ibs and 11ft up to 3000 
Ibs. (Minus) - 2 to parry and dodge. Bonuses at 20 feel 

..!.!!!!.: Weight increases (add 420Ibs); S.D.C. +56; P.S ... 5 
providing an additional damage bonus of .. I I, this is in 
addition t o his normal bonus of .. 14 combining for a tOlal 
damage bonus of 25 when 20ft tall. He's also .. 2 to strike; 
speed becomes 68, he can carry or throw up to 1600 lbs 
and lift a maximum o f 3200 Ibs. (Minus) -2 to parry 
and dodge. 
Level of Experience: 6t h Level 
Level of Education: One Year o f College 
Scholastic Bonus: .. 8% 
Occupation: Law Enforcement 
Scholastic Skills (att include scholastic 
Basic Math 
Basic Biology 
MusiC: Flute 
Automotive Mechanics 
Investi gative 
Law: Criminal 
Swimming: Competitive 
Boxing 
Wrestling 
Acrobatics 
Secondary Skills 
Body Building 
Hand lO Hand: Basic 

bonus) 

"'" 78% 

"'" 88/68% ,.'" ,.'" .,'" 

Compuler Operation 90% 
Basic Electronics 90% 
Speak, Read, Wrlle Earth English 82% 
Sewing (basic) 90% 
Cook 98% 
Pilot: Automatic 98% 
Pilot: Manual Transmission (stick) 98% 
Pilot: Race Car 74% 
Combat Skills (all bonuses are Included) 
Attacks per Melee: Five 
Bonuses to Strike .2 ( .. 4 
giant); Dodge . 2 (none 
when 15ft tall and .. 25 
Fall .. 8; Pull PunCh .. 2. 

when giant); Parry .. 2 (none when 
when giant); Damage .. 14 ( .. 21 
when 20ft); Roll with Punch or 

Kick Attack does 1-6 damage (plus damage bonus! 
Can Carry 1350 Ibs and lift up to 2700 Ibs at 
~ize . 

normal 
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Other Abilities: Balance 98%; Sense of 
Walk Tighl Rope 98%; Climb 56176%; 
and 17ft long (32ft high and 34ft long 
feet tall). 

Direct ion 98%; 
Leap 16fl high 
when 15 or 20 

Personal Prorile: Titan, the gentle giant with Ihe heart 
of a lion. Family man, loving father, husband and patriot 
he has recently seen his enti re wor ld crumble around 
him. Falsely accused of treason he sought to flee his 
nalive planet with his family. Un fortunatel y, the Georwell 
government anticipated his actions taking special pleasure 
in convincing Tllan's fam i ly of his guilt. Supplemented 
with subtle brainwashing, his wife and children had become 
the witless pawns o f the government. Thus, to Titan's 
horror, his famUy greeted him wi t h anger, fear and con
tempt. Confused and threat ened, his estranged wife tried 
t~ protec~ her children with an i~properly set energy 
pistol. WlIh a flash of energy Titan s wife and twin sons 
were consumed, leaving a pile o f ashes to mark where 
they stOOd. He screamed a shriek that seemed to belong 
to someone else, body heaving, growing, uncontrolled as 
had happened so many t imes in his you th when his problems 
seemed tOO large to handle. Gone! H is darling Trinika 
the twins, his country. his Joys, his hopes and dream~ 
all gone. Ashes scattered across t he ki t chen floor. Grate
fully unconsciousness claimed him and released him before 
government agents arrived on the scene. The official 
report would claim that the traitorous ex-patriot had gone 
mad slaying his own wife and children and then destroying 
his entire home in an act of defiance to the state. 

Later, Titan will nOt mention the tragedy or ever 
speak of his family again. II is a painful chapter In his 
Ilfe that he believes is forever closed. Yet even he wonders 
why he cannOt cry or be angry. Instead, he feels only 
a deep numbing emptiness. An emptiness that consumes 
all of his anger, frustration and sorrow. An emptiness 
that somehow enables him t o forget and go on ... for 
now. (G.M. NOTE: Tit an is suffering from an emmional 
state o f shock, but sooner or later he will give vent 10 

the t errible sorrow and anger that he now denies. If 
f ortunate, that release wil l be among f riends and expressed 
in a healthy over-due cry. However, it could JUSt as 
easily be fueled by an enemy, especially an agent of 
Georwell. [f he is forced to face his emotions under 
the Stress of combat or accused/harassed by an enemy 
f or murdering his family there's a 90% chance of Titan 
going wild. Under this ci rcumstance the giant may go 
into a berserker rage (1-66) smashing everything in his 
path and beating his enemy(s) within an inch o f their 
life, blatently disregarding any orders or pleas to the 
cont rary. Or he could simply become so overwhelmed 
that he uncontrollably grows to his maximum height and 
fall s unconscious (67-00). 

Regardless of how his emotions surface, his grief 
and anger will not be something that passes qUickly. 
GamemaSlers and players fif used as a playi ng character) 
will have to use thought and feeling to translate the char· 
acter's sorrow and frustration. The cha racter may undergo 
a host o f temporary changes in philosophy and attitude. 
He may become bent on revenge, or become more brutal. 
He may lose his leSt for life developing a subconscious 
death wish (minus! -2 t o parry, dodge. roll with punch 
or f all and - 10% on all skills); or he may become mel
ancholy and withdrawn and possibly drown his sorrows 
in alcohol (see rules for alcoholism in H.U.). Players 
and gamemasters should feel free t o interpret Titan's 
reaction as they personally feel appropriate. However, 
Ti ta n is a very good and compassionate person whose 
attitudes, even fueled by anger and revenge, will NEVER 



give way to cruelty or evil. He will always maintain 
he scrupulous alignment even though he may long to do 
otherwise. Eventual ly he will come 10 grips with his 
life and emotions, and while he will never forgel his wife 
and 50ns he will find satisraction and happiness. 

To compound Tit an's present mental and emotional 
state he wrongly believes himself responsible for the death 
of his older brOlher, the Monolith, a Georwell agem . 
Unbeknownst to Titan, or any of the Justice Machiners, 
the Monolith was not killed In their last confrontation. 
(Gamemasters; the return o f the Monoli th, with or without 
his fellow teammates the GuardIans, could be an interest ing 
sub-plot and con frontallon in your cam paign). All these 
events were depicted in the J.M. comic book, Issue 112. 
NOTE: Titan's costume and metallic gloves and boots 
are specially bonded t o his mutant metaoolism 50 that 
they grow and shrink with him. 
Georwell Criminal Record 
Subject : Jemin Lefkosky 
Code Name: Titan 
Treason; three counts 
Conspiracy; three counlS 
Murder in [he 1st degree; three counts (his family) 
Attempt ed murder of gove rnment agent Monolith 
Kidnapping o f Prosecutor Zarren 
Assault on a government Installation 
Sabot age of the Dimension Lock 
lJtegal (Jight into the other dimensional world known as 
Earth. 
Destruction of government property; six counts 
Resisting arrest; three COUnts 
AssaUlt on gover nment agents; twO counts 

As wnh Challenger and the others. all charges are 
either false or reSUlted from fleeing prosecut ion. 

~' 
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GEORWELL 

The Planet Georwell 
The Planet Georwell eXIsts in a neighboring dimensIon. 

II IS only slightly larger than OUT planet Earth with an 
almOSI 50/50 land 10 water nllio. Geographically Ihe 
planel Is II little cooler Ihan earth with fev.'cr jungles 
and grealer temperate zones. The Sou thern Hemisphere 
IS Ihe IcaSI hospllable, capped by the gTeal polar ice 
glaciers. The Northern Hemisphere Is cool but Ihe great
est land mass has B tem perate and friendl y climate nOt 
unlike Earth's Nonh America or Europe. The most desirable 
land areas arc ncor or along Ihe equator wilh subtropical 
and tropical en\'lronmems al its center. Sadly the gover n
ment has nOI been conservation conscious which has led 
10 a senous depletion of thc planet's nalural resources. 
This is especiallv true in regards !O the tragic destruction 
of 75<\10 o f the planet's wildlife: forests (80%1 and petroleum 
depoSJlS. 

The Government 
The planet is governed by one global government. 

It tS baslcallv a Marxist SUite whose military rule is more 
ITon-flsted t han Earth's U.S.S.R. Political po .... er-plays. 
in-flghllng and corruption of even' kind are all part of 
the dall)' bureauc ratic chores. The most po .... erful. wealthy 
and elite o f Georwell hold positions in the government . 
POSitions that ore jealousl)' guorded and hungrily sought. 
At the lower levels o f the governmeOl exists the political 
low life. Individuals or groups who have generally secured 
their pOSition through political favors, family, outrigh t 
purchase or black-mall. The back-stabbing, corruption, 
Incompet ence and peny feuds that e)(lst at this level 

27 

is pathet ic, [n many ways It resembles a feudal kingdom 
with lIS t housands of lords and noble families In the throws 
of upheaval, fighting to maintain their territor ies or acquir
ing more by conquering a neighboring ktngdom. Yet this 
bedlam i ~ not indicative o f the ent ire system, but rather 
a con fustng smoke screen that covcrs the reat political 
movers of Georwell. For while these fools arc complacent 
In positions they perceive as seats o f power; the real 
powers o f Georwelt have built an empire unlike any seen 
in the hiSt or y of Earth. A power that controls and profits 
from every segment o f society. Some would liken t hem 
to gods ... olhers to devifs spawned In t he rankest pilS 
of hell. 

The Middle levels of Georwell's government are held 
by Infinitely more competent, although nOt any less un

scrupulous, Individ •• ", :,~,~,.~~TJh~'~'~'~~'~"~~the DiStricl Governors, allegedly elected, often managers of specifiC, 
populated who are apPOinted 
to defend securit), threats and 

1 tical families who 

'T"';:;;;;;;-,\;~~~i, and the 
~ i leaders 

!O management People's Work Alliance. 
O1tls Inciudes all legal industries which are all controlled 
by the government. The) are a son of tOP management! 
economic planners, controllers and union leaders all rolled 
into one, The), develop and e~ecute production schedules, 
long range de\'elopment, economic balance, product distri
bution, employment, wages. benefits, etc.). An unofficial 
member o f this upper-middle, political hierarchy are the 
cr i minal k ing-pins. These men basically serve the same 
functions as the People's Industrial Representat ives (the 
People's Work Alliance) e)(cept that they manage operations 
of oHiclally unsanctioned, a.k.a. c riminal, act ivity such 
as drugs, black market, illegal gambling, protection rackets, 
extortion, and other immoral or criminal activities. 

The government 's upper level is the law enforcers 
and global economic and sociological overseers. They 
are the Judges and agency heads who enforce the State's 
laws and national secuTily. [t Is they who determine 
the punishment s and reprisals agamst enemies of the sta te. 
It is lheir job 10 ruthlessly suppress all opposit ion polltlc-al 
parties and deviation Within the party/state. The.l2£ 
leaders of thiS level I)f government are the District Tri
bunals: the keepers o f the law: judges. Jury. and execu
tioners. It Is they who can condemn a person with a 
word, for t hey are the law. It Is t he Tribunal s who master
minds, develops and disseminates Ihe government 's pro
paganda to keep the people satisfied. II is t heir responSI
bility 10 make certain that the state's plans and control 
of the economy is maintained t o the satisfaction of the 
people (to Insure the "appearance" of prosperit)' and equali t y) 
and t he Council Cent ral. 



Georwell's government elite is shared by eight indIvi
duals. The same eight who were responsible for the estab
lishment of the global government 197 years ago. Generally 
the people revere them as demi-gods who have instilled 
global peace and prosperity t o a ... ·orld once lost t o eternal 
conflict. The) alone comprise the Council Cent ral, the 
la .... makers. Renowned for their wisdom, they are eight 
po"'er hungry geniuses who nOl only tamed and united 
a world, but rule it wilh an iron flsl hIdden Inside a velvet 
glove. It is the Council Central that comrols every seg
ment o f the government, from the Distnct Tribunal and 
the People's IndustTial Representatives to the crime lords 
and Dist ric t Governors. They have created the Illusion 
o f an UtOplsn world o f equality and justice while they 
pull the people's strings like mester puppeteers making 
their sad litt le marionettes dance to their song. 

Not all Georwetllsns are blind to the government'S 
corruption, but those who publicly speak-up tend to have 
accidents or dIsappear. Opposition from freedom flghling 
idealIsts or the overly ambitious are not tolerated. Even 
those suspect ed o f deviant ac ti villes or ideals are often 
branded Itall ors and eliminated. Government sanctioned 
assassination, terrorism and extortion against the State's 
enemies are common, although publicly dIscreet. Neither 
the Council Celllra) or the 1)lstrlct Tribunal need to present 
evidence of consplrac~ to have a person or persons elimi
nated. Such blatant Injustice Is ca mouflaged by the flames 
of fanatic paniOllsm kept alive bv public displays, contrived 
Halsel InCldem s and a neat I}" wo\'en "' eb of propaganda. 
Fear is the Councils Central's next most effective tool, 
enforced by trumped up charges, public humiliation, stiff 
pUlllshment, publiC executions and the presence of the 
DIstrIct Tribunal's Elile Enforcement Officers (the E.E.O.) 
o r "terror troopers· as theylre called by dissidents and 
rebels. 

COVNCIL CENTRAL 

The identifies of the eight law-givers are tOp secret , 
never appearing in public and impossible to get at in the 
maximum security fortress of the Council Central Building. 
GAME MASTER'S: The elite eight of the Council Celllral 
are clever, cunning individuals who leave nothing to chance. 
I! is ext remel)' unlikely thai even a full scale assault 
on the Council Cemral Building .... ould turn up a single 
Council member II 0% chance per each member). White 
fe", of the Council members are phySIcal fighters. they 
are without their IndIvidual sources of protection or 

Each Is treacherous, each is deadl)'. 
-m •• ,",,, equipped with the follow ing: 

400, maximum duration: 3 
o f some kllld usually a laser 

I have a vanet y of personal 
weapons gimmicks, such as those described in the 
Hard""are secllon o f the Heroes Unlimi ted rule book, pages 
71-94. Remember the building itself has .!!!£ top secuTlly 
system and Is pStrolied by a variety o f robot sentinels. 

The Council Central 
THE COUNCIL CENTRAL'S MYSTER IOUS EIGHT 

The Council Central Is composed o f eight men of 
exceptional foresight and ability. They are each satisfied 
with their positions as co~rulers of the world. The)' are 
loyal t o each other and work together like a finely tuned 
machine. There is NO chance of one or two banding 
against the o thers, fo r to do so would jeopardize the deli
cate balance o f power and their bId fo r Immortality, 

The same eight men have ruled for 197 years which 
has gIVen birth to the rumor that they ha\'e discovered 
an eliXIr o f Immortality. In truth this Is but another 
example of the eight's cleverness and ability t o manipulate 
appearances 10 create masterful Illusions. The mystery, 
the secreq', the Implications that the) may be more than 
human are all carefully cultiva ted as sre all their schemes, 
The longevity of the eight's rule Is alltlbuted t o clever 
planning and incredible organization. 

After the eight had ftrml y established their ne .... 
government, laying all the ground -work for their world 
wide network, six .... ere put into stasis (suspended anima
ti on! while tWO remained to manage wortd affairs, The 
two active members managed affairs .... hlle t he others 
sleep their ageless sleep, At the end of ten years they 
go into stasis after a .... akening the next t .... o overseers. 
T hi s process Is repeated in rotation one after another: 
effectively each Council member ages ten years f or every 
forty. In the case of a crisis all members sre awakened 
from st asIs, a solution arrived at and returned to stasIs 
unless the)' are personally needed to implement things 
themselves. This means the average age o f each council 
member is approximately 70 years old (remember the 
average life expectancy on Geor .... ell Is 100 .... ith 140 and 
higher being very common), The eight Council members 
estimate that in their present condmon, and wlIh medical 
and technological advancements, they are likely t o suain 
the age of 200 years old without dirrlCulty (that would 
mean another 400 }'ears of cont roll i ng GeorweJl. There's 
also been some diSCUSSIon of implaming their brains into 
bIonic or rooot bodies which could, theorellcally, add sev
eral more centuries to thelt rule). The following is the 
order o f management rOtall on of the eight Council members: 
No. one with No. sil[ , No, two with No. five, No. three 
with No. seven, and No. f our with No. eight. 

Capsule Per sonal Profiles: T he Council Central 

N UMBER ONE: John Dr ake 
Alignmem: Aberrant 
Att r ibut es: I. Q. 23, M.E. 18, M.A. 26, P.S. 12, P.P, 14, 
P,E. 13, p.e. 16, Spd. 10. 
Age; 59 Male Hit Points: 80 5.0.c. : 38 
Disposi t ion: Arrogant, confident, resource f ul, deadly. 

28 Level o f Exper ience: I 5t h 



Skil l Background; Communications, politics, organization, 
creative wrhing, psychology, philosophy. 

Number One was 8 wealthy statesman, political high 
mover, orator and philosopher. He is an e.xcellent strate
gist and tactician; a master of manipulation with an incred
ible head for organization. It is possible that he Is the 
most resourceful. adaptive and clever of his fellow Council 
members. Number One was essential In the direction. 
orienialion and manipulation of the people's altitudes and 
perceptions. It was he who established the fundamemals 
for the use and distrtbution of propaganda. 

NUMBER TWO; Joseph Tolsto 
~The Reformer~ (believed dead) 

Anarchist 
I.Q. 18, M.E. 16, M.A. 19. P.S. 10, P.P. 9. 

II. Spd. 9. 
Male liil Points; 76 5on.C.: 34 
Suffers from delusions of godhood. he's en

h the auaining of immortality; eltlremely arro
gant. he believes "he~ knows what's beSt for the people 
irregardless of what the)' may wam. Tends to be paternal 
and overbearing. ParanOId, truslS only his feliow Council 

15th 
social reform, communlcallon, 

history, teaching, writ i ng, busl ness. 
Two i basically Georwell's Karl Mar.x, an 

outspoken social reformist .... ·ho taught the concept of 
social equalln .... ith one baSIC class of people sharing the 
..... ealth and resources of the planet led by one government 
dedicated to the people. He sought to inspire the golden 
age of Georwell through the abolition of capitalism , free 
enterprise, ignorance and poveny. Believed to have died 
In the last global conflict 197 years ago. Tolsto is en
shrined as a nalional hero and spiritual leader. He was 
pivotal in the establishmem of the new governmem ' s po
litical and sociological Structure, laws, atllludes and pro
p8ganda. 

NUMBER THREE: General Joshua Zarren 
Alignmem: Aberrant 
Attributes: I.Q. 16, M.E. 12. M.A. 21. P.S. IIJ, P.P. 14, 
P.E. 20, P.B. 10, Spd. 14. 

: 68 Male Hit Poi nts: 118 5oD.C.: 94 
Arrogant, Impudent, confident Ilnd calculallng; 
willing to I8ke a chance. Very chaTlsmatic 

natural leader with definite megalomamac traits.. 
Level o f Experience: 1St h 
Skill Background: Combat, weapons, coven operations, 
taclics, strategy, mIlitary hIstory, Investigation and cryp
tography. 

Number Three is a military genius, a master of 
strategy and taCtics .... ith an uncanny sense of knowing 
how I'> best utilize human resources. He was the greatest 
Single hero of the last milnary conflict and integral in 
attaIning the people's support of the new global government. 
Of all the Individual Council members he is the most 
popular among the people. a natural leader. NOTE: Number 
Three is the Great. Great Uncle of Chief Prosecutor Zarren 
(of whom he is OOt particularly fond or impressed with). 

NUMBER FOUR: Daniel Pilnoff 
Miscreant 

Mind 
Resist i 

I.Q. IS, M.E. 29, M.A. 12, P.S. 14. P.P. 13, 
13, Spd. 19. 

: 210 1.5oP. 
Telekinesis, Detect Pslonics, 

Sbth Sense, Total Recall , Hypno tic SUggestion, 

Age: 60 Male Hit Points: 77 S.D.C.: 50 
Disposition: Schemer, gambler; very analytical and calcu
lating; an e:lllceJlent organizer with a knack for developing 
and e:llleculing new concepts and ideas.. Paranoid, he's 
suspicious of everybody Including Number Sb. 
Level of Experience: 15th 
Skill Background: Mechanical engineering, electrical engi
neering. physics, math, laser technology, compu ters, research, 
philosophy, business and the science of dimensional tele-

pon Illlon. 
Number f our \\.'as the pioneer of the theories of 

dimensional travel which would laler be developed by 
Ma:lliinor. He is responsible for the structure, development 
and laws regardIng industry. A scientisl of great repute, 
his wonderful mInd is given even broader scope with his 
formidllble pSIonic powers. 

NUMBER fiVE: Bruno Slymanski 
(C r ime Boss) 
Alignm ent ; Miscreant 
Attrlbul es: I.Q. 16, M.E. 14, M.A. 15, P.S. 15. P.P. 16, 
P.E. 17. P.B. I S, Spd. 18. 
Age: 75 Male Hit Point s: 104 S.D.C.: 84 
Disposition: Tough, impudent, self-relian t , cruel, vengeful, 
merciless and ruthless. 
Level o f Experience: 15th 
Skill Bac kground: Cr ime skills, street savvy, forgery, Investi
gative, crime science, principles and skills of espionage; 
terrorism. as well as political psychology and computers. 

Number f ive was the wealthy c r iminal kingpin of 
Ihe entire Northern Hemisphere. He is an e:lllcellent organ
izer and admini strator, innovative, resourceful and resilient. 
His own massive c r iminal ne twork. knowledge and influ ence 
in the crime world made him necessary fo r Ihe incorpora
lion of the world's major c rime organizations into the 
workings of the government. He is also an e~peTl in 
the art of coercion, intimidation and terrorism. It is 
num ber five who conceived and organized, with the assist
ance of number sb, the Terror Troopers.. 

NUMBER SIX: General Manin Cormak 
Alignment : Misc ream 
Attributes; I.Q. 14, M.E. 10, M.A. 14, P.s. 20. P.P. 15, 
P.E. 17, P.B. 19, Spd. 14. 

: 83 Male Hit Point s: 76 S.D.C.: 66 
Tough, mean, suspicious, venge(ul, resourceful, 
fanat ic about self discipline. 

J~~~~~~~~~~'~5~'h:, espionage. investigation, 
crime sciences. politics, and 

demoli
physical 

tra Ining. 
Number SI:III is a capable leader and tactician, but 

his real talents lay in the art of espionage, coven opera
lions, assassination 8nd the organization and deployment 
of such activities. It is he. along wit h number fIve, who 
established the Terror Troopers in addition to the opera
tions and code of conduct for the District Tribunals. 

NUMBER SEVEN: Kyle Santor 
Alignment: Misc reant 
Attribut es: I.Q. 14, M.E. 16, M.A. 18, P.s. 14, P.P. 10, 
P.E. 14, P.B. 10, Spd. ]3. 
Age: 65 Ma]e Hit Points: 6 1 5oD.C. : 30 
Disposit ion: Resourceful. crelltive, logical schemer, ruthless. 
and also tends to be mean, sadistic, vengeful. Suffers 

and megalomania. 
15th 

'::!~:.~~.~ ics, bUSIness. politics, history, 
-r , organizat ion. 

was the head of State of the second 
largest nation in the Southern Hemisphere. He is a polit i
cal genius renowned for his skills as a diplomat and admin
istrator. He was a crucial component in the political 
conquering of the Southern Hemisphere as .... ell as a major 
contribUlor in the manlpulallon of the new global govern
ment. 

NUMBER EIGHT: Victor Vosburg 
I Miscreant 

I.Q. 18, M.E. 12. M.A. ] I, P.S. 14, P.P. 17, 
12, Spd. 8 

Male Hit Po ints: 70 S.D.C. : 20 
Easy going, laid-back, very calm and collected 

c r isis. Tends to be somewhat poli t ically naive, 
but a giant in managing Industry, developing natural re
sources and the use and distribution of scientific knowledge. 

15th 
math, physics, nuclear physics, me-



chanlcal englneenng. electrical engineering, biology. surgery , 
research, computers, economics. 

Number Eight is publicly hearlded as the father of 
robotics and a pioneer in bioniCS. It is largely through 
his efforts that robots enjoy their current popularity on 
Georwell. The science of robotiCS all bear his trademark 
as It was he who established the basic laws, StruCture 
and principles of robotics that are still used today. Number 
Eight was also involved in the design of the Desthspencers 
and Hunter Drolds. His private continuation of robotics 
and bionics far outstrip the c urrent state o f the an tech
nology on Georwell. He has even developed a feasible 
system In which a human brain might be successfully trans
planted into an android body. 

The Police 
The common distriCt police, over·seen by the district 

governors, are nOt unlike Eanh's own local police or Slate 
troopers. They are basically la ..... enforcement o fficers 
for the protectiOn and assistance of the people. Of course 
there are corrupt, officers and officials scattered through
OUt the force, but they are generally weJl intentioned. 
They are also the unwitting pa ..... ns o f higher government 
offiCials, enforcing laws that suppOrt a corrupt and evil 
system. 

Basic Requirements: I.Q. 8 or higher, P.S. 10 or 
higher: can be any alignment. No criminal record. 

Basic Trained Skills: W.P. Ion Energy Piswl, W.P. 
Blunt, Hand to Hand: Basic, Investigative, Study Criminal 
Laws. SpeCial Police details such as detective, S.W,A.T. 
type squads and special investigatiOn may also include: 
Crime Sciences/forensics. Pathology, Surveillance Systems, 
Research, Disguise, Hand t o Hand: Expen or Manial, 
W.P. Energy Rifle, and Demolitions. Skill bonus for basic 
training is _8%. Skill bonus for special details is + 15% 
(add four special training skills t o basic skills). NOTE: 
physical activity/training is not mandatory, but grea t ly 
encouraged. 

~--

Terror Troopers 
THE ELITE ENfORCEMENT OffICERS (E.E.O.) 

The E.E.O., also known as the " t error t roopers", 
are specially trained, psychologically conditioned, soldiers 
of the State. Many are recrui ted from the criminal rank 
and file while others are ordinary patrlots. The Terror 
Troopers are a para-milnary or ganization (Georwell has 
no offic ial military) charged with the enforcing o f the 
law and prOlection o f the State. They are Ihe direct 
pawns of the District Tribunals and the Council Central , 
for it is the Terror Troopers who implement the govern· 
ment's dIrty work. It is they who are the SIrong-arm 
of the law. bringing criminals of the Stale to justice. 
They do not question their orders, nor do they question 
the Innocence or guilt of their victims; Lhey simply execute 
the desires of Iheir superiors as quickly and efflcienlly 
as possible. 

Basic Requirements: I.Q. 8 or higher, P.S. 12 or 
higher (although a low P.s. could be acceptable If t he 
person's P.P. and/or P.E. were high), any alignment although 
generally anarchist or evil. Crimina! record acceptable 
(even required if applicable to espionage) but all such 
recruits must undergo a special training program (which 

conditions them via subtle brainwashlllg and sublimlnals). 
Basic Trained Skills: W.P, Energy Pistol (ion and 

laserl, W.P. Energy Ririe, W.P. Blunt, Hand to Hand: Expert 
(or Martial or Assassin, depending on one's background 
and specific agency), Body Building/Weight Lifting, Climbing, 
and Investigative. Special Investigators (detectives, weapon 
experts) and espionage agencies require a minimum I.Q. 
of 10 and may include any of the espionage type skills/ 

(SEE H.U. rule book, for complete list): 
four such sk ills. i I ,10% 

i I is ,.--""""--'''''--''''''''''''-'''---

The Three E.E.O. agency branches are. 
E.E.O. Regulars (patrols, riot control, rebel eradication) 
Special Invest igators (detectives and special t raining) 
Special Operat i ves (espionage and assassins) 

All are considered Terror Troopers who serve the 
30 same general purpose only each in a specific area o f ex per-



tlse. Generally the methods o f any of t he three E.E.O. 
branches are Deyond question. The Council Cent r al and 
DislTict Tribunals demand result s not excuses and therefore 
sanction any actions by the E.E.O. as long as they don' t 
evoke the ire or fear of the general public. This is why 
the Terror Troopers are infamous for their brutality, un
ethIcal conduct and dLsregard for the Jaw. They do nOt 
(ollow local district pol'ce procedure, conduc t impromptu 
search and sehuTe raids without restriction, employ terror
ist and rather extreme physical techniques to obtai n infor
malion (torture and intimidation are common), and are 
generally mean. The government also allows a certain 
level of corruption 10 exist, such as allowing the Terror 
Troopers to keep 1001 such as monies, weapons, drugs 
and propeTly obtaIned m the shake dOIl'n of pelly, unsanc
tioned, crLminals, or rebel conspirat ors. 
GAME MASTER'S NOTE: the government is likel y to 
send a team of Terror Troopers, especially special investi
gators or special operatives (assasslfls). to Eanh along 
WlCh a robot OT tWO, to seek OUI and eliminate the Justice 
Machme and Maxinor. 

The People of Georwell 

Despite the tyrannical, corrupt and even evil govern
mem, most o f the mhabltants live in blissful ignorance 
of their grim surroundings. They are generally well educated, 
happy and emploved. Jobs, income, recreation time and 
SOCial services are Ver)' evenly distributed so that most 
people really do "seem~ to share in the wealth. Most 
are employed (94%1. mosl earn approximately the same 
amount, placing them Ifl a middle class status. few go 
hungry. Of course there are those who squander their 
fortunes awa)' and others who feed on the dreams of Ihe 
less (OTlunate, greedy and foolhardy. There definitely 
exlslS an uglier side to Georwell with brutality, corruptioll' 
and decadence among the common people. Most often 
they are most blatem in the oid, decaying neighborhoods 
(both physically and spiritually) that are beSt to be avoided. 
It IS in these places that Georwell's hungry, uneducated, 
under-prlvUeged, criminals and reDelllous populat ion abound. 
However, those places, these people, are shadows of t he 
gtillering towers of Georwell's grandeur. Places shunned 
by the more fortunate majority. 

The government has masterfully hidden lis indiscre
tions under the cover o f patriotism, Rein forced through 
the use o f subliminals, clever propaganda and heart stirring 
sentimentality; they have created a happy, fiercely proud 
people, unwa\'ering in their devotion t o their way of life 
and the governmem that made it all possible. Thev are 
blinded by ideals and achievements thai were quietly 
strangled decades ago, but whose triumphs st ill live on 
In the hearts and minds o f the people. The people don' t see, 
or direc!ly feel. the resuh s of the governmem 's evils 
so they deny its exiSlence. It is a good life; why lTy 
to destroy II JUSt because a few have misused II. Most 
will not acknowledge even that, and so the evil grows. 

Technology 
Technologically, Georwell is about fifty to seventy

fIve years ahead of our own Eanh. ~Iedical advancement s 
in surgery, transplants and bionics makes Earth's look 
feeble by comparison. Robot s, hover cars, compu t ers, 
lasers, the newly de\'eloped ami-gravity transport tubes, 
even dimenSLonal travel are all commonplace. The average 
life span Is 100 years and nelO. wonders seem 10 be born 
with each passIng de}'. 
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Research Central 
ScIentists enjoy a special status on Georwell, ..... hile 

the beSt , like Maxinor. can achieve a status equal to the 
upper-middle level of go\'ernment officials. Research 
Central is ~the" malor complex for progressive {government} 
research. To be assigned here is a dream come true 
for most scientists. Research Cent r al is actually a glam 
city covering approximately 9000 square miles wit h a 
population of nearly one millLon noted scientists, t hree 
million assistants and technici ans, seven million research 
related laborers and an additional sixt een million non
essential personnel (families, etc. I. The city Is divided 
im o smaller research megalopolises which concentrate 
on specific areas of research such as bionics, robotics, 
weapons, dimensional travel, energy, agriculture, synt hetic 
food substitutes, medical and so on, Top secret govern
ment research often overlaps into many of these ca t egories 
with malar, independent Inst ltulLons such as the Dimension 
Lock complex. 
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REBEL STROfllGJ..K)lOS 
WITH O'-"'1ENSION LOCKS 

The Dimension Lock 
This Is the dimensional teleportatlon devl~ developed 

by the once famous sciemist, turned rebel, Mall:lnor. 
The device Is st il i considered to be top sec ret and ex peri
menul, although 22 years of extensive experimemation 
have proven 11 to be quite reliable (only a 2% margin 
for error exists when using a second Dimension Lock as 
a receiver for the flnll. The largest dimension lock is 
housed under maximum security at a research com plex 
at Research Cemral: this is the one the Just ice M achine 
used to escape Georwell. As far as the public knows 
It IS the only one In existence and st il l under development. 
In realily there are fou r olher government built dimension 
locks; two smaller versions In secret loca tions at Researc h 
Central; one in t he District Tribunal's National Security 
BUilding In the Northern hemisphere; and one secreted 
away In the CounclJ Central Building. The laller ones 

THE DIMENSItJN LOC.K 

speci f ic location is known only by I he eight Council mem
bers and is guarded by a squad of humer droids and death
spencers. 

The dimension locks can teleport up 10 100,000 t ons 
on a one way trip into another dimension. A second dimen
sion lock must be built on Ihe other .... ·orld which will 
permanently conneCI the IWO worlds as long as both mech
anisms func tion. The tWO machines, transmitter/ receiver 
system all ows for an uncom pli ca ted journey avoiding Olher
wise dangerous variations in teleportation (one machine 
can be used t o send. but t here Is no way t o rewrn and 
the transpon error factor Increases t o 52%1. 

In addition t o the government dimension locks, Maxinor 
has scallered several liny versions at key rebel sanctuaries. 
These small versions are limited 10 a 10lal o f six tons 
per teleport and are linked directly 10 the unit on Earth 
in New Haven. 



The Rebel Underground 
The rebel underground IS generally a well organized 

global network of freedom f'ghters. Their ultimate goal 
IS to make the people of Georwell aware of the govern
ment's corrupllon, manipulation, cruell)' and injust ice so 
(hal they can unite and put an end to its evil. The rebels 
Include people from every ,",'al k of life, from common 
laborers 10 sciem iSIS and eyen a handful of sympathizers 
In the government Itselr. The core of the rebellion are 
the full ume activIsts and guerrilla fighters. The for mer 
are skilled in the aru of communication white the latter 
In the skills of combal and espionage. The guerrillas 
concent rate on freeing Imprisoned aC!JvlstS. aiding the 
persecuted and fellow rebels, gathering damaging documentS, 
Interfenng wilh government plots, sabotaging government 
Installallons, .... a\· -laying robot terrorists, foiling Terror 
Troopers, and generall\' makinlj: life miserable for the 
Council Central. I\.IOSt imponantl)', they must gather 
evidencE' that .... 111 concluslvel\ prove the government's 
cnmes agalOSt humonlly. It I~ Importam 10 point out 
thaI th(' rebels do NOT engage in assaSSination or terrorism. 
This is laq~ely duE' to Maxinor's exemplar)' leadershi p, 

The rebels have gro .... n t o be a force to be reckoned 
with, making bolder od\'ances With each passing day. 
The rebel's major IImHation is that the\' lack t he people' s 
support. Support that l\.Iaxlnor believes could be rallied 
if the .... orld famous POtrlOU.. the Justice Machine, could 
be convinced to chumplon Ihe rebel's cause. The Just ice 
MochlOe are so famous as champions o f lus!lce that even 
the government's accusations of conspi racy and treason 
fall on the SUSPIciouS and disbelieVing ears of the publiC. 
SEE '1a~lnor's personal profIle for more Information regard
Ing the rebel alliarn:e. 

GAME MASTER'S NOTE: If )'ou play the characters in 
thiS book .... nhln the com ext In .... 'hich the)' imerrelate 
In the J.I\.I. comic book, II is inevitable that the justice 
Machine and/or Maxinor will come face to face with 
one or all of the Council Central. Thus you wilt find 
the following informat ion crucial to your campaIgn. The 
InformatJon given Is not meam to be all inclusive, but 
merely enough for you !O use and develop should t he 
need arise. 

The Execution Module 
The exeCU!lon module is usuall)' reserved f or t he 

public execullon of rebel diSSidents and mu rderers. Each 
of the six containment unit s can hold one pr isoner and 
programmable for simul t aneous, i ndependem or sequential 
execution. Pr isoners are placed in each contai nment execu
lion unit which encloses Ihe en\lre body up to t he shoulders; 
at the moment of execution_ a high intensity energy bu rst 
(or electricit) in some old modelsJ consumes the pr isoner, 
Instantly killing them. The executIon module can also 
be set 10 Inflict much smaller amounts of damage for 
the purposes of torture; doing as little as 1-4 points of 
damage per energ~ burst. 

The unit itself is constructed of extremely strong 
metal alloys so that they can successfully contain even 
super-po .... ered prisoners INOTE: a st renglh of 28 or higher 
can force the contoinment unit within 3- 18 melees). De
pendIng on the type of super po ..... er II person may possess, 
th~ unit mll~ inject a tranquilizer or sedative t o help 
restrain the prisoner. 

GAME DATA: each individual containment unit has 
an S.D.C. o f 200; the machine's base, which contains 
the po ..... er source, has an S.D.C. of 500 while the support 
StrUts and energy conduits have an S.D.C. of 120 each. 
It IS possible to incapucllate an execution module by sever · 
ing the connecting suppOrt struts or by knocking OU I the 
power base. The latter is extremely dangerous, requiring 
a player t o roll a natura! 19 or 20 or a bonus enhanced 
roll o f 23 or higher to strike. This precision strike ..... ill 
temporarilv knock Out the t rigger relay reqUiring a t ech-

nic i an t o repair it. The repai r IS a Si mple one, ra rely 
t aking more t han 15 or 20 minutes. Any attacks o t her 
t han a preCiSIOn str ike will do damage t o its S.D.C. When 
al l S.D.C. are depleted t he execu tion module .... ' ill explode. 
NOTE: t here's a 50% chance of explOSion per each allack/ 
sl rike on I he base when its S.D.C. falls below 200. The 
explosion Will do 1000 10 4000 damage at the explosion's 
center ; a l Oft radius; 200-800 damage for the nex t l Oft 
r adius and 100·400 damage for t he fo l lowing 10ft r adius. 
Total area affected Is a 30ft radius (appro.imately a 60ft 
diameterl 



The Robots of Georwell 
Robots are fairl)' common on Georwell, used by the 

go\'ernmem, Indusln and lay, enforcement agenc ies, bUI 
8re NOT available to the general public . The offiCial 
staws of robollCs is thai it ' s a science whose mechanical 
creations should .... ork to the benefit o f man-ki nd. The 
use of robo ts rna\ nol undermine the wel f are of the people; 
(hIS Includes theIr use in the work force. Consequently. 
humans SIIII comprise the vast majority of the labor force 
even Ihou.;h robol~ could do many of the more menial 
ph\'slcal tasks. This pollc~' keeps the manufacturing and 
use of robolS to a minimum. 

Robots aTe mO~1 commonly deployed by the govern
ment for defense, securit y and law enforcement. Even 
here theIr use and var Iety are surprisi ngly limited in order 
to pacif}' a rooot conscious (fearful) public . Thus, to 
avoid dissension among Its people, the government has 
designed and deployed onl~' six major robot types and 
most of them are used onl)' in government f acil i t ies and 
f or law enforcement; specifically the root ing out o f alleged 
rebel conspira t ors. 

GOVERNMENT ROBOTS 

Deathspencer 

The Oeathspencers are btonlcally supplemented, living 
c reatures used, like blood hounds, to Hac k and usually 
destroy c r iminals. They are excellent fo r tracking and 
exterminat ing crim inals in extremely dangerous areas or 
enVironments. such as underground t unnels, sewers, ruins. 
etc., that make hum an or robot ent r y o r effect ive ma
neuvering diffic ult. The deathspencer unit s can be pro
gr ammed and electronically controlled. They are used 
only by Terror Trooper officers, government prosecut ors 
and the Distric t Tribunal s. 

Vita I St at is"'~II,~C;~"'c .-f;l:"li'ii't~;;; of limited 5 1 I 
decisions; roughly I to an Memory 
and programming compl ete assignments and descr ip-
tions o f hunted criminals to be dlrectl)· logged into the 
crea ture's brain and er ased when Its mission is sat isf ac
t orily completed. Average hit points: 40. 
Special Additions 
A ugmented Body Armour: A.R. 6, S.D.C. 200. 34 

Ext r a A ppendage/Tail : provides tWO attacks per melee, 
equal t o P.S. 16; does 1-6.1 damage as a whtp auack. 
Tall IS fhted with the foIlO" 'lng; c hemi cal excret ion: can 
use anyone o f three depending on the requirements o f 
lis mission. Paralysis: vic tim s are -6 to st rike, parry 
and dodge f or the f irst tWO melees affec ted before be
coming completely immoblilled. Duration: 4-16.10 minUles 
per inlec t lon. Sedative: Renders it s viCtims unconSCIOUS 
IOilh in 2-8 melees. Duration: 4- 16.20 minUles per in
ject ion. Poison: injects a poisonous substance that does 
2-12 point S o f damage to ff hit poi ntsl every melee f or 
a t o tal of 2-8 melees per Injection. The injection o f 
pOison Is used In the e terminallon o f c riminal s, rebels, 
and f or public executions. NOTE: All toxins take 2-8 
melees t o t ake full effect . SavIOg throws: for all t oxins 
are 14 or higher; If a person saves. vs toxins he is .!!£!. 
affec ted. Each person's physical resistance varies; t his 

the amount o f damage and duration vaTies from 
;olec" "o to injec tion. 

Range 3 miles; can estimBle speed. location and 
direc tion o f subjec t s within range at 65% proficiency. 
Reduce !O 30% In the city. 
Motion: det ec t s movement; range 140 feet , sensor field: 
20 foot radius. 
R ad io Com- li nk : transmitter and receiver, range 4 miles 
maximum. 
Some are filt ed with micro-video ca meras wilh a three 
hour maximum film lime. 
Opt iCS 
Nlghtsight: Amplified light s~'stem !O see clearly i n t he 
dark. Range: 600 feet . 
Infra-Red: sees in the Infra-red spect rum of light; picks 
lip heat. Range: 600 f eet . 
Ultra-Violet : Picks up ultra-violet li gh t spectrum . Range: 
300 feet. 
Combat Skills of the Oeathspencer 
A tt acks per Me lee: Two with tail or four with leg pincers 
(pincers do 1- 4 damage eachl. 
Bonuses t o St r ike .2. Parry .2. Dodge .4, Damage . 1, 
Ro ll wi t h Punch or Fall . 4. Save vs Toxi ns .6. 
Ot her A bili t ies: Track by Scent 89% (indoors as well as 
outdoors), Prowl 84%, Climb trough sur f ace$ such as buildings, 
concrete walls, trees, fences, etc.) 80/85%. Swim 44%, 
Speed 20; hit poi nt s 40, S.D.C. 200, A. R. 6. 

Sentry Droids 
The sentry drol ds are simple, 

designed for securit y purposes. They 
and government to guard and protect 
sonnel. 

type t hree robot s, 
are used by busl ness 
Items, areas or per· 

Vi ta l St at istics: fundamental arlincial intelligence program
med for prot ocol and combat . Possible variations in pro
gramming may include piloting skills. Basic light bod\' 
frame and standard body, visual. audio, voice and vocabulary 
unitS. 

Special Addit Ions 
Augmented Body Armour : polycarbonated bod)' plat es. 
S.D.C.: 150; l o t al body weight 300lbs. 
Ro t ating Body Parts: upper t orso can rotate in a full 
360 degree circle. 

Opt iCS 
Infra- Red: picks up heat Images. Range: 600 feet, field 
of v ision 40 f oot area. 

OptiOnal 
The f ol lowing Is a list o f var iations fo r t he standard 

sentry droids: Locking joi nts, retractable wheels, extra 
11mb/arm, nighl5lght. heat se nsors, motion sensors, spotl ight 
and underwa t er capabilities. Abou t 30% o f all sentry 
droids have one or more o f these va r iat ions/addi t ions. 



Combat Skills of Sent ry Droids 
Au acks per Melee: Two hand to hand or by .... eapon. 
Bonuses 10 Strike .1 , Parry . 2, Dodge ·2, Damage 
Roll wilh Punch or Fall: none: Pull Punch . 2. 

.'. 
Olher Data: Weight: 3OOlbs; Helghl: 6fl ; 
P.P. 10; Speed 10; 5.D.C. 150 Damage 

ps. 16; 
from 

hand to hand Is 1-8 per strike. NO kick altack. 
Skills: W.P. Energy Pistol, W.P. Blunt eq ual to 4th level 
proficiency. 
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Assault Droids 
LIGHT ASSAULT DROIDS 

These type Ihree robots look ident ical to the sentry 
drold and a re used exclusively by the government . They 
a re mOSt oh e n deployed to protect gove rnment installa t ions, 
items and occasionally presonnel. Light assau lt droids 
are also used to supplement Terror Troopers and in c r isis 
situBt lons. 
Vital Stat istics: Reinforced bodv frame wi t h standard body. 
visual, audio, vOice and vocabula ry units. Fundamental 
artificial intelligence programmed for comba t and possibly 
piloting skills. 
SpedBI Additions 
Augment ed Body Armour: light metal allo)'s, 5.D.C. 600; 
total body weight 8oolbs. 
Rota t ing Body Pan s: upper lorso can rotate in a full 
360 degree circle. 
Optics 
Nlght sight : amplified light system. Range: 600 fee t. 
Infra- Red: picks up hem images. Range: 600 feC I, field 
of vision 40 foot area. 
Targeting Sight : a special system that superimposes target 
crosshai rs. 
Sensors 
Heal: sensors that can pick up and pin-poim heal emana· 
tions. Range: 220 feet; field of de tection 20 fOOl radius. 
Motion: deteclS move menu. Range: 140 fee t; sensor field 
20 foo t radius. 
Radiation: detects and measu res the amoum of radial Ion 
within a 30 fOOl radi us of the robot. 
Radar: Range: 5 miles. Can est imate speed, local ion, direc· 
l ion of objects within range. 65% level of prortclenC), 
reduce to 30% in the city. 
Radio Com-Li nk: a radiO transmit ter and recei ver for 
radio comm unicat ions. 
Combat Skills of Light AU Bult Drold 
Att acks per Melee: Three hand to hand or br weapon. 
Bonuses to Strike .2. Parry >3, Dodge +3, Damage . 3, 
Roll with Punch or Fall . 2, Pull Punch .. 2. 
Other Dala: Weight : 800lbs Height: 6ft tQ. 8 
P.5. 16 P.P.]4 Speed ]6 5.D.C. 600 
Damage from hand to hand Is 1-8 per st rike. NO kick 
Bllack. 
Skills: W. P. Energy Pistol, W.P. Energy Rifle, W. P. Blunt, 
Cli mb 40/50% 

I·IEAVY ASSA ULT DROIDS 

These type three robots look like bulky, grey sentry 
or light assaull drOlds. Thei r use by Terror Troopers. 
special government agencies and very occasionally, the 
local police, Is authorized only by the DiSl riCI Tribunal. 
The droids are usually reserVed ror the protection or gov
ernment agencies, base personnel and c r isis si tuations. 
They are also used during raids on rebel or crlminal strong
holds. 
Vit a l Stat istics: Reinforced body (rame (heav~') wIth stan· 
dard body, visual , audio, voice and vocabulary Units. 
Fundame ntal aniriciaJ intelligence programmed (or combat 
and possibly piloting skills. 
Special Addil ions 
Special Body Armour: medium; heavy metal alloys, S.D.C. 
1800; total body ..... eight 12oolbs. 
Augmented Upper Body Stre ngth: equal to P.S. 21 (·6 
10 damage). 
Augmenl ed Lower Body St rength "qual 10 P.S. 21 (.6 
10 damage). 
Augmented Speed: equal to a speed o( 22 (J 5mphl. 
OptiCS 
Same as Light Assault Droid: NIgh lvision, inrra- red, target
ing sight. plus ultra-viole t (range: 300ft, 40 ft field or 
vis ion) , and/or telescopic (range: 1200rt, 6(. area field 
or vision. 



Sensors 
Same as Ught Assault Oroid: Heat, Motion, Radiation, 
Radar, Radio Com-link. 
Optional 

The fGlowing Is a lisl of variations for Ihe Heavy 
Assault Orold; Locki ng jOintS, retrac table wheels, hover 
lets (80m ph), sonar, micro-cameras; built in weapoon systems 
of mini blasters in hands (total two per hand) and/or laser 
eye beam or relfac tabl e cla ll'S or blades or e)[plosive 
projectiles. Only 50% of the Hea\'} Assault Oroids have 
a built in weapons s)'slem (maximum of two different 
weapon types). 
Combat Sk i lls of Heavy Assault Oroids 
Attacks per Melee: four hand t o hand or by weapon. 
Bonuses to Strike . 3. Parry .. 4, Dodge -'I, Damage .8, 
(with combat bonuses), Pu ll Punch .2. 
Other Data: Weight: 1200lbs Height: Sft Sins I.Q. 8, 
P.s. 21 P.P. 14 5.D. C. 800 Speed 22 (15mph) 
Damage from hand t o hand is 2- 12 per st rike. 
Kick Attack does 1-8.S. 
Skills: W.P. Energl Pistol, W.P. Energy Rifle, W.P. Blunt, 
W.P. Blade, equal to 4th level profic iency. 
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HUNTER OROIOS 

These robo ts (t ype three) also resemble the golden 
sent ry and lighl assault droids, but are Infini t el}' more 
dangerous. They are the robOI assaSSins and stalke rs of 
the Distric t Tribunal ' s and Council Central. Their sole 
purpose is to seek 01,11 and destroy enemies of the Sl ate, 
rebels, dissidents, ac tlvi t ists, t errorists, criminals and any
body else marked for e)[termination by t he Council Cent r al. 
The Hunter Oro ids are never used by the pol ice or Terror 
Troopers although they ma~' be sent on missions that coin· 
clde with pollce operations. 
Vital Statist ics: Reinforced body frame !light) with the 
basic standard body, visual, audio. voice, and vocabulary 
units. Artificial Intelligence capable o f subjec t ive logi C 
enabling it t o make it s oll'n decisions and deducements. 
Programmed for tracking. combat, investigative, baSic 
eleclfon ics, and piloting ground vehicles. 
Special Additions 
Augment ed Body Ar mour: ligh t metal alloys, S.D.C. SOO, 
t o tal body wei ght 80Otbs. 
Augment ed Upper Body Strength: equal to P.S. 24, · 9 
to damage. 
A ugment ed Lower Body Streng th: equal t o P.S. 24, .9 
10 damage. 
A ug mented Speed: speed 44 or 30m ph. 

Opll CS 
Same as Heavy Assault Droid: Nightsight, infra· red, 

t ar geti ng sight, ultra-violet and telescopiC. 

Sensors 
Same as Light Assault Droid: Heat, motion, radiation, 

radar, r ad io com-li nk, plus sonar. 

Wea pons 
Ret ract able c laws: tWO inch metal claws that e)[tend and 
ret r act from finger lips at will; does 2-8 damage ~plu s 
damage bonuses). 
Hidden spike and t ow line: built into t he robot 's left 
arm and wris t ; fires a spike with t Ow line used for cllmbing 
and scaling walls. Range: 120 feet, cord length 1000 
feet, test Strength 24001bs; does j·S damage as a weapon. 
Mini- fl ame Thrower: flres a blast of {J ame up to eight 
feet long, does 2-12 damage; attacks per melee: twO, 
energy capacity: ten blasts. Buil l int o the right ar m 
and hand. 
Ion Eye Beam : Ra t e o f fire: f our per melee, does 4·24 
damage, r ange: 120 feet ; energy capaci ty: t welve blast s. 
Weapons Variations could include the substitullon of laser 
beams, electri cal charge, re t rac table laser or ion blaster. 
e)[plosive projectiles or chem ica! spray. 

or by weapon. 
Bonuses t o Strike ·4, Parry ·S, Dodge .S, Damage · 10 
(with comb8\ bonus), Pull Punch .4, Leap 14ft high or 
long, C arry and Throw up to 1440lbs and Lift up 10 1920lbs 

Other Data: Weight: SOOlbs Height : Sft S.D.C. : SOO 
I.Q. 10 P.S. 24 P.P. 14 Speed 44 (30m ph) 
Damage from hand t o hand Is 2-12 per strike (plus damage 
bonus). Sk i ll s: W.P. Energy Pist ol, W. P. Energy Rifle. 
W.P. Blunt, W.P. Blade, W.P. Automatic PiSt ol, Invest iga tive 
80%, Track SO/55%, Pilot all ground vehicles. Pick Loc ks 
89%, Surveillance Systems 98%, Basic Elec tronics 98%. 



Mega-bot 

The Mega-boIS are glam, powerful robots designed 
for high visibility In c rowd comrol and police back-up. 
The} are regularly deployed by the local dist rict police 
and the Terror Troopers. 

Mega-bOts are nOt terribly versatile or agile, having 
been designed for raw strength and Imposing stature f or 
the purpose of intimidation. 
Vital Statistics: Artificial imelJ!gence {rumored to be the 
surgically transplanted brain of a dissident 1"Jped of its 
memory and brain- washed for absolute loyalty and obedi
ence 10 the State). Programmed for combat, equal 10 
an I.Q. 8urlbute of 8. Reinforced bodl frame (heavy) 
with standard body. visual, and audiO units for base system. 
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Special Additions 
Augmented Body Armour: heavy; 1000 S.D.C. 
Augmented Upper Body Strength: equal to P.S. 28; damage 
bonus .13. 
Augmented Lower Body Strength: equal to P.S. 21, damage 
bonus (kick/stOmp) +6. 
Speed: 44 approximately, 30m ph. 
Ro t at ing Body Part: Head: can rotate a complete 360 
degrees. 
C hemical Spray: tear gas; can be sprayed from t he mega
bot' s fingers; range: 20 feet. 

OptiCS 
Camer a and lens wilh video recording capaci t y, six hours 
per tape, self loading, 6 tape capaci t y. 
Telescopic: Range: 1200 feet, field of vision 6 foo t area. 
Infra- Red: Range: 600 feet, fiel d of vision 40 foot area. 
U ltra-violet : Range: 300 feet, field of vision 40 fOOl area. 
Targeting Sight : a special system super imposes target 
cross hairs. Range: 600 feet. 

pick up and pin-point heat emanations. Range: 
220 feet, field of deleCtlon 20 f oot radius. 
Motion: detects movemellt. Range: 140 feet, field of detec
t ion. 20 foot radiUS. 
Radiation: detecl s and measures Ihe amount of radiation 
within a 30 fOOl radius of the robot. 
Radar: Range; 5 miles. Can estimate speed, local lon, 
direc tion of objects wilhin range at 65% proficiency. 
Reduce to 30% in the city. 
Radio Com-link: a radiO transmi{ler and receiver for radio 
com m unicat ion, 

SpeCial hems 
Spot light : a wide, intense beam of IIghl Ihat emanates 
from the head. Range of the beam: 60 feet. 8 foot radius. 
Amplified Vo ice: a loud-speaker that can amplify t he vOice 
up to 90 decibels. NOTE: the Mega-bat's voice is purposely 
made to sound robOlic/inhuman to add 10 i t s int imidation 
factOr. 
Underwater Capabilities: Waterproofing, seal i ng of internal 
mechanisms, and inclusion of flOial ion device. 

Combal Skills o f Mega- BoI S 
Attacks per Melee: Three (hand to hand: does 3- 18 damage 
plus damage bonus) 
Bonuses to Strike +2, Parry +4, Dodge +2, Damage .13, 
Rol l with Punch or Fall +4, Pull Punch +4. 
Kick or Stomp Attack does 3-18.6 damage. NOTE: the 
legs are not as powerful as the upper body, thus it has 
a smaller damage bonus. 

Other Data: Weight ; approximately 5800Jbs (three t ons); 
Height: 22ft tall Speed: 44 (50mph) 
5.D,C.: 1000 Damage Modificat ions: When 5.D.C. is 
reduced about half (500); reduce the Mega-Ootl s speed 
t o [5, attacks per melee 10 two, bonuses to strike, parry, 
dodge by half. When S.D.C. is reduced to 300 or less; 
reduce speed to 6, attacks per melee 10 one, no bonuses 
t o strike, parry or dodge; reduce damage bonus to ·6, 
50% chance of collapsing, able 10 move onl} i t s arms 
and hands (roll every 4 melees). When all S.D.C. are 
gone the Mega-bo! IS completely destroyed, NOTE: these 
same basic modificallons can be applicable t o ill robots. 
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The Guardians 

The Guardians are a team of go\'ernmenl special 
operatives much l ike the Just ice Mochi ne once was; sworn 
to protect, defend and aid the people of Georwel1. How. 
ever, unlike the Justice Machine, mosl of the Guardians 
are much less dedicated 10 the benefit of their world 
thon they are to their own twisted pleasures. 
Big Brain: learn leader, a megalomaniacal energy being 
of Incredible psionic power whose motives Bre his own 
secrets, 
Crusader: second in command, a super·palriOI du~d by 
the very Ideals he so values. 
The Hunk: fanatical disciple of the State who willingly 
executes the governmem', every command whether It 
be good or evil. 
Monolith: the older brother of the Justice Machine's Than 
is 3 vindictive bully fond of ego games. 
MalehtClor: an insane killer mOilvaled by a genocidal 
hatred for all men. As a Guardian she can give vem 
10 her anger with the governmem's blessing. 
NightJightning: a dead technician resurrected as a sadist ic 
madman. He IS the least stable and unpredictable of 
the group. 
Phaser: silem, deadly; a skilled humer with a knack for 
killing people. He is quickly becoming the Council Cen· 
tral's favorite assassin. 

The Guardian's official posture is as a highly visible 
team of superbelngs charged with the protection of the 
people. a deterrent to c r ime and evll·doers. The people 
revere them as heroes, champions of justice, loyal, honor· 
able; the people's friends. 

In realily they are an elite team of governmem 
operatives answerable only 10 the highest Georweil officials; 
the pawns of the Council Cemral. The Guardians are 
charged with locat ing and liquida ting enemies of the state. 
Dissidents, malcontents and rebel traitors a re brought 
to justice wilhout benefit of trial and with extreme, often 
deadly, force. They are also particularly adept In covert 
assignments, assassination and terrorism . The Guardians 
operate with complete Impunit y; their motives, methods 
and results never questioned. 

While some members of the Guardians, like Crusader 
and MOrlOlith, are not aware of the evil and corruption 
they help to maintain; others like Malefactor, Nightlightning 
and the Hunk could care less. However, Big Brai n (as 
welt as Phaser) knowingly assist the Council Central In 
their bid fot power through murder, manipulation, and 
subterfuge. Special assignmentS Involving assassination, 
terrorism, or other crimes against humanity t hat can't 
be easily defended as acts of patriotism are usually given 
to Malefactor, Nightllghtnlng, or Big Brain. None of these 
individuals are hampered wilh hIgh ideals such as justice, 
hOnor or freedom; thus they don' t question t he morality 
of any assignmem. Assignments that £!.!l be disguised 
as actions against criminals o r trait ors usually Involve 
the enti re group including t he noble fool, Crusader and 
arrogant giant, Monolith. 

Occasionally Individual members of the Guardians 
are sent on solo assignments. Most often this will be 
Phaser for assassination, terrorism and covert investigations; 
Big Brain for assassination, terrorism and elaborate plots 
of subterfuge: the Hunk for enforcement; and Crusader 
for real criminal or rebel Invest igations and man-hunlS. 

Big Brain 
BIG BRAIN the Leader of the Guardians 
Real Name: Gunther Reichl 
Alignment: Aberrant 
Attributes: I.Q. 13, M.E. 19, M.A. 15, P.S. 
P.E. 14, P.B. 17. Spd. II (hover/glide) 
Age: 40 Male Weight: 20lbs Height : n 

Hit Points: 39 5.0.C.: 200 

-, P.P •• , 

c 
• 

Disposi tion: Cunning, clever manipulator, con fid ent , self· 
reliant. 

ment/Pslonlcs 
(considered a natural psionic) 143 

Points (I .S.P.), abilities include: Blo--Mani· 
pulatlon; can Inflict blind, deafness, mu te, pain, paralysis, 
Stun, tissue manipulation. range 160ft, COSIS 6 I.S.P., du ra
tion 4- 16 minutes (see H.U. , pg. 69). Telekinesis. the 
BblTity to move physical objects with a mere t hought; 
maximum weight 1500lbs, range 720ft , duration 10 minutes, 
~ varies (see H. U. , pg. 73). Telepathy, read surface 
t houghts, mental communications telepathic probe, ran,e 
340ft , duration 30 minutes maximum, I. S.P. f2ill 4 6 
for probe) (see H.U. , pg. 73). Secondary psi·powe rs include: 
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HYPrlOtic Suggest ion, induces his will upon another through 
t he power of suggest ion: range 12 feet, durat Ion varies, 
I.s.P. cost 2 J.s.P. per suggestion. Mind Block; a mental 
wall that prevents penetration of telepathy, empathy, 
empathic transfer, and detect pslonics; range: self, duration: 
10 minules per 4 I.S.P. Detect Psionics: a mental probe 
that detecu psionics in others; range: 620 yards, duration: 
2 minutes, J. S.P. COSt: 2. See Aura; allows the psionic 
to see the aura of all Ihings Indicating general alignment, 
level, condition, and so on: range: 120ft, duration: 4 melees 
per every 4 I.S.P. (see H.U., pg. 74 fo r detailed descript ions 
of all psionics). 

10th 
years of College 

Enforcement (special government operative). 
(all include scholastic bonuses) 
I that s t ill apply to the bodiless being 

"h,m;;" ry: Basic 
Chemistry: Analytical 
Basic Math 
Algebra 
Trigonometry 
Calculus 
Compute r Technology/Operation 
Research 
Secondary Skill s (only those applicable) 

98% 
96% 
9." 9." 9." 
9 ... 
9 ... 

9'" 
Speak, Read, Write: Earth English 98% 
Speak, Read, Write: Eart h Ru ssian 98% 



Speak, Read, Write: Earth Spanish 
Study Earth World History 
Study Georwell World History 
Study/Read Georwell Liler8IUre 
Drugs 
Medical: first Aid 

"'" "'" .. '" 9'''' " .. " .. NOTE: Big Brain can communicate with all imelligent 
via telepathy without being conversant in the 

: Six Psionic 
Bonuses to St r ike via Telekinesis ·2: Parry .2; Dodge 
.3; Damage none; Save vs Psionic! _2. 
Damage Resistance: Electricity. heat, fire, cold, radiation 
and energy BHacks do half damage. Gas and physical, 
kinetic 8U8Cks,such as punches, bullets etc. have NO effect, 
while psionic! do full damage. However, he can protect him
self from kinetiC assault via a telekinetic force field and 
telekInetic parry and coumer attacks. 
Personal Profile: The Big Brain is the victim of his own 
chemical and radial ion el(periment thai wenl awry. On 
that day Gunther Reichl, Ihe man, died and was resurrected 
as II living field of electro·magnelism, possessing great 
pSionic powers. A natural leader and strategist , he was 
recruited by the government as a secret agent and even· 
lually assigned as the leader of the Guardians 

or all the Guardians he is the most aware of the 
government's corruplion and the evil of the Council Cent r al 
However, Big Brain could care less. free of his corporeal 
form, he is becoming Increasingly distant from the concerns 
of the flesh. Now he derives pleasure In implementing 
his own stralegies and manipulation in his rise 10 power. 
His ultimate goal is 10 become a member of the Council 
Central where he can expand his games on a global scale. 

Aware o( his intentions, the Counci l has refrained 
(rom taking any action against him. for the tim e being, 
Big Brain 15 a useful knight in the council's own games. 
While this may be risky they are well aware that Big 
Brain Is far too cautious to over step his bounds and not 
likely to betray them as long as they serve ~his~ purposes. 
Indeed the Brain will not move against the Council unless 
he is confidenl of success or backed t o the wall. The 
ialler Is something the Council Central makes a point 
to avoid. This provides him with minimal imerference 
from authority, insuring his current loyolty. (G.M. NOTE: 
Depending on the circumstances it is possible that Ihe 
Big Brain will join forces with the Justice Machi ne if 
he believes they have a real chance Ot usurping the control 
of Georwell. Of cou rse, once the Justice Machine have 
served their purpose they will be ellminmed. Currently 
he Is thc J. M.'s most deadly adversary f or he' s II mastcr 
of deception who controls Ihe fanatics and madmen known 
as the Guardians.) 

Surprisingly well balanced and adjusted 10 his non
human condition, t he only tell·tale emot ional trauma is 
a phobia (fear) of contaminatiOn through radiation or 
chemicals. Physically the Big Brain Is a radiant aura 
of swirling energy. Even in this non-corporeal form he 
can be damaged b)" physical and' psionic attacks. This 
includes energy (heat, cold, electrical, laser, etc.) which 
do hair normal damage, as well as more conventional 
kinetic allacks, such as punches. c lubbing. stabbing, shooting 
etc. which do one t hird normal damage. H is structural 
damage capaci ty (5.D.C.) is much higher than norma! which 
aHords him a degree of natural protection in addit ion 
to his telekinetic force field. Although he can be injured 
he doesn't suHer convent ional damage and can' t receive 
conveOilonal medical treatment. A natural healing fac tor 
automatically engages when damage is sustained. Both 
hit points ond 5.D.C. are regenerated at Ihe normal rate. 
I( severely injured Big Brain may be (orced to go inlo 
hiding and walt while his body recuperates. 
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Crusader 
C RUSADER 
Real Name; Dirk Patrick 
A l ignment ; Scrupulous 
Att r ibut es; I.Q. 9, M.E. 13. M.A. 16. P.5. 20, P.P. 15, 
P.E. 11, P.B. 19,5pd. 21 . 
Age; 36 M ale Weight ; 200lbs Height : 6ft 8ins 
HI! Poi nts: 49 5.D.C.; 62 
D isposition: Super patriot, Impudent , confideOl, se lf· rellant. 
Second in command o f the group. the Guardi ans. Dislikes 
Phaser and Malefactor because they fight for Ihe better· 
ment o f Georwell. 
Power Category: Special Training/Espionage 
Training i ncludes: Hand t o Hand: Manial; Investigative 
Criminal Science/forensics 85%; TraCking 85/75%; Pick 
Locks 84%; Escape Artis t 8S%; W.P. BluOi (special shield); 
W.P. Energy Pistol. Bonus: .S% on all espionage skills 
(included in stats). 

f'~~:~l- Specialist 
I 

Enforcement (government special operative) 
(all include scholastic bonuses) 

" .. 9." 
Biology 98% 

Computer Technology/Operation 98% 
Music; Sing 64% 
foreign Language: Earth English 98% 
Surveillance Systems (Espionage) 95% 
Drugs (Espionage) 98% 
Survival Skills (Espionage) 98% 
Swi mming; Competitive 98% 
Gymnastics 
Climbing 92/98% 



W.P. Energy Rifle 
W.P. Blade 
Secondary Skills 
Body Building/Weight Lifting 
Running 
Prowl 
fishing 
Crah/ Needlework 
Pllol: MOlOrcyc le 
Pilot : Automatic 
PiIO!: Manual Transmission (stic k) 
Pilot ; Singl e Engine Plane 
Medical: first Aid 

13% 
,,% ,,% ,,% 
,,% 
,,% ,,% 
96% 

NOTE: Don'l forget Crusader's special training skills under 
his power category. 
Combat Skills (all bonuses are included) 
Attacks per Melee: SIX 
Bonuses to Strike .3, Parry +3, Dodge .. 3. Damage . S, 
Roll with Punch or fall +7, Pull Punch .4. 
Knock Out/Stun on 17·20 
Body ThrowlJudo flip does 1· 6 damage. 
Other Abilities: Karate Kick does 1-8 damage, Leap 40h 
high and long, Back Flip 98%, Climb Rope 98%. Excellent 
Balance 98%. 

Personal Profile: Crusader, In many ways, is a mirror 
image o f a younger Challenger, the leader of the Justice 
Machine. Dedicated, competent. unshakeable in his con
victions, steadfast In his belief In the system. Ironically 
both Crusader and Challenger advanced through the ranks 
as government agents together and were good friends 
until Challenger was branded a traitor. Un fortunat ely, 
Crusader' s convic tions blind him t o Challenger's innocence, 
juSt as It blinds him to the corruplion that abounds within 
the system he has sworn to protect . His personal Insight 
about Challenger makes him a particularly dangerous adver
sary for he knows how Challenger thinks, plans, his combat 
t echniques, as well as his allitudes and habits. Yet if 
any o f the Guardians can be swayed it ' s Crusader. If 
somebody could conclusively prove the evils of the Council 
Central he ""ould Join the Justice Machine or the rebels 
t o crush the Council's tyranny. 

As second In command o f the Guardians he has no 
delusions about his compamons' powers, skills, or altitudes/ 
alignmem s. He knows each one for what they are and 
In the case o f Phaser , Nightli ghtning and Malefactor 101-
erates them onl y because they are members o f the t eam 
serving the good o f the people (or gover nment ). Big Brain 
and the Counc il Central rarely Involve Crusader in dirty 
assignments, such as political assassination, smear campaigns 
or terrorism. The lallcr assignments are usualJy reserved 
for Big Brain. Phaser, Nightllgh tning, Malefactor, and 
occasionally Monolith and t he Hunk. 

CRUSADER·S SHIELD 

OAA1A6E : 
1-8 WHEN THIfOWN 

2· / 2 WITH BLAIJ£5 
EXTENIJED 

" 

Crusader 's weapons are his fi sts and his shield. 
The shield is nearly Indestructabl e, conSlructed o f ellcep· 
t ionally tough metal alloys which act as both an offensive 
and defensive weapon. Hand-held , the shield adds a bonus 
of .3 to parry and does 1-8 damaged as a blunt weapon 
(plus nor mal damage bonus). It can also be hurled like 
a fri sbee or discus doing 2- 12 damage (plus normal damage 
bonuses). Crusader 's skill with the shield makes him .3 
to st r ike even when thrown. 

The Hunk 
THE HUNK 
Real Name: Alexander Hogan 
Alignment : Anarchls l 
Attributes: I.Q. 9, M.E. 12, M.A. 19. P.S. 30, P.P. I S, 
P.E. 22, P.B. 14, Spd. 16. 
Age: 34 Male Welsht ; 300lbs Height : Sft 8in 
Hir Points: 49 5.D.C.: IS2 
Disposition: Surprisingly calm , quiet and sedate; confident 
but not over-confident. Fanat ically loyal to the Georwell 
government and his fellow Guardians. Tends 10 be mean 
and violent when angry. 

: Mutant 
strength; can carry and throw 

lbs and can lift or hold up to 30,000 lb!. 
of his mutant physical struc ture he is also 

very broad and stocky adding t o his exceptional strength 
and physical endurance !P.E.I. NOTE: All bonuses have 
been included In skills and abilities (See H.U., pg. I I I 
for I power description). 

16th 
School 

Enforcement 

Basic Biology 
Music (Tuba) 

(all include scholastic 

Computer Technology/Oper ation 
Swimming: Basic 
Wrestling 
Secondary Skills 
General Athletics 
Body Building/Wei ght Lifting 
Running 
Hand t o Hand: Basic 
Basic Electronics 
Basic Automotive Mechanics 
Medical: first Aid 
Drugs 
Pilot: Automatic 
Pilot: Manual Transmission (stick) 
Pilot: Single Engine Plane 
Pilot: Motor/Speed Boat 
Speaks Earth English 
Combat Skills 
Attacks per Melee; f our 

bonuses) ,,% 
,,% 
60% 
95% ,,% 

70% 
70/6S% .,% 
90% 
9'% 
9.% 
96% 
,,% .,% 

Bonuses t o Strike .2, Parry .3, Dodge +3, Damage .17, 
Roll with Punch or fall .S, Pull Punch .3, Save vs Toxins 
. 4, Save vs Coma/ Death . 11 %; very charismatic, 60,*, 
likelihood of impressing or i ntimidating. 
Pin/ Incapacit ate by holding on a natural roll o f 18-20. 
Crush/Squeeze does 1·4 damage plus damage bonus. 
Body Block does 1-4 damage (+4 due 10 weighl and st rength; 
No o t her damage bonuses apply) with a 60% chance of 
knock i ng opponent down. 
K ick Attack does 1-6 plus damage bonuses. 



Personal Prortle: The Hunk Is the most powerful of the 
Guardians In sheer brute sirength. Recruited by the gov
ernment late in life, he Is the least educa ted or skilled 
of the group. However, he Is far from stupid, is quite 
aware o f hiS own strengths and weaknesses and rarely 
oversteps his IlmllS. The Hunk tends t o cunningly, un
obtrusively observe as much as he can. In combat he 
Is a cra fty, competent fighter with an incredible st amina 
and st reet savvy. Unless battling In anger he will never 
fight In haste or t o the death. 

The Hunk is aware o f the corrupt ion and extreme 
measures of discipline (assassination, terrorism, etc.) used 
by the Georwellian government to maintain itS power. 
He approves of such tac tics feeling that the end justifies 
the means, for the welfare of the majority always over
rides those of the minority. Fanatically loyal, he is proud 
to serve Georwell crushi ng anyone who opposes the state. 
This fanaticism Is a marvelous 1001 for the Council Cent ra l 
for he will accept any missiOn withoul quest ion and with 
blind devotIon. His loyalty and ever vigilant eyes also 
keeps Ihe rest of the Guardians on the straight and narrow. 
He is so faithful that he would NEVER betray Georwell 
or the Guardians even under the pain o f death. 

In regards 10 the Justice Machine, their possi ble 
Innocence is of no concern to the Hunk. If the government 
wants them eliminated as enemies o f the st ate, so be 
it. If the Just ice Machine were to suddenly be gr anted 
amnesty he wouid accept them as friends and aliles. 
Of course this is not saying thai he might not pretend 
to believe in their innocence and Join the Justice Machine 
in order to deslroy t hem. 
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Malefactor 
MALEFACTOR 

Dexter 

1 M.E. 12, M.A. 7, P.$. 23, P.P. 20, 
Spd. 20. 

Female Weight : 16SIbs Height : 6ft 41n5 
26 : 104 

Mean, 

an unreasoning 
of women. 

vengeful, quick tempered, 
in t he extreme, she has 

men, nOt t hat she's overly fond 

and Is 

Physical Training 
Boxing, Wrest ling. Gymnastics, Hand 

i W.P. Chain Iher special ball and chain). 
her I and chain was provided by the gover nment 
constructed o f a special super lough, yet l igh t 
metal alloy. Weight : 60Jbs, does 3-18 damage 

""d,,111 'y balanced. 

4<" 
Training (enlisted) 

En forcemenl (special government operative) 
(all Include scholast ic bonuses) 

,,% 
Compu ter OperatlonlTechnology 98% 
Writing: Non-fiction SO% 
Research 63% 
World Hist ory: Georwell 90% 



Exploslves/Demolit ion 
Investigative 
Crimina l Sciences/Forensics 
Surveillance Systems 
Pilot Mllhary Land Vehicles 
W.P. RHie 

Body Building/Weight LIfting 
Automotive Mechanics: Basic 
Photography: Stili 
S!)eak Earth English 
Pito t: Race Car 
Pilot: Motorcycle 
Pilot: MOlOr/Speed Boats 
Combat Skills 
Attacks per Melee: Five 

53/48% 
,,% 
,,% ,,% ,,% 

60/45% 
60% 
,,% ,,% ,,% 
,,% 

Bonuses to Strike _5, Parry -6, Dodge _S, Damage .. 12; 
Ro ll with Punch o r Fall _7, Pull Punch .. 3, Save vs Toxin 
_2, Save vs Coma/Death _8%. 
Knock Ou t /Stun on a natural 20. 
Pin/lncapachate by holding on a natural 18-20 
Crush/Squeeze does 1-4 damage plus damage bonus. 
Body Block does 1-4 damage, 60% chance of knocking 
opponent down. 
Other Abilhles: Excell ent Balance 80%, Climb Rope 86%, 
Climbing 44/59%, Back flip 98%, Prowl 50%, Leap 12ft 
high or long. 

Personal Profile: The woman, Male factor, is an extremely 
dangerous misanthrO!)e recruited fr om the military. She 
is driven by a psychOllc halTed of all men, not thai she's 
particularly fond of any humans, male or female. This 
hatred manifests h self as extreme competitiveness and 
hostiluy. Despite an eternity of psychiactric analysis 
the roots of this insanity remains a mystery and her hos
tility kept In check only by her fear of the Couocil Central 
(NOTE: she correc tl y believes that the Council will elimi
nate her if she should c ross them). 

MalefaclOr is super-competitive, cunning and merciless 
in combat. Her attacks are devastating, always designed 
to do m8llimum damage to an opponem. Her hatred and 
need to DeSt any male adversary makes her a cruel, dirty 
fighter who oh en resorts to trickery and back stabbing. 
Malefac to r's insanity enables her to fight without fear 
or hesitation. however It also makes her vulnerable to 
over-reac tion, bad Judgment fueled by anger and standing 
against unwlnable odds. She Is easily prompted InlO act ion 
by cat-calis and Insults and she will NEVER admit defeat 
until she is c learly vanquished (which beller mean she's 
unconcious, Imprisoned or dead because she wiil str ike 
OUt at a foe even if she claims surrender). 

Her ball and chain are a special weapon specifica lly 
designed for her. It Is composed of extraordinary, tough, 
yet light weight metal alloys that can eas1ly wlthSl8nd 
most energy blasts. extreme heat and cold. Game master's 
Note: for all Intents and purposes you should consider 
it to De indeslTuctable. I have nOt assigned it an Armour 
Rating or S.O.C. because it woUi'd be futile and slow the 
charac ter's play t ime 10 keep track of damage every time 
it hits something or is itself hit. Any opponent worth 
his/her salt will want to subdue MalefaclOr rather than 
destroy her weapon, for she's much more vulnerable than 
the ball and c hain. from t he weapon does 3· 
18 plus MalefaclOr's bonus of +8 arxl hand 
to hand damage bonus ... 12 damage. 

As for the Justice she cares nothing about 
their innocence only in destroying them . Generally Male
factor views them as soft and even cowardly adversaries, 
confusing compassion with weakness. 

Monolith 

Ll"''''': Ivan Lefkosky 
AnarchIst 
I.Q. 14, M.E. 12, M.A. II , P.s. 25, P.P. 14, 

14, Spd. 18. 
Age: 35 Male Weight: 200lbs Height: 6ft 61ns 
Hit Po ints: 54 S.D.C.: 136 
Disposition: Confident, mean, arrogant; feels superior to 
all others. A cocky bully, he is one of ;he most famous 
and hated of the Guardians. Only his loyalty to the state 

his greed and selfishness. 
Mutant 

(see H.U. , pgs. 112-1 13 for com ple te 
Maximum size possible is 40ft, most common 
are 30ft and 40ft. (Note Titan's SlOts for 

and 20ft as they are basically the same). The follOW
ing bonuses apply only when giant-Size. Bonuses at 30ft 
tall: body weight Inc reases ladd 750Ibs); 5.D.C. _96. P.S. 
T, providing an additional damage bonus of +20; this 
is In addition to his formidable normal bonus of .. \0 com
bining for a total o f .30 when 30ft tall . He is _2 to 
strike, speed be(:omes 54 and he can carry o r t hrow up 
to ISOOlbs and 11ft up to 3200lbs. Mi nus -2 to parry 
and dodge. Bonuses a t 40ft tall: Weight increases (add 
10201bs). S.D.C. _136. P.S • ..- 11, providing an additional 
damage bonus of _27; this is In addition to his normal 
bonus of _10 combining for a total o f _37 10 damage 
when 40ft tall. He is .2 fO strike, speed becomes 90 
and he can carry or throw up to 1800lbs and lift up 10 
3600lbs. -2 to parry and dodge. 

I 8th 
I I Training 

; I 
I Composition 

Compute r Technology/Operation 
Swimming: Compet itive 
Speak Earth English 
Boxing 
Hand to Hand: Basic 
GymnastiCS 
Investigative 
Surveillance Systems 
W.P. Rifl e 
W,P. Energy Pistol 
Secondary Skills 
Body Building 
Running 
Pilot: Motorcycle 
Pilol: Manual Transmission !stick) 
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government opera tive) 
bonuses) 
98% 
•• % ,,% 
9.% 
9.% 
9.% 

7'% 
7'% 

9.% 
9.% 
98% 



Cook 
Carpentry 
PIck Locks 

,,% 
70% 
,,% 

Combat Skills (all bonuses are included) 
Attacks per Melee: Six 
Bonuses to Sl rlke .2 (.4 when glalll), Parry +4 ( .. 2 when 
giant), Dodge .4 (.2 when giant), Damage .12 (.23 when 
20h tall. .32 when 30ft lall, .39 when 40h tall); Roll 
with Punch or Fall ·6, Pull Punch -2. 
Kick Allack does 1-6 damage (plus damage bonuses) 
Can carry 1250lbs and lift 2500lbs when at normal size. 
Other Abilities: Balance 98%; Sense of Direction 98%; 
Walk Tightrope 98%; Climb 68/83%; Leap 24ft high and 
24ft long 148ft long and 48ft high when 30 o r 40 feel 
lalll. 
Personal Profile: Monolith the "Giant Man of Georwell" 
is an infamous blood and gUI! national hero. A rough, 
tough street fighler will'! a license 10 kill, he has establish
ed himself as the StTong-arm man of the Guardians. 
Those who really kno'" him know that he is an egotistical 
brule fond of bullying lind cruelly. Although selfish in 
the eXHeme, he Is Joyal to the Georwellian government 
for It allows him (I wonderful OPPoTiunity to fully vent 
his hos ti lity and express his domination over others while 
simultaneously gaining the adoration of the people. 

Monolith's history of abusive aggression goes all 
the way back to his sibling rivalry with his younger brother 
Jemin (Titan). Throughout his childhood he brutally 
dated jemin bolh physically and emOilonally, a rivalry 
Ihal has cominued Into aduhhood. h has always incensed 
Monolith that Jemln was accepted as a member of the 
prestlgeous Justice Machine over himself. Monolith's per
sonal goal Is to prove that Titan Is not worthy o f his 
POSt as a Justice Machiner. Thus, it has pleased him 
greatly that Tilan and the others have been branded as 
trallors. 

Titan belleves thaI he is at least, in pari , responsible 
for Monolith's death which he believes occurred when 
the Justice Machine fled Georwell (J.M. comic book issue 
,,2). Unknown 10 Tilan and his cohorts Monolith Is very 
much alive, an:tiously awaiting a rematch. The actual 
incident that led to his presumed death was the result 
of Nightllghtning's rash aClion In combat with Blazer. 
The firey explosion thaI resuhed left an ufIConcious, bruised 
and superficially cut and deceptively bloody Monolith stretch
ed across the floor. Howe \ler, his physical Inju r ies were 
Insigniftcant compared to the severe blow dealt to his 
ego. 

in regards to the Justice Machine he has nOt con
cerned himself with IIny thoughts about their possible 
Innocence. Instead he longs only for the opportunity to 
prove thlll the Guardians are better than the J.M. by 
defeating them In combat, Monolith is particularly anx ious 
10 confront his brother, Titan. 



Nightlightning 

Ronald Philips 
Miscreant 
r.Q. la, M.E. 7, M.A. 13, P.S. 16, P.P. IS, 

6, Spd. 14. 
Ma le Weight: 1821bs Height : 6ft 

5.D.C.: 112 plus ISO when electric 
arrogant, braggart, talkative, daring. 

,~;:;::~7:':'lneurotrc from the accident that gave him 
he enjoys combat that leans tOward mlnd-

Personal Profile) Bnd Is sadistic. 
""""",m" (freak accident) 

result of a biuare accident tech
was endowed With an unusual electric 

super-power; alter t structure: electrical/lightning. 
Game masters thIs a NEW super-power not found In 
the Heroes Unlimited rule book. as wIth Talisman's Karma 
power, this is an opl/onal power that you may wish to 
allow players to have. 
Description: Characters with this ablilly can InSlantly 
transform into a living electrical conduit as well as mani 
pulate and control aspects of electricity. Armour Rating 
14, 5.D.C. 150; Is provided by the electrical field generated 
around the character making him semi-invulnerable. 
Attackers using convemional weapons such as clubs, knives, 
or guns must roll a 15 Of higher to strike and do damage. 
Any roll less than IS bounces off harmlessly doing no 
damage to the 5.D.C. or hit points. f ist-I-c uffs will do 
damage If the attacker rolls 15 or higher, however the 
SHacker also takes 1-6 damage by Striking the electrically 
c harged person. All auacks ahove a roll of 15 strike 
and do their normal amount of damage. The only ex
ceplJons are: electrlcltyllighlning do NO damage, energy 
weapons do half damage. 

Electrical field generated constantly when transformed 
doing 1-6 damage to anyone who touches the character. 
People c lad in or holding iron, steel, or an electrically 
conductive material will take 2-12 damage while grounded 
and insulated persons take no damage. 

Generate electricity: Range: around himself In a 
radius of five feet per level. Damage: 1-8 per melee 
to anyone the electrical field. Duration: as 
long as also use another electrical power 
simultaneously similar energy expulsion power). 

lightning 30ft per level of experience; 
Duration: tnstanl; 
.2; Damage: 1-6 
dodge. 

Mini- lightning bolts: Range: 50ft per level of experi
ence; Durauon: Instant; Auacks per melee: up to six charges 
either re leased individually or simul taneously; Bonus to 
~; ·1; Damage: 1-6 each; Saving throw; dodge. NOTE: 
bolts can be directed at a spec ific target or shot out 
from the body in all directions. 
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Electrical ray or blast emil! a line of electricity 
from the fingers or eyes. Range: 6ft per level of experi
ence; Duration: can be discharged as a momentary blast 
Or as a continuous line doing 2-12 damage per melee 
(IS seconds); Auacks per melee: one continuous (2- 12 
damage) or two short blasts 11-6 damage each); Bonus 
to strike: .2; Saving throw: dodge. 

NOTE: all electrical attacks do double damage when 
the target Is in water or in contact with iron/steel. 

flight is a power that some of these charac te rs 
are capable of, such as Night lightning, by travelling along 
electro-magnetic streams. To determine whether or not 
a character can fly roll percentile dice, 1-34 can fly; 
35-00 cannot fly. The player can roll again to see If 
(light abilities have developed at level four, eight and 
twelve. 

If is possible the character can hover and 
at a maximum speed or 50mph; .2 to dodge 

here Is the modified Physical Structure 
to inc lude this power in the Alter Physl-

1-20 
2 1-40 
41 -60 
6 1-80 
8 1-00 

I" 
Mewl 
fire 
Stone 
Electricity 

5,h 
Training/Elec trical Technician 

; 
Basic Biol ogy 
Sculpture (Metal Work) 
Compu ter Technology/Operation 
Calculus 
Physics 
Algebra 
Electrical Engineering 
Mechanical Engineerlng 
fencing (W.P. Blade) 
Hockey 
SWimming; Compet itive 

government operatlvej 
bonuses) 
,,% ,,% 
"% ,,% ,,% 
7.% ,,% 
85/75% 
85/75% 

,,% 



•• 
Pick Podeu 
Automotive Mechanics: Basic 
Cook 
Speak Eart h English 
Pilot: Moto rcycle 
Pilot: Automatic 

,,% 
6~/50% ,,% 
71% 
90% 
98% ,,% PilOt: Twin Engine Plane 

Combat Skills (all bonuses are 
Attacks per Melee: Four 

Included) 

Bonuses 10 Strike .S, Parry .4, 
Roll with Punch or fall +5, Pull 
In flight. 
Karate Kick does 1~8 damage 
Body Block does 1-4 damage. .1 
of knocking opponent down. 

Dod" 
Punch 

.4, 
.4, 

Damage _I; 
.2 to Dodge 

to strike, 50% chance 

Personal Profile: The madman Nlghlllghtning was endowed 
with his extraordinary powers through a freak accident 
while working with Maxlnor on the advanced prOio-type 
of the Dimension Lock teleponer. Consumed by an energy 
Implosion of negatively charged electricity the unfortunate 
technician's entire body seem 10 disintegrate. Moment s 
later he reappeared screaming, burnt and coursing with 
electricity. After six months of tests and recuperation 
he ..... as recruited 85 a special government operative which 
eventually lead to his assignment with the Guardians. 

Although empowered with the abllily to transrorm 
into a SOTt of hVIng dynamo generating, absorbing and 
directing electrIcity (as well as fly); the incident has leh 
NightJightning scarred emotionally as well as physically. 
He blames Maxlnor for the pain and deformity he has 
suffered, thus he craves to extract an equally painful 
revenge. If the opportunity presents Itself, Nightlightning 
will destroy, or better yet, maim or mutitate, everything 
Maxinor holds precious. This will Inc lude Maxinor 's son 
Youthquake, friends, allies, and I'Osltlon. G.M.'s remember, 
Ihis is a very sick Individual. 

The mental and emotional scars are far more terrible 
than his physical ones having c reated a sadistic killer. 
Neurotic, he enJoys inflicting pain, torturing to extract 
Information 85 ..... ell as for personal pleasure. furthermore, 
he Is Increasingly leaning toward mindless aggression. 
This means that there 's a 72% likelihood of Nightligh t nlng 
givlng·way to mindless agression, going into a berserker 
rage, attacking foe or friend or anyone who gets In his 
way. Under this state he will bailie Irregardless of any 
personal danger. Unless physically subdued he will continue 
his battle or torture even If the roof Is literally coming 
down around his ears. Stimulations that can plunge him 
into thiS state Include a severe blo ..... to his ego (frustration, 
anger) or tOO the collective ego of the Guardians, feeling 
trapped, and prolonged combat (more than four or nve 
minutes) which will result in a frenzied blood lusi. This 
last condition may even result when he's torturing someone 
or extracting a panicularly cruel revenge. Game Master's 
Note: Nightlighwing's psychosis Is NOT fully developed, 
consequently it differs from the typical one lisled In the 
Heroes Unlimited rule book, page 145. 

Nightllghtnlng's memal state makes him dangerous 
even to his own teammates for whom he cares very 
little. Yet this same condition makes him the ideal pawn 
of Ihe Coundl Central. He cares nothing about corrupt ion, 
injustice, or evil. All he craves is the opportunity to satisy 
hiS own depraved pleasures; Opportunities that In his em
ployment as a Guardian are often provided. It 's his license 
to kill and the opportunhy 10 vent his cruelty that keeps 
him loyal to the Guardians and the Council Central. 
Big Brain is particularly astute at controlling him through 
psionic manipulation, while Crusader and Malefac tor hate 
him and have great difficulty working at his side; senti
ments mirrored by Nlghtlightning. 

In regard to the Justice Machine he only wants to 
serve Georwe ll by destroying ilS enemies (and if you believe 
that one .. . ). Nightlightning likes to kill so that 's what 
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he'll do. 
discovers 

The J. M. will 
that they conSOTl 

become special targelS once he 
with the hated rebel Maxlnor. 

Phaser 
PHASER 

Michiael Checkov 
Miscreant 
I.Q. 10. M.E. 10, M.A. 7, P.S. 14, P.P. 16, 

14, Spd. 16. 
Male Weight : 150lbs Height: 5ft lOins 

34 S.D. C.: 65 
Disposition: Sneaky, qulel and withdrawn; but tends to 
be over-confident, cocky and melodramatic. Enjoys stalking 
viCtims and the thnll of capture and tortunng. 
Power Category: Mutant 
Super Power: Intangibility (see complete description In 
H.U., pg. 113). This enables Phaser to pass harmlessly 
t hrough solid objeclS and In th is rare case, become so 
lIght as to walk or glide through the air. He cannot engage 
In combat while Intangible, needing to become solid to 

a blo..... Even intangible he is vulnerable to e lec· 
(does & damage), psionic attacks, and gas attacks 

I 

II~~I~~~ Specialist/Assassin 
Enforcement (special government operative) 

(ali include scholastiC bonuses) 
98 .. 

Algebra 98% 
Computer Technology/Operation 98% 
Basic Biology 90% 
Sculptu re 72% 
f oreign Language: Earth English 98% 
Political His tory 98% 
Invesl igat ive 90% 
Pick Locks 76% 
Tracking 80/7S% 
Sleight of Hand 70% 
Prowl 80% 
Boxing 
W.P. Energy Rifle 
W.P. Energy Pistol 
Hand to Hand: Assassin 

Secondary Skills 
Body BuildinglWeight Lifting 
Swimming: Basic 
General Athletics 
W.P. Blade 
W.P. Blu nt 
Basic Electronics 
Hunting (W.P. Rifle) 
Pilot: Motorcycle 

98% 

70% 
'5% 
98% 
98% 
9'% 

Pilol: Manual Transmission (stick) 
Pilot: Single Engine Plane 
Combat Skills (all bonuses are 
Attacks per Melee: Six 

included) 

Bonuses to Strike +3, Parry -6, Dodge +6, Damage 04; 
Roll with Punch or fall +S, Pull Punch .3. 
Knock OutlStun on natural 20. 
Other Abilities: Body Bl ock does 1· 4 damage (_I to strike) 
Persona l Profile: Phaser tends to be withdrawn but given 
to moments of exuberance, melo·drama and speech-making 
during combat or dire situations. He is a predator who 
delights In the stalking of his prey more than the actual 
kill. Like Nightllghtning he tOO enjoys performing acts 
of c ruelt y and has been known to drive his victims to 
the edge of madness before laying them 10 rest. Wh ile 
s talking his victim, Phaser often Slages several death 
games; false kills which drive his victim into a nervous 
state of collapse. Like a ghost he appears and disappears 
always making II seem as if he could have slain you a t 
thaI very moment ellcepl that he has ordained otherwise. 
In his intangible Stale, and spectre whit e costume, he 

• 



does appear to be quite a ghost-like apparition impervious 
10 most mortal auacks. or course, this Is far from true, 
but few adversaries have knowledge of his susceptibility 
to gas or electricity (and psionics) or have the opportunity 
to use them when he makes his final assault. 

Phaser Is aware of the Council Cemral's corruption, 
having performed a number of delicate liquidations of 
non-criminals whom the Council felt potemlally threatening. 
His concern is wealth, freedom and glory; all of which 
are amply awarded as a Guardian, servant of the Council. 

Of all the Guardians he has the greatest respec t 
for Big Brain, followed by the Hunk, and Cursader although 
he thinks him a patriot fool. He recognizes Nightlightnlng 
and Malefactor as being lunatics and JUSt doesn't like 
Monoli th, nO! that they don' t get along. 

In regard !O the Justice Machine, Phaser Is privy 
to knowledge, via his close association with the Council 
Central, that they are all Innocent of most charges, 
However, he doesn't concern himself with politics and 
is far tOO cowardly !O ever consider c rossing the Council 
Central, Phaser views the Justice Machine as just another 
comracl to execute at the appropriate lime. Questions 
of innocence or guilt are rarely a factor in any terminati on 
contract. He personally hopes 10 get the chance to stalk 
Demon to see JUSt how tough he really is, (G.M. Note: 
Phaser is aware o f Demon's drug addiction), He respects 
Challenger, Diviner, and Titan, while the others are fools 
and children. 

" 
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New Haven (the secret city) 
Hammel Dash, a genius in business invest ments and 

research, Inherited his father 's business and international 
holdings and doubled It; by his thln y-second bir thday 
Dash was .... onh 5870,000,000. To disguise his direct In
volvement, Dash had cleverly distributed his wealth Into 
Independent holding companies and numerous corporations. 
Thus, while the man was recognized as a reputable business 
magnate, he was nm recognized as the true fi nancial 
(and political) power that he reall y was. This enabled 
him 10 operate with a degree of anonymity and flexibility 
that would not be arforded him otherwise. In recent 
years he has invested ALL his personal assets, as well 
as liquidating Ihe ma/orlly of his business assets, to finance 
his personal dream, New Haven. A number of o ther fin
anciers and supponers have contributed funds, technology 
and equipment to build New Have n. These dozen or so 
Individuals are permanent members of the N.H. community 
involved in their own dreams/research In the technological 
paradise they've helped to creat e. These investors are 
baSically silent partners with Dash as the active chairman 
of the board and major investor. 

New Haven Is the culmination o f a dream that Dash 
has nurtured since adolescence; the dream of a better, 
more perfect world. A world of high ideals, equally high 
t echnology. research and development, study and advance
mentS in every science. A better place where man can 
excel to c reate a better world. A place that encouraged 
an unrestricted imagination. To Dash. New Haven is that 
place; a refuge or haven, for creat ivity, art and science. 
A place where man can grow without restriction, where 
his heart, mind, and soul can soar to Its absolute heigh t s. 

Unfortunately, while Dash's motives are honorable, 
his methods are far from orthodox. HIS Insufferable ego 
and stubbornness has spurred him to continue with his 
New Haven project Irregardless of the legal, crimi nal 
and federal repercussions. He's blatently ignored federal 
cautions and concern regarding an independent, privat ely 
owned, operated and cont rolled organization (city) within 
the continental United States. Such an organization would 
be operating outside the law and could easily be construed 
as an ac t of treason and conspir acy 10 undermine the 
Un ited States of America. The U.S. government ' s cautions 
has only prompted Dash t o be that much more secretive. 
This could eventually spell doom for the Idealistic, multi
millionaire, philanthropist, for the continued exist ence 
of New Haven within U.S. terrltory Is indeed a threat 
t o national security. Think about it. We're talking about 
an Independent sovereignty that has established i t s own 
government, laws, law enforcement . industry and privat e 
army that operates beyond the law. (Dash thinks of It 
as a giant corporation). Furthermore, extremely experimen
tal. potentially hazardous research such as gea- thermal 
energy taps, robotics, energy weapons, unconventional 
food processing, and bionics are promoted without federal 
guidelines, restrictions or control. Equally distrubing is 
New Haven' s unprecedented human experimentat ion to 
create superpowered beings while simultaneously cultivating 
existing super beings, many o f whom add known cri minals 
or vigilantes t o their ranks. New Haven's very exiSience. 
let alone Its radical, extreme left policies, c learly supportS 
and encourages the growing vigi lant e sent iments that seem 
to be sweeping the nation. The government could decide 
to smash New Haven as an example of It s intolerance 
to all vigilantes. Fortunatel y the federal government 
has elected to keep the knowledge of New Haven tOP 
secret to prevent panicking the American public. Actually 
they've only recently come to the reaUzat ion that New 
Haven really does exist and is not JUSt some odd ball 
rumour. Investigation i nto this matter [s limited to the 
C. I.A. only!! At this point they are conduct ing quiet i n
vestigations to uncover the location. pur pose and i ntent 
of New Haven. Thus far, all investigations have been 
fruitless (SEE Nightshade in the villain secti on and his 
involvement in the C.1.A.'s search for N.H.). 

Taking a brief glimpse Into the futu re, we can see 
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the Inevitable intervention o f the federal government in 
New Haven. i t is possible f or Dash to escape federal 
prosecution i f he agrees to cooperat e. To do so, he will 
have t o make agonizing compromises that will put the 
resources of New Haven at the disposal of the government 
as a t OP secret, special oper ations and research facility. 
Under these circumstances the ,lI;over nment will set up 
a task-force to act ()s observers, mediat ors and overseers. 
shadng in the management and direction of New Haven. 
Dash will hal e all such suggestions, personally opposing 
it tooth and nail. Yet in the long run. he will agree 
to the fed's demands to avoid federal prosecution and 
imprisonment. Actually ii's the onl y deCision he can make 
to save face for Dash doesn' t see himself as a subversive, 
trait or or vigilante. He had no i ntent ion o f over - throwing 
or subverting the government, It ' s JUSt that compliance 
with the law inhibited his plans. Smitty will be crucial 
in getting Dash to accept these changes, assisting in the man
gement and emotional transition. I t ' s possible that Smilly 
may even be given a position equal t o or greater than 
H ammet Dash. 

When the feds take over, M ax i nor will destroy the 
dimension lock (he' s secretly built another smaller unit 
elsewhere) and flee New Haven. He will not get involved 
with a government that's unable to deal with their own 
problems. The Just ice Machi ne may also leave although 
this is not as likely for they will find the government's 
intervention appealing. It will el iminate many of the 
concerns the J.M. had about distasteful policies such as 
the stasis sleep of villains at the discretion o f Dash. 
As ex-patriots, the Justice M achine is impressed with 
the real freedom of mOSt Earth governments. Thus they 
are likely to willingly work with the U.s. government 
as long as everything Is on the straight and narrow. 

NEW HAVEN SOLDIERS 

New Haven Is policed by a private securi ty force/army 
hand selected by Dash andlor Smitty that number 2000 
strong. Generally, their daily schedule is very much l i ke 
a regular police force, patrolling areas, handling c rowd 
control, maintaining the peace, etc. (Crime In New Haven 
Is virt ually unknown as there are no indigent s or unem
ployed). Unlike police they are oriented more like soldiers 
to prot ect New Haven from intruders, sabotage or Invasion. 
They are oft en assigned to guard and patrol high securi t y, 
restr ic ted areas o f the ci t y preventing t he c uriOUS or 

I from access t o dangerous or lethal projects. 
I.Q. 9 or higher, P.s. 10 or higher; 
cri minal record; any aUgnment , but 

stri ve to secure good (or unprincipled) f or t he posit ion 
in an attempt t o recruit only the most reliable, trUSt· 
worthy and conscientious peopl e. This doesn' t mean t hat 
evil or sel fi sh schemers are not found in the army, but 
only that they are avoided whenever possible. 
BasiC Tr ained Skills: W.P. energy pistol , W.P. energy rifle 
(usuall y ion powered), W.P. blunt, hand to hand: expert. 
body building/ weight lifllng, investigative and surveillance 
systems. Ski l l bonus for basic training IS . 10%. NOTE: 
there is no need f or a detective's division as crim e is 
extremely low and special investigat ions ::an be handled 
by t he Free force, Puma, and t he Justice Machine, while 
ballistics, forensics, pathology, etc. can be handled by 
New Haven's expert medical staff. 



Weapons 
Th. "" of 

on the situation. 
they aren't ILs ted. 
utilized by the 

, weapon varies depending 
arm s are rarely used so 

the comm on weapons 

Tranquilizer guns: I)f!r melee: damage: 
renders its vic tim 1-4 melees; duration: 
4- 16 minutes, savLng throw: 'IS toxins (no aHect if success
ful savel, must roll 16 or hLgher, range: 11 0ft for a pistol 
or 800ft for a rifle. These are nOt standard issue but 
commonly used. 
Stun Gun (standard Issue): fires an energy charge that 
short circullS the nervous system . Victi ms are dazed: 
- 10 to strike, parry or dodge; duration: 2-8 melees: saving 
throw: 'IS toxins (no affect if successful save) must roll 
8150r higher. Range: 100ft; rate of fire: 5 per melee; 
energy c apaclt y: 16 charges. 
Ion Rifle (Issued to guards in high security areas and 
in a crisis). Damage: 6-36; rate of fire: six per melee; 
range: 1400ft, energv capacity: 8 charges. NOTE: this 
Is a sUl)f!rlor weapen compared 10 the norm (as listed 
in H. U. rule book). 
Night-stick does 1-6 damage; standard issue. 
Other typical weapons would Lnclude gases/grenades such 
as tear gas, knock-out gas, paralYSIS gas, smoke screens 
Isee H.U. rule book, pg. 79, for description). An occasional 
laser rifle (H.U. , pg. 78), ellploslves (H.U., pg. 84), grenades 
(H.U., pg. 84), and ot her conventional hems are also used 
if c ircumstances demand it . 
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UNi fORM AND BODY ARMOUR 

The st andard unform for the security force/soldier 
Is a blue or purple (top securi ty) Jump suit with boots 
and gloves. A matching bullet proof vesl covers the chest, 
stomach, back and neck: A.R. 10, S.D.C. 50, weighl 101bs. 
A riot helmet. with a buill In radio communication unit 
(one mile range), to prOtec t the head Is also part of the 
standard issue along with: night-stick and holster, hand
cuffs, stun gun and photo identification card. 

GAME MASTER NOTE: 
You can use the following baste stats in randomly 

generating N.P.C. soldiers. Averase: I.Q. 9, P.S. 14, P.P. 
10, $pd. 14. P.E. 12; Average S.D.C. 30, Hit Points: P.E. 

four per each level of experience. Determination 
I roll one 6-sided die with a roll of 

twO or three Indicates second level, 
Indicates third level and sill indicates fourth 



NEW HAVEN DATA 
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Long 
Manhattan bridge. 

relationshIp to New Haven, Connecticut. 
years ahead of Ihe norm. 

collegehrained professionals. 

square miles. 
o f Manhattan, accessing directly 

(in or near) Greenwich 
Central Park (north), 

(north), and under the 

Major areas o f research: Roboti cs, bionics, genetics, mu t a
tion (specifically as they reilHe to super beings), geo
thermic power conversion, synthesization of sea weed, 
and high technology In general. 

BASIC LAYOUT 

I) Ecumenical C ircle: This Is a pleasant, serene area ded
Icared to theology, philosophy and t o a much smaller degree 
Ihe arts. The Inhabitants o f New Haven can come here 
to worship or honor any god or fa ith they may have chosen 
to uphold. In addition to places of worshIp and meditation, 
a number of small galleries and museums for the arts 
are scattered through-out the area. 
2) Commissary and Business Dist r ict : To preserve New 
Haven's secrecy, Inhabitant's visits to the surface are 
restncted. Consequently, Dash has created a section 
that specifically caters to the more human needs o f the 
people. ThIS area is loaded with mov ie houses, restaurants, 
live theatre, concert halls. tennis courtS, parks, libraries, 
college level educalional facilities and similar entertainment 
facilities. Amongst these places are numerous consumer 
oriented shops, book stores, markets, hobby. clothing and 
department type Stores. This Is In addit ion to the many 
employee cafeterias and recreation centers scattered 
throughout New 1·laven. 

Dash's headquaners, personal sui t e and business o ff ices 
are also here, along wil h the bUSIness o ff ices o f his fellow 
investors and supporters. Small manufacturers, propriet ors 
and warehouses are also located in this sect ion. 
J) Sick bay and Medical Research Center: This is o ft en 
the hub of aClivity, for as well as being the medical 
emergency, treatment, hospital area; it is the center of 
all medical research incl uding genetics, mutations, bionics 
and super power research. It' s equal to the best institu
tions In the world. It's here that Dash himself spends 
much o f his lime studying the progress of his pet obsession; 
understanding and inducing phySIcal change or mutation 
10 humans t o create super humans. It's here that the 
free force was created along with a few dozen failures. 
Many of the failures have creat ed super powered humans 
who have been dTiven mad or exhibit escalated aggression 
and hostility or suffer some physical malady that cannot, 
as o f yet, be corrected. Most of these individuals have 
been placed into stasis pending a cure or correction. Some 
robot research is also done in this sec t ion, specifically 
exo-skeletons and consciousness transferal procedu res. 
4) Det ai nment : This section IS off limits 10 everyone except 
security soldiers and individuals like the JustIce MachIne, 
Maxinor, Dash and Smitty who have t op secur ity clearance. 
This area i ncludes prison facilities, re-education/training 
for crim i nals, psychology ward, priva t e ki t chen, infirmary, 
prisoner recreation coun and t he Infamous stasis chamber. 
The stasis cham ber imprisons the most dangerous, evi l 
and powerful crimi nals such as Kil lgore. An area o f st asis 
Is also reserved for the vic t ims o f superhero ex periments 
gone awry and t he ter mi nally i ll . I t ' s somet i mes used 
as a temporary confinement f or superbeings or individuals 
that requi re special or ientation, recondi t ion ing or treat ment. 
The stasis Chamber is sealed in a giant vaul t t hat' s guarded 
around t he clock. 
~) Geo-Therm ic Power Center: This is t he only geo-t her mic 
power plant on Earth. The exper iment al complex does 
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not actually t ap direct ly into the Earth's molten core, 
but rather employs a ser ies of miles deep tunnels and 
tubes thai t ap escaping heal f rom the core which i n turn 
powers powerful generators which c reate enough energy 
to power New Haven and all of Manhaflan. AI! personnel 
are carefully screened with only t he mOSt professional, 
dedicated and loyal chosen for per manent positions. Only 
authorized personnel are allowed in the area. 
6) Mineral Re finer y and Manufacturing; This section con
t ains a mammoth processing complex for refining, smel t.ing, 
storage, etc., as well as an equally large manufacturing 
Cent er specifIcally designed 10 satisfy New Haven's needs. 
[t is also the center o f robot research, development and 
manu f acturing. The most el\perimental facility Is the 
mining of the ocean' s waters by collect ing minerals from 
the wat er itself. Unfortunately it has failed, thus far, 
to anything. 
7) The Communications Center 
manages i and bro<ldcasting. 
They are also responsible for tapping Into existing ou t side 
lines of communicat ion such as telephone, television, radio 
e t c.. News broadcasts as well as several newspapers are 
made available and widely distribu t ed. Outside material 
is also acquired for public avaHability and libr aries. This 
is a free society, thus communications, literat ure, news, 
broadcasts, etc" are !!Q!. restricted or manipulated i n any 
way. 

The transit peope direct , mainlain, schedule and 
repair public transport vehIcles including buses, public 
trucks, cars, hover c raft and pneumatic t ransit vehicles 
and tubes. 

Secreted away in a small , high securIty area is the 
dimension lock. Constructed by Maxinor, this pan
dimensional teleport at ion device links New Haven to several 
rebel si t es back on the planet Georwell. Only Dash, Smitly 
Maxinor, his son Youthquake, and Challenger have offici al 

t o the device. 
includes storage, production 

and self produced food prod
uct s. A special, successful project has been the conversion/ 
processing of sea weed Into nutritional food stuffs. New 
Haven also has a very fine hydroponic garden of fruit 
trees and vegetables, enough to supply one third of i t s 
total needs. 
9) In the Center o f New Haven are the botanical gardens, 
a beautiful park area for the inhabitants whose residences 
surround the gardens. Small shops and services are also 
sca ll ered throughout the community. 
10) The Pneumatic Tubes are a t ype o f subway sYStem 
t hat access/exit New H aven leading t o several secret 
loca t ions th roughout t he M anhallan area. These are gen
erally not available for use by the public except for 
author i zed leave or evacuat ion. 
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Hammet Dash 
HAMMET DASH Leader of New Haven 
Alignment: Unprincipled 
Attributes: r.Q. 19, M.E. II, M.A. 15, P.S. 14, P.P. 9, 
P.E. 28, P.B. 10, Spd. 2 

39 Male Weight: 900tbs Height: 6ft Bin 
89 S.D.C.: 160 
Stubbor n, self-righ t eous and II bit pretentious; 

extreme delusions o f gr andeur and megalo
mania. This can make him a hard and unyielding man 
unwilling to accept his own shortcomings and mistakes. 
HIS insecurities often prevent him from acknowledging 
and correcting those mistakes. Dash also tends 10 be insen
Sitive and occasionally mean; for example he sees noth i ng 
inhumane about placing criminals into stasis tubes f or 
the rest of their lives. He is god (more or lessl 81 New 
Haven and he loves it. 
Power Category: E)[periment 
Super Power: Extraordinary Physical Endurance. The first 
victim of his own e:>:perimems to create super beings, 
Mr. Dash increased his physical mass along ..... ith his endur~ 
ance. This has rendered him an invalid who can barely 
move ..... lthout the aid of his hover chai r. Ho ..... ever, he 
has cominued his experimentS and dreams o f creating 
a Utopian society, New Haven. 
Level o f Experience: 141 h 
Level of Education: Ph.D in Chemistry, Medicine and 
Business 

i 
Algebra 
Trigonometry 
Calculus 
Physics 
Chemistry 
Chemist ry: Analytical 
Chemistq': Ph armaceut ical 
Laser Technology 
Radiation Technology: Medica1/E:>:perimental 
Biology 
Botony 
Microbiology 
Computer Technology/Operat ion 
Computer Programming 
Political Science 
Economics 
BUSiness 

Secondary Skills (~ are al 98% proficiency) 
Hand t o Hand: Basic 
Body BuildIng (to handle e:>:tra mass) 
W.P. Revolver 
W.P. Energy Pistol 
Elec tronics: Basic 
Audio Communications 
E:>:plosives: Basic 
Fishing 
Forgery 
Pilot: Automatic 
Pilot: Single Engine Plane 
Pilot: Twin Engine Plane 
Writing: Creat ive 
Speak Arabic 
Speak Japanese 
Speak Spanish 
Speak German 
Read/ Write Japanese 
Read/Wri t e German 
Read/Write Spanish 
Read/Write Lat i n 
NOTE: For Dash's Piloting skills, because o f his enreme 
mass, he must have specially const ruc t ed vehicles. 
Combat Skills (all i nclude bonuses) 
Attacks per Melee: Si:>: 
Bonuses to Strike -2, Parry .4, Dodge (in hover chair 
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only) +2, Damage .4, Roll with Punch or Fall -4, Pull 
Punch .2, Save vs Psionics .1 , Save vs Coma/Death .37%, 
Save vs TOll ins .7. 
ALL attacks (energy or kinetic) do half thei r normal dam
age due t o his awesome physical endurance. 
Other Abilities: None 
Personal Prortle: Hammet Dash is the idealistic, egocentric 
master-mind behind the secret ci t y of New Haven. He's 
a brilliam business man as weIJ as scientist and inventor. 
He's particula rly obsessed with the study of super beings 
who wield awesome, unnatural powers. His endeavors 
i n this area of research include the st udy of genetic muta
ti on as weH as {he arlinci al inducemem or recreation 
of these powers by means o f c hemical and radiation thera
py. H is obsession ..... ith super powers led t o his foolhardy 
self-e:>:per imemati on with a seri es of chemical treatmems 
that were supposed to stimulate cenain glandular changes 
Ihal should have altered his physical body, making it im
mune to disease and physically t ough, perhaps even invul
nerable. The experimen: was a success, t o a limited 
degree, in t hat it did Increase his physi cal endu rance (P.E.) 
provid ing him wi th an incredible resistance to fatigue, 
disease and toxins as well as incr easing hi s physical t ough
ness (S-D.C. 160). However, it also affec t ed his physical 
mass increasing his body weight t o nearl y half a ton, 
severl y Impairing movement, making him invalid. 

To support his incredible body weight, yet stili provide 
ma:>:imum mobility, a special hover chai r (conspicuously 
throne-like) has been constructed t o Dash's speCi fica tions. 
The chai r is held aloft and propelled by powerful jets 
o f air supplemented with additional jets Strategicall y con
cealed for even greater mobilit y, speed and sharp turns. 
Since his anack by Blood- Master O . M. comic book 1t3), 
he's added a handful o f gimmicks for offensive and de fensive 
purposes. The following are all the speci al items and 
st at istics o f his Chai r: 
5.D.C. : of chair 200. 
Weight : 3171bs, const ructed o f light wei ght met al alloys; 
maneuverabili ty equal 10 a P.P. of ]4, +2 t o dodge. 
Speed: M a:>:imum of 20m ph; maximum att ainable hover 
height is 3 feet; normal hover height is si:>: inches. 
Sensors Incl ude detection of radar, .!~~~ 
and I It also has a ~ 

on a digital read out, 
sical condit ion. A mint-computer built into the rlght 
arm rest enables him to perform mathematical calculations, 
st ore bit s o f information and so on. 
Weapons include twin ion blasters built intO both arm 
rests; ra nge: 120ft , rate of fire (each): fout per melee, 
damage: 2-12 per blast , energy capacity: 20 blasts each. 
No strike bonus. Sub·Machine gun built Into the left 
arm rest fires .45 A.C.P. can ridges doing 4-24 damage 
each. Feed 40 rounds, rate o f fire: enti re 40, but the 
level of accuracy Is extremely poor (same as shooting 
wJJd). Chemica! Sprays: Mace: bl inds vic t ims for 3- 12 
melees rendering toem ~6 to stri ke, parry, or dodge. 
Range: five feet, radius of spray: t wO feeL Altack s per 
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Melee: t .... o (only holds enough for 1 .... 0 sprays). 
Adhesive: range: fIve feel, radius of 
Allacks per melee: 1 .... 0 hotal capacity). 
or can also be released 
of four each. 
detaIls about these .... eapons see H.U. rule 
seclion, pgs. 77-94. 
Other Glmmic:ks: 
Lo .... Intensin force field Ihal prolects both Dash and 
his chair bUI nOlhing more. S.D.C. 50. 
RadIo comm unications capacity and connecting lelephone 
link. Homing Devic:e Is also hidden In the hover chair to 
help locate Dash In case of an abduction. 

Trapped In his failed body he still continues his pur
suit to build a better human. Areas o f research in .... hich 
he participates Include physloJo8)cal mut8llon. bionics, 
robotics and especially the use of exo-skeletons. 

Although Ne.... Hallen Is the brain child of Hammet 
Dash, he Is surprisingly lax In his admlnistratille chores 
much prefering to spend his time observing or delleloplng 
ne .... concepts or, bener yet, participating in adllenture 
and Intrigue. The management of New Haven ends up 
falling squarely on the capable shou lders of his executive 
assistant, Smilly. She has been 8t Dash's side for over 
twenty years, completely dedicated t o New Haven, Dash 
and hiS Ideals. To Dash she Is more than JUSI a loyal 
employee of OUISlanding cal ibre. Smltly is his right arm 
In business. confIdant and friend However, he has never 
ever (hought of her In a romantic way much t o Smitly's 
disapPOintment . (SEE Smltly's description elsewhere). 

An Ingenious bUSinessman, Dash has been careful to 
make much of New Haven's resources directed toward 
marketable tangibles; crea ting technolog}', goods and ser
vices that he can disseminate through his legnimate 
businesses. 

Dash has very distinc t views of justice, regularly 
slepping oU lside the boundaries of the law to implement 
them. Although he doesn't see things that way. he Is 
a vigilante ... ·1'10 encourages and supporlS other Vigilantes. 
As a Vigilante, he and his people meet out lustice as 
they percleve Lt, secretly policing Ihe streets of Manhattan 
(as ... ell as the "" orld) ... ith his so called "superheroes". 
A prime example of thIS radic al vigilante attitude is re
flected in the incarceration o f criminals In Indefinite stasis. 
A life scontence that Is allegedly reserved for only t he 
most dangerous and ellil characters. The question is who 
decides this sentence? Dash along with some of his cronies. 
There is no trial in a COUT! of law. It ' s Dash who act s 
as Judge, Jury and executioner. II matters little If there 
is Insufflcient evidence 10 convict that same person through 
the normal U.S. COUrt system. If he Is known t o Dash as 
a criminal he shall pay Ihe piper. Dash likes to think 
that he gets crIminals who are beyond the reach of the 
la.... There Is definitely a SOrt of justice here, attacking 
the known but unprovable villains gu LlI)' of crime. How
ever, this is hardly a fair and equitable system of justice. 
Who Is Hammel Dash, no matter hllW well Intentioned, 
to hunt do""n, capture and Imprison anybody. The Justice 
Machine must find this practice quite abhor rent, which 
has in tUrn created a definite rift in their relationShip 
wllh Dash and their full support of New Haven. They 
cann('l t, in good conscience, be a pany to such a subjective, 
biased determinat ion o f guilt nor the Inhumanity of eternal 
sleep In s t asi~ . It's this type of delusion of omnipotence 
that gave birth to the governmem of GeorwelJ. Dash's 
idea of a grumpy, compromise (ho ..... dare anyone question 
his methods) ""ill be to establish a Jury system but the 
apparent bias still remains makIng that proposal unaccept
able to Ihe Justice Machine. So strong are their con
victions that they will eventuall}' leave New Haven unless 
things are changed. 

Other Occupants 
of New Haven 

Smitty 
: Carolyn Marie Smith 
Sc rupulous 
I.Q. 18, M.E. 16, M.A. 9, P.S. 14, P.P. 10, 

8, Spd. 15. 
Female Weight : 120lbs Height: 5ft 61n 

68 5.D.C. : 30 
Resourceful, Impudent; seems cold, harsh, 

stiff t oward others. Dedicated to her wor k, 
and Hammet Dash. A master of organization. 

None 
14th 
Ph.D in Business & Computer Science 

1;;~~~~~~ (.5% I.Q. bonus) Secretar}' t o Hammet Dash 
Include scholastic bonuses) 

,,% 
Geometry 
BIology 
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Anthropology 98% 
Business 98% 
Economics 98% 
Accounling 98% 
Computer Technolog~-/Operauon 98"'10 
Computer Programming 98% 
Surveillance Systems 98% 
Advertising 98% 
Law: Corporate 98% 
Law: Int e rnational/fede ral 98% 
Polillcal Science 98% 
Pilot: Helicopter 98% 
PHol: Small jet 98% 
Navigation: Air 98% 
W.P. Energy Pist ol 
Secondary Skills 
W.P. Revolver 
Audio Communications 98% 
Electronics: Basic 98% 
Medical: FirSt Aid 98% 
Photography: Still 98% 
Photographv: Video 98% 
Pick Locks 94% 
Pro .... I 88% 
Forgery 90% 
Speak Arabic 
Speak japanese 
Speak German 
Speak Spanish 
Sewing: Basic 
Cook 
Dance 
Swimm ing: Basic 
PitOt: Sail Boat 
Pilot: Manual Transmission (s tic k) 
Pilot: Small Truck 
Combat Skills lall bonuses Included) 
Attacks per Melee: Two 
Bonuses to Save vs Psionic attack -I 

98% 
98% 
98% 
98% 
98% 

Others: None (Weapon Profi ciencies not included) 
Personal Profile: Carolyn Marie Smith. o r "Smitt y" as 
she Is called by almost all In Nell' Haven, is executive 
sec re tary to Hammel Dash. However. she Is much, much 
more than an assistant. As Dash develops concepts and 
Ideas, upon whi ch to base furture ac t ivities within New 
Haven, she Implements and coordinates all the necessary 
resources to reach the desired goal. Smitty advises 
Dash in every aspect o f operations, freely sharing her 
thoughts and not hiding her Intense loyalty. It is around 
others that she might seem somewhat sti ff and cold. 
However, Dash and Smitt y were friends since college many 
years ago and he senses, though doesn't yet acknowledge 
the love she's felt for him since then. 

This highly intelligent , master organizer also must 

keep trac k of world event S outside o f New Hllven whic h 
may affec t ita welfare. Working with a learn o f c rypt o
graphers and communications specialists, It was her idea 
to t ap into secret government broadcasts around the world. 
fluent In Arabic, japanese. German and Spanish; she 
often personally monilors messages to far flun g embassies 
f rom their homeland. Internally, she has top secu rit y 
clearance to all the project s land related datal current ly 
going on In New Haven so that she rna)' assess their pro
gress and make recommendat ions to Dash. There are oc
casions, on highly technical o r complex proJects, that 
Dash gives Smitty the final say. Should Dash fall ill, 
Smill y would in effec t. be In charge. 

Doctor Von Croft 
Real Name: Vic wr Von Croft 
Alignment: Scrupulous 
Attributes: I.Q. 23, M.E. 14, M.A. 13, P. S. 10, P.P. 21. 
P.E. 13, P.B. 10, Spd. 7. 

68 Male Weight: 160 Height : Sf! lOin 
: 63 5.D.C.: 20 
: Gentle, caring. sincere, cooperative, unassuming, 

tends to be quiet and melancholy. Truly rem orse-
ful of hi s terrible past with the Nazi 's during World War 
II, he has dedicated himself 10 helping humanity. 
Power Category: Special Trai ning 
Training inc ludes: genetic reconstruc tion, research and 
experimentation (i.e. altering the genetic s truc ture of 
living c reatures) 78%, biology: grafls and implants 90%, 
study and experimentation In Induc ing biological mutation 
in humans 87%, bio nics Ithe theories o f and pract ical 
applications) 92%, surgery 98%. 
NOTE: None of these skills (except surgery) a re avalJable 

c harac ters. 
I 15th 

Ph.D Surgeon/Ph.D Specialist (neuro-

1~if~ii~;~~~i'?~~:'L, ... I.Q. bonus of .10%). 

{ ~!C!!l!,.1I1 include scho lastic bonuses) 
I 

Study 
Basic Math 
Algebra 
Music: Piano 
Computer Tec hnology/Operation 
Computer Programming 
Laser Technology (Medical /SurgicaJ) 
Medical: Medi cal Doc tor 
Medica!: Speclo1ist 
Medical: Mic robio logy 

58 Medical: Pathology 

98% 
98% 
98% 
98% 
98% 
98% 
98% 
98% 
98% 
98% 
98% 
98% 



Chemistry: Pharmaceutical 98% 
Optics 98% 
Radiation Technology (Medical) 98% 
Calculus 98% 
Ph)'sics 98% 
Research 98% 

Drugs 
Carpentr)' 
Sculptu re: WOOd 
Photograph)': SliII 
Read/Write Russian 
Read/Write french 
Read/Write Latin 
Speak Polish 
Speak Russian 
NOTE: (Iuent In his native {oungue: 
Pilot: Manu !!1 Transmission (stickl 
Pilot: Small Truck 
W.P. Kmfe 
Dance 
Ice Ska ting 
Running 
Se ..... lng: Basic 
C~k 
Study: Music(piano) 
Combat Skills 

98% 
98% 
98% 
98% 
98% 
98% 
98 .. 
98% 
98% 
98% 

German 98% 
98% 
98 .. 

98% 
98% 
98% 
98% 
98% 
98% 

Anacks per Melee: T ..... o 
Bonuses to Strike .3, Parr), 
Others: none 

.3. Dodge .3, Damage none, 

" 

Carl Von Croh is a tragic character; 
'.". h,,",n,,' by his past. He ..... as only a Do)' 

when the Nazi part)' began to gro ..... in prominence; a 
spirited poli l ical movement that seemed 10 revitalize 
a torn and splintered Germany. A mO\'ement thai Inspired 
a new patriotism , a ne ..... spark of life for a ne\>,' Germany. 
AI! Ihis seemed most alluring t o an intelligent youth seeking 
t o make his mark on the world. Von Cr ofl 'S genius and 
skill in medicine were not iced by an influential Nazi who 
quick ly recruhed the young man for special medical training. 
liis craft was taught at the most exclusive (secret) Nazi 
schools of learning and eventually helped develop medical 
and surgical tec hniques the world had never heard o f.., 
bionics, genetic manipulation, transplantS, gTahs, even 
cioning. Von Croft put his whole hean and soul into 
his work making astounding advances in areas of science 
only II handful of colleagues understood; all for the glory 
o f Germany. Then came Hitler' s rise t o head o f st ate 
and war. 

With Hitler's purge of non-aryans, Von Croft ' s re
search was gillen a new direc tion; human experimentation. 
At first he was to ld that his subjectS were wiJling volun
teers, though he suspected o therwise, soon. however, it 
was clear that they were not volunteers at all. Later 
there would be no pretense onl)' nightmarish eJ(penmentation 
on living human beings. By t he time Von Croft realized 
who I was going on he found him sel f as much a prisoner 
as his victims. II is of little mailer thaI he was Ihe 
most humane o f the butchers who sculpted and mutated 
Jiving flesh without compassion. He saw atrocities that 
made the horrors o f the concenlrallon camps look tame. 
He sa ~ his research, his innovations used to inflict terrible 
pain, t o create hideous monst ers out of once human women 
and children. lie saw Ihe glory of Germ any ... his dreams 
, , . his life made as ugly and twisted as the poor crea
tures he helped create. 

As the glor)' of Hitler's Germany faded ever dimmer 
with the progress of t he allied troops, Von Croft was 
able !O escape; fleeing to Nor~'ay and then Sweden, but 
neller escaping the memories.. He was content to l ive 
out the rest of his life helping humanity as a doctor and 
friend In quiet seculsion. It was only a chance meeting 
whh Hammet Dash and learning of Dash's goals for a 
beller world that rek indled a tiny flame of emhusi am 
in Von Croft's heart, f or at last he'd be able to use his 
knowledge 10 help a great many people. 

AI New liaven Von Croft quietl y works on projects 
thai will help cure man's ills. He Is parrJcularly essem ial 
in treating, altering and helping mUlants and super beings 
.... ho suffer from their unusual conditions. He also continues 
his eJ(perimems In bIonics as a means t o aid those who've 
su ffered debilitating physical trauma. 

Von Croft and Than of the Just ice Machine, have 
quickly become the best o f friends. Perhaps they ~'ere 
drawn together by their mutual feelings of loss and guilt. 
(T ilan, his family; Von Croft hi s loss of lIalue and Ideals). 
They fulfill a psychological need in each other, a desperate 
need t o have someone who can understand and sympathize 
without losing est eem. In many .... ays this father/son re
lationship is all that's holding Doth men t oge ther, especially 
Titan. 

Game Master 's Note: Doctor Von Croft is not a 
wanted war criminal although he has his share of enemies. 
He hates the Natl ideals, regretting the day he had suc
cumbed to theIr propaganda, Today he is a humanitarian 
who would NEVER take another person's life even In self 
defense. lie wants only t o be left alone 10 pursue hIS 
scientific/medIcal work . 
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Doctor Weekly 

Vernon Weekly 
Anarchist 
I.Q. IS, M.E. J I, M.A. 15, P.5- 16, P,P. 14, 
. 13, Spd. 12. 

Male Weight; ]60 Height : 6fl 
66 S.D. C.: 42 
Pleas~iendl)'. courteous, cocky, arrogant, 

bonus) 

" 

Scho las t ic Skills fall include 
Basic Math 
Algebra 
Business 
Biology 

scholastic bonuses) 
9.% 
9.% 
9'% 
9.% 

Boxing (high school) 
Pathology 
Medical Doctor (M.D.) 
Diagnostic Specialist.! 
Microbiology 
Chemistry: Pharmaceutical 
Chemistry 
Crime Science/f orensics 
Political Science 
Economics 
Research 
Teaching 
foreign Language: German 
Pilot: Helicopter 
Swimming: Compelil lve 
Secondary Stills 
Swimming: Snor kle 
General Athlellcs 
Running 
Dance 
Computer Operation 
Automotive Mechanic: Basic 
Photography: Slill 
Cook 
Sewi ng: Basic 
fishing 
Hunting (W.P. RirJe) 
Pilot: Automatic 
Pilol: Manual Transmission (slick) 
Pil ot: Small Truck/4-Wheel Drive 
PliO!: Single Engine Plane 
Read/Wrile Lalin 
Read/Write french 
Speak french 
Study Travel/Exotic Geography 
Study Science-fiction Literature 

Combat Skills lall bonuses Included) 
Atl 8(:ks per Melee: Two 

9.% 
9'% 
9.% 
9.% 
9.% 
9.% 
9.% 
9.% 
9.% 
9.% 
9.% 
9.% 
9.% 
9.% 

9.% 
9.% 
98/98% 
9.% 
9.% 
9.% 
9'% 
9.% 
9.% 
9.% 
9.% 
9'% 
9.% 
9'% 
9'% 
9.% 
9.% 

Bonuse to Damage .1 , Dodge underwater ,2. 
Others: None 
Personal Pronle: As colleague and once assiSl8m to Doctor 
Von Croh , Dr. Week ly has the second highest medical 
position In New Haven. H is primary duties are exam i nation 
of pati ems, Initial diagnosis and treatment recommendations. 
Di agnosllc and generally more convent ional cases are 
handled by him; only major su rgery , or o ther complex 
procedures. demand Von Croh's atlenlion. Doctor Weekly 
Is an ext remely competent surgeon In his own right , and 
a whiz In the diagnosis and t reatment of disease. Unlike 
Von Croft he has little to do with genetics or muta tion. 

Although not an unpleasanl person, he is sometimes 
100 absorbed in his work and doesn'l seem vcr)' attentive 
when people talk 10 him. One might think he was a little 
scattered bUI Dr. Weeki), does have a 101 on his mind. 
Besides his medical du t ies, he has a wife and two children 
who live with him in New Haven. 

Taking care of his body, as well as his brain, the 
OcelOr used to box and currently swims competitively. 
Aside from his medical slUdies, he has also found time 
to study several foreign languages and reads science ficlion 
to relax. 



Gretchin 

Real Name: CreEch!n Handlemsn 
Alignment; Unprincipled 
Aurlbutes: I.Q. 14, M.E. 11, M.A. 14, P.S. 14, P.P. II, 
P.E. 12, P.B. 14, Spd. 14. 

32 female Weight: 150 Height: 6f! 
49 S.D.C.: 35 

frlen(ijf;--taJkative, couneous, self-confident; 
I 

M,,,,.,', in Nursing 

Algebra 
Calculus 
Biology 
Chemistry 
Nurse 
Paramedic 
Computer Technology/Operat ion 
Research 
Business 
Account ing 
Radiation TechnOlogy: Medical 
Psychology (the study of) 

New Haven 
bonuses) 
9.% 
9.% 
9.% 
9.% 
9.% 
9.% 
9.% 
9.% 
9.% 
9.% 
9.% 
9.% 
9.% 
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Teaching 
Art: Ceramics 
Pilol: Race Car 
Swi m ming:S.C. U.S.A 
f encing (W.P. alJ blade) 

I 

Dance 
SWImming: Basic 
Drugs 
A utomotive Mechanics: 
Sewing: Basic 
Craft: Needlework 
C~k 
Read/Write Latin 
Speak Greek 
Speak Spanish 
PliO!: Automatic 
Pilol: MOIOTcycie 
Pilot: Small Truck 

BaSIC 

Pilot: Motor/Speed BoalS 
Pilot: Sail Type Boat s 
Study Marine Life 
Study World History 
Fi shing 
Combat Skills IJncludes all bonuses) 
Attacks per Melee: Three 

9.% 
9.% 
9.% 

4.% 
85/70% 
9.% .,% 
9.% 
9.% 
9.% 
9.% 
9.% 
9.% 
9.% 
9.% ,,% ,,% 
9.% 

Bonuses to St ri ke .2, Parry ·2, Dodge .2, Damage .2, 
Roll with Punch or Fall .2, Pull Punch .2. 
Kick Attack does 1-6 damage. 
Cri t ical Strike from behind. 
Knock Out /Stun on a roll of 19 or 20. 
Personal Profile: Gretchin Handreman is the head of the 
Department of Nursing in Ne ... · Haven. She Is also Dr. 
Weekly's special assistant. Since most of her t ime is 
spent scheduling operations, organi~ing ",·ork schedules, 
etc.; she is nOt involved in as much actual pallenl contact 
as she would like. A dedicated worker since her first 
days as a nurse, Gretchln's managing and organizational 
abilities came 10 the anent ion of Dr. Von Croh who 
promOled her. 

An independent minded woman, her interests range 
from fill:ing her own ca r to studying marine life. However, 
though life isn't boring, she has added Dr. Weekly to her 
long list of Interests. The many hours they often spend 
together (especiall)· during late night emergencies) has 
c reated a certain closeness. Dr. Weekly Is somewhat 
con fused and feels guilty about It . Gretchin does not 
intend to do any harm and keeps telling herself It's okay 
and It will be over soon. 

Lynn 
Real Name: Lynn Burnett 
Alignment: Scrupulous 
At t ribut es: I.Q. 14. M.E. 10, M.A. 8, P.S. 10, P.P. I I, 
P.E. 12, P.B. 9, Spd. 14. 
Age: 23 Female We ight : J 10 Height: Sf! 7in 
HII Points: 26 5.D. C.: 20 
DIsposition: Ideali~ naive, shy, t imid, reserved, not 
sure of hersel f, but competent and reliable. The book· 

years of College 

I 



Scholastic Skills tail i nclude scholast ic bonuses) 
,,% ,,% 
80% ,,% 
,,% 
65% 
65% 

Basic M ath 
Algebra 
Biology 
Art: Ceramics 
ForeIgn Language: French 
Nurse 
Paramedic 
Chem istry 
Computer Technology/Operation 
Research 
Psychology {the sludy 00 
Study Art HiSlOry 
Stud}' Philosophy 
Business 85% 
Dance 
Secoooary Skills 
Paint: Oil 
Paint: Water Color 
Draw: Pencil 
Sewing: Basic 
Cook 
Play Guitar 
Pilot: Automatic 
Pilot: Manual Transmission (stick) 

75% 
95% 
70% 
70% ,,% 
,,% 
80% 

,,% 
,,% 
,,% 
75% 
,,% 
66% 
,,% 
96% 
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Drugs 
Elecltoni cs: Basic 
Speak Pon ugese 
Speak Spanish 
Study Anthropology 
Study Architec ture 
Study Painting 
Swimming: Basic 
Combat Skil ls 
A tt acks per Melee: Two 
Others: None 

75% 
55% 
77% 
77% 
65% 
65% 
65% 
90% 

Personal Profile: Drawn by New Haven and i t s great poten· 
tlal f or good, Lynn has joined the great experiment. 
Determined t o be an exceptional nurse. she is haunted 
by personal Insecurities that lie JUSt beneath t he sur face. 
She is, in fac t, good at her work and will soon realize 
that age and experience will dI splace many doublS she 
has about herself. She enjoys the ans, especiolly paInting 
and music, and speaks f oreign languages. Since her work 
brings her int o contact with many eligible young men 
In New Haven, thoughlS o f marriage and famil y have begun 
entering her mind. 

Annie 



ANNIE 
Real Name: Annabel Goodman 
Alignment: UnprinCipled 
AtlribUles: LQ. 9, M.E. 10. M.A. 12, P.S. 19. P.P. 13. 
P.E. 16, P.B. B, Spd. 12. 

37 Female Weight : 210lbs Height : Sft 21n 
S4 S.D. C.: 46 
Gruff, t ough. headstrong, cocky and confident . 

a good brawl and games of physical slrength or 
loves children and animals with whom she displays 

'"'P""'" 

BaSIC Math 
BuSiness 

Include scholaStic 

Music: Harmonica 
HiStory: Milltarv 
Foreign Language: french 
Cookmg: BaSIC 
Cookmg: Gourmet 
Baking 
Pastrv Makmg 
SWimming: BaSIC 
Wrestling 
Secondary Skills 
Bodl BUilding 
General Athletics 
Hand 10 Hand: BaSIC 
\\.P. Blum 
ElectrOniCs: BaSIC 
Pilot : Manual TransmiSSIOn ISllck) 
Pilot: Sail Boat 
Pilot: Motor/Speed Boat 
St Wine 

all bonuses) 
Four 

bonuses) 

9'" " .. " .. .... 
" .. " .. ,,% 
" .. " .. 90 .. 

" .. 

" .. " .. " .. " .. " .. " .. 
Bonuses to Strike .2, Parry .3, Dodge .3, Damage ·6, 
Roll wh h Punch or Fall .3, Pull Punch .2, Save vs Toxins 
·1, Save vs Coma/Death .S. 
Kick Altack does 1-6 damage. 
Pin/ Incapacitate Ib) holding) on a roll of 18-19-20 
Crush/Squee~e does 1-4 damage. 
Body BlocklTackle does 1-4 damage, 60% likelihood of 
knocking an opponem down. 
Crhlcal Stri ke from behind. 
Personal Pro file: Annabel Goodman or HAnnie" as she's 
kno~ .. n to everybody, is one of Ne ... · Haven's many colorful 
characters. Not that one could tell by looking at her. 
Annie is New Haven's head cook; selling the guidelines. 
recipes and supervision of all N .H. cafeterias as well 
as her own private Gourmet restaurant in the commissaryl 
bUSiness section. She Is an ellcellent gourmet cook with 
full knowledge of nutrilion and vitamins. 

Annie used to be a cook on a naval destroyer for 
IS years .... hlch accountS for her tough. bawdy, im pudence. 
She enjoys nothing more than a good brawl or test of 
strcngth (>r skill. She herself was arm wrestling champion 
on the destorer for four years In a row. She also spell! 
three years as a professional wrestler before she Joined 
the navy and developed her cu1inar)' skllls. Despite her 
hard demeallOr, rough language t1nd bull headednessj she 
is a very consciell!ious, loyal and caring person. She's 
also capable o f ast ounding gentleness and compassion 
when dealing with children and animals. Whe n things 
get rough you can always COUIll on Annie. 
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Master-Mind 

MASTER MIND 
Real Name: Th('lmdS Larklfl 
Alignmenl : Anarchist 
Attributes: I.Q. 16. M.E. 12. M.A. I I, P,S. -, P.P. 
P.E, 12. P.B. 3, Spd.lmechanical) 4Smph . 
Age: 27 Male ~eJght: 6SIbs Height: 2ft 
Hit Polnls: 41 s.O.C. (mechanicol): 300 
Disposilion: Cold, calm , arrogolll, seemingly emOllonless, 
logical, analytical. Suffers from traumatic amne~la wh ich 
blocks-out all recognition of having ever been human. 
Oislikes humans, preferring the company of machines. 
Power Categor y: Psiofllc (natural) 124 LS.P. 
Psionic Powers: Telepathy: range 340ft, duration: 24 
minutes, COSt s: 4 I.S.P,; enables him to read minds and 
communicate mentally. costs 6 ellt ra 
L5..P.; an ell tended range: 
touch or up to Sf! away. COSIS: 
10 I.S.P.; allows the psionic to mentally communicate 
with and understand machines, a son of telepathy. Object 
Read: range: touchlor .... i th in 6 Inches for Master Mind), 
duration: instam, COSts: 4 I.S.P. : enables Ihe psionic to 
perceive Impressions and Images revealing bits of Informa
tion about the object. 
Secondary Psionics i nclude: Detect pSlonics, hypnotic 
suggestion, mind bJock, sillth sense, total recall, summon 
inner strength. See H. U .• pages Hand 75, for descriptions. 
leveJ o f Experience: 71h 
Level o f Educat ion: Master's degree In Computers 
Scholastic Bonus: ~30'lb 

Occupation: Computer Technician 



Scholastic Skill s !alJ i ndude scholastic bonuses] 
Onl y skills that still apply t o Master M ind are l isted. 
Research 98% 
Computer Technology/Operation 98% 
CompUler Programming 98% 
Computer Repair 98% 
Chemis try 98% 
Cryptography 95% 
Corporate Law 98% 
Surveillance Systems 95% 
Basic Math 
Algebra 
Geometry 
Trigonometry 
Calculus 

,,% 1~~~~~~~~,~~:~:,those applicable) 
t · 95% 

; 
Others: None 

Melee: Five 

Personal Prome: Master Mind I~ a ITal!.lC charaner whose 
brall'l "a:; transplanted 1nt<J an envlmnmentdl brain case/ 
life sUpPOTI Unit after h!~ b('\d~ "liS man~led in a terflble 
aCCident. A.lth"uJ.\h hI;' has adapted f,lITl~ " ell 10 Ihe 
nanslHon, the trauma has Iflduced an amnesia like condi
tIOn which has blocked all memory o f haVing ever been 
humiln. The durallon ilnd totality or the mem or) loss 
IS probabl~ enforced through hiS psionic abilities. To 
complicate matters further, the eStranged little c reature 
has developed a phobiC disdam and pardnoia al>out human
Oids. FM this reason he has refused to be transplanted 
IntO a robot or andrOId body which would make him con
~Iderab l\ more human. Inslead MaSler Mind spends 
most of his {[me among the computers and machmes 
he so loves. This phobia and growing disassociation With 
humans could lead t o trouble as M asler Mind COuld even
tually be swayed to jOin the forces of evil in a crusade 
against humans. He will be most susceptible to t he 
COrlni\'ln~, non-human PSIOfllC leader of t he Guardians, 
Bi g Brain. However, for the Ilme being. he is a loyal 
and dedicated CHlzen of New Haven keeping the computers 
and mechafllsms operatmg at peak efficiency. With his 
teJemechan!C ablluies, Master Mind can pin POInt the 
exaCt problem In an) machine within minutes milking 
him a diagnost ic wI~ard without peer. 

,\laster Mind's environmental encasement Is con
structed of toulj:h metal alloys (S.D.C. 300) and given 
mobillt\· through a senes of powerful jets (speed 45mph). 

Robots 
ROBOTS IN NEW HAVEN 

RobolS are fairly common-place in New Haven 
but afe reserved primarily for induSlr) and stili conSidered 
t o be quite e~penmen!al. One of the prototvpes being 
conside red as a Viable commercial servant/tool Is the 
Servitor model. Servitor IS a robot designed t o act as 
a son o f butler/servant, companion or body guard. The 
onglnal model was Hammet Dash's personal aid progr am
med to do basic housework, act as receptionist, go- f or 
and game player/companion (chess. Risk and others). 
That particular unit was destroyed when il tried t o pro
tect Dash from Blood-Master: O.M. comic book issue 
" 31. 
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Fixit 

Another common rol>ot . considered to be ready for 
mass production in Nc\!' Haven (not for the world in gen
eral]. is the Fix]t drold. LIke the Servitor robot. Fixi! 
is a type III robOI programmed f or mechanical and elec
tronJC fepoir or aSSistance in such repairs. 
Fixi t Vital Statistics: construcnon: All standard items: 
baSIC light body frame/non-humanOid; t wO arms plus one 
retractable tool Visual/audio Untt, vOice syn-
t hesi zer and Mechanical Engi-
neering, Elecl rical and Lock Repair/ 
Picking. Skill level 
Special Additi ons 
Rota t ing Body Parts: hands and arms: Siandard strength 
equal to P.S. 16, .1 to damage. 
Retractable Limb (one). equal to P.S. 10, can be built 
with a hand or with various replaceable lools. 
Hover Je l , maximum speed 60mph. 
OptiCS 
Infra- Red and Ultra- Viole!: Range: 600ft 
Telescopic/Magnification Optics: Range: 600ft, field o f 
Vision: 6 foot area. 
Sensors 

The various devices include Heat, Motion, Radiation , 
(See H.U.. Pg. 41, for description). Explosive Detector, 
Radar Signal Detector (See H. U. , pg. 80, f or descripll on). 
Other Gimmicks Include a search l ight and l OW l ine. 
NO weapons' 
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Servitor 
Servitor Vila) Statislics: conStruCtIOn: 0\11 slllndllrd Items: 
reinfo r("cd bod' frame Ihcav\) and limbs: NO hidden 
or retrac table limbs or ""capom. Busic vl sualJaudw uni t 
and moctulOllrlJl: vOice 
III Robot : Arllfrt'wl 
500Ib~. 

Special AdditIOns 

sln! hesller ,.md Yocabulun . ~ 
Intelligcnd,'. S.D.C. 300, Weighl: 

Augmented Upper Body Strength: equul 10 P.S. 20, .5 
In dama~e. 
Standard Lower Body St rength ' equal to PY. 16, .) 10 
damal<c. 
Standard Speed: equ (ll In speed nf 16 
Standard Physic al Prowess: ~'qual to P.P. 16, ·1 to sl nkt'. 
parn and dodge. 
Rotati ng Body Pans: head. hand~ i.lnd upper lurs" cun 
r01(lIe In a full 360 de'lrt:e urclc. 
L ocking JOints; )oc~ IIll" place ilod ca n't be moved or 
ben I. 
OptICS 
Night sight : r"n;: o: 600ft; amplifies eXI Slln,l/ Iigtl1 \() Sf'e 
clea rl v in darkness. 
Infra-Red: rane:e 600ft, pICks up heat emanations, 
Sensurs 
Radiation: detects and regist ers the amoun! OJ radiation 
withi n a 30ft r adius o f the moot. 
Radio Com - Link Implant: a mll1laturized radio transmitter 
and receiver. Range {'If transmtSSlon, 4 miles, 
Other GimmlcI..s 
Search Light : a flash-light l\'pt' deVice; range 30ft. 

Other Robots vary in Size , shape and abilIties; usulllly 
designed for indust rt al o r expertment<ll purpnse~. NONE 
are fitted With weapons o r extreme strength t o prevent 
any serious aCCidents, The onll excepllons are exo
skelet ons lnd occaSional speCial robots desl~ned to be 
controlled directly by a human II1telllgence. 
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The Free Force 
THE FREE fORCE 

The free f o rce is New "Iaven's o ffi cial super- learn 
currently composed of three heroes, the Controller, master 
of eJeurichy, the free wheeling loud mouth, Nightowl , 
and the strongman, Havoc. All three men were willingly 
subjected to experiments conduct ed in New I-Iaven which 
have empowered them with abilities f ar beyond normal 
men. All three serve as jiving triumphs of Hammel Dash's 
controverSia l, often hazardous, experimems t o create super
men. 

They are grateful to Dash and, with the excepllon 
of NlgtHowl, completeh' loyal t o him and the ideology be
hind New Haven. They consider themselves, alone, to 
be the champions of thIS secret clly. Consequem ly, they 
resent Ihe addition of the Justice Machine who halle usurped 
their limelight. This has c reated an unspoken rillal ry 
bel ""een Ihe twO gn'ups on Ihe pari o f Ihe free Force. 

Game Masler's NOll': You rna\' want to add new 
characters 10 Ihe free Force. This could be an excell ent 
wa'.' 10 Integrale plal'lng characters int o the Nell' Hallen/ 
Jusilce Mdchlne envlronmenl. Or you rna} Wish to create 
a sISler team of r-.<ew I-Iaven super -beings, or a t ype o f 
trainee program pending acceptance into the free Force. 
lhe triO aren't gOJn~ to be happ~' aboul another super
gr,)up and will make II d pOint to exhibit their aut horITY, 
experience and sernont)' O~'er any nell' heroes. NightOwl 
Will be particularly annOying, prone to pratical jokes and 
lauding twer embarraSSing SJluali Ons. It's important to 
pOint OUt Ihat "'hill' the free f orce are somewhat Insecure 
and competilive they are never c ruel, mean or vindictive. 
After 1111 the f.F. are profeSSional. 

The Controller 
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CONTROLLER 
Rick 

M.E. 1-1. M.A. I S. P.S. 17, P.P. IS. 
15. 

Weight: 170 Height : 6ft 2i n 
4 J S.D.C.: 60 

D isposition: Cocky. confident, resource f ul: IS the leader 
o f the free Force, a super-hero team of New Haven that 
currently includes Havoc and Nightowl. 
Power Cat egory: Expeflment 
Super-Power: Energy ExpulSion: lightning/elec trical . Abilities 
inc lude Lightning bol l doi ng 4-24 damage, 350ft range. 
.2 t o strike; Lightning tOuch does 1-6 damage by generating 
electricity around his body; Electncal field effects up 
to a 30ft radius can be c reated up to 90ft away, doing 
up to 6-36 damage 10 every person caught in the field: 
Lightni ng resistance: all electrical energies do half damage 
to the Controller. In addition, the hero has learned t o 
use his knowledge o f electrical engineeTing to activate. 
oper ate, and i nfluence electrically operated mechanisms; 
64% success rall o. 

I 6th 
I of Science 

;~~~~~~~ I Engineer and Super Hero 
/nll include scholaSlic bonuses} 

98% 
98% Al gebr a 

Tn gonometry 
Physics 
Calculus 
Basic Biology 
Drawing: Ink 
Elect rica l Engineering 
Comput er Te("hnology/Operatlon 
Mechani cal Engineering 
Surveillance SYStemS 
PlIot: Single Engine Plane 
Pilo t: Small Jet 
PUot: Motor/Speed t ype Boat 
Hand to Hand: Expert 

I 
I 

Body-Bui Iding/Weigh1 
RUnning 
SWimming: Daslc 
Prow l 
fishing 
Hunllng 
Cook 

Lifting 

98% 
80% 
98% 
98% 
92% 
95/ 85% 
98% 
95/85% 
85% 

98% 
56% 
98% 
65% 
98% 

Pilo t : Mot orcycle 98% 
Pilo t : Au t omatic 98% 
Pilo t: Manu<l1 T ransmiSSi on (stlckl 98% 
Pilo t : Small Truck 88% 
Medical: First Aid 84 % 
Study: ElectroniCS 80% 
5t udy: PhilOSOph)' 80% 
Study: World Hisl ory 80% 
Study: Military History 80% 
Speaks Spani sh 82% 
Combat Skills (all bonuses are included) 
Attacks per Melee: f our 
Bonuses to St rike .2; Parry +3; Dodge .3; Damage .5; 
Roll with a Punch or Fall . 3; Pull Punch .2; Body Block 
does 1-4 damage; .1 t o st rike. 
Kick Attack does 1-6 damage 
Personal Prorile: The Cont roller IS a fo rceful , smooth 
as silk lady-killer, debonair and sophistic ated. Although 
hi s cocky confidence sometimes colors hiS view of a si tua
tion he is a capable. dedicated crime fight er. With time 
and experience he will grow to be an excellent leader 
equal to Challenger. He is a good, honest man who always 
t ries 10 do the right thing. 

As with all the Free f orce, Controller's powers are 
the direct resu l1 of experiments at the h<lnds o f Ham met 
Dash and hI S men. This has Instilled a great sense of 
obHgalion toward Dash and respec t for the ideals which 



New Haven represents. However, both Controller and 
Havoc quest'on Mr. Dash's methods and sometimes e~treme 
punishments. ThiS could possibly lead to a schi sm between 
the tWO at some future t ime. 

Nightowl 
NIGHTOWL 
Real Name: Brad PJrk~ 
Alignment : Aoaretllst 
Attributes: I.Q. 10, M.r. I S. M.A. 8. P.S. 13, P.P. 16, 
P.E. 13, P.B. 12, Spd. 22. 
Age: 2S Male Weight : 1901bs Height : Sft 41n 
Hit Points: JI 5.C.C.: 107 
Disposition: Cockv;--aiTogant, aggravating, braggart Who's 
almost always cheer ful but extremelv annoying. 
Power Category: Experimem 
Super-Power: flight ("'Inged); NighlOwl has a pair o f Jiving 
feather wings thaI enable him to atlaln a maximum speed 
of 180mph. Bonuses Include .J to dodge when hovering 
or gliding; .6 to dodge at or near maximum speed; and 
,2 to damal<e per 40mph of speed (.9 max.'. See H.U., 

III f('r a detBlled deSCription. 
I 4th 
I years of College 

BaSIC BI"lolp 
Palnllnll: Water Cnlor 
Hodel 
G",ner.tl Athletics 
Compul('r Op('rallon!Te<hnolu,lp 
BUSIOE':» 
Economln 
Research 
foreign Language: RUSSH~n 
foreign Language: french 
Secondary Skills 
CompulN Programming 
Imllat!' VOIces 
P,)('JI Autflmatk 
Pilot SJII T~pe Boats 
C~. 
Sewing (baSIC) 
Sleight of Hand 
Study: Biology Birds 
Hand 10 1Iand: Basic 
Bod~ BUlldlng!\\ eight Lifllng 
W.P. Blade 
W.P. Automa tiC Pi stol 

Ne", Haven 
bonuses) 

" .. ,,% ,,% 

,,% 
82% 
,,% ,,% 

60% 
40% ,,% 
90% 
,,% 
80% ,,% 
70% 

Combat SkJlls (all bonuses are included) 
Atlacks per Melee: five 
Bonuses to Strike . S; Parry .J; Dodge ·6 (.12 at 
speed); Damage none, Roll with Punch or fall .3: 
Punch .2. 
Body Block does 1-4 damage, .1 to st rike. 

max. 
Pull 

Personal Prorile: N ighlOwl IS a cocky. snobbish wlse·guy 
Character with an tntOlerable arrogance and CUlling tongue. 
He has Q wise-c r ack for ever) occasion, litt le respeC t 
for supenors or the law. and is cur sed wit h a devll-may
care confidence th at Is both his greatest asset and most 
destructive flaw. Ue has a nast y tendency to leap before 
he looks, completely cert atn t hat he can handle the sll uation. 

NightowJ views the world with a SOrl o f naive arro
gance {everybody is a "jerk") wllhout respect for anyone 
elses opinions, attitudes or values. Th is has gotten him 
tnto trouble time and t ime again, not that he can see 
II that Way. Uo"' ever, don't confuse t his naivety, born 
of self-absorbt ion and superiorit y, complex wit h ignor ance. 
Nlghowl IS very perceptive, cunning, and fight s hiS battles 
to win. This can make him a treacherous, back st abbing 
opponent: quick ilnd deadly. While he's current ly loyal 
10 the free force and New Haven he is likely to betray 
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them If It 11'111 greatly benefit him. Ho ... ever, he is much 
more likely to play both sides simul ta neously, jumping 
to the winning side when a winner is clearly apparent. 
This guy IS a claSSIC anarchist alignment, but it doesn'l 
mean that he's a co ..... ard or a compulSive back-stabber. 
I-Ie's unlikely to desert hiS fellow teamm ates in a fight 
and Is extremely loyal t o his beSI friend Havoc. 

Havoc 
I-IAVOC 
Real Name: MiChael Jobu ro 
Alignment : Scrupulous 
Attributes: I.Q. 9, M,f.., 16, M.A. 18, P.S. 24, P.P. 10, 
P.E. 17, P.B. 13, Spd. 1 J. 
Age: 36 Male Weight : 200lbs Height : 6ft 
Hit Point s: 40 5.D.C. : 136 
Disposition: Confident, good-natured, hot-tempered ..... hen 
angered. 
Power Category: Expert ment 
Super- Power: E~traordinary Physical Strength: adds extra 
5.D.C., P.E., and P.S. (all have been added Into the char
act er's st at s). Able to carry and throw up 10 12,OOOIbs 
and li ft as muc h 35 24 ,OOOlbs. as a resul t o f his unnatural 

5,h 
Hi gh School 



Occupation: Mechamc and Super Hero of New Haven 
Schol~tlc Slr;ills (all Include scholastic bonuses) 
BasIC Math 98% 
BasIC Biology 10% 
Sculpture 11 % 
AUla Mechanics 80/60% 
Boxing 
Wrestling 
Secondary Skills 
BasIc Electromcs 
uploslves (basIc) 
Flshll'lll 
Cook 
Pilot: Automatic 
Pilot: Manual TransmiSSion 
Pilot: Large Truck 
Pilol: Small Truck 
Hand to Hand: Oaslc 
Body BuUdlng 
W.P. Blunt 
W.P. Revolver 

"', 
98% 
90% 
98% ,,% ,,% 
,,% 

Combat Skills (all bonuses are included) 
Attacks per Melee: Five 
Bonuses to Strike .2: Parry .3; Dodge .3; Damage .11; 
Roll wnh Punch or Fall .5; Pull Punch .2 
Knock Out/Stun on a natural 20 
Pin/Incapacitate by holding on a natural roll o f 18-20. 
Crush/Squce];e does 1- 4 damage (plus bonuses) 

Block does 1-4 damage. 
I : l'l avoc, like Cont roller, is a reliable, 

of justice who's loyal to the people 
who created him. He oozes self-confidence bUI never 
overeSllmales his po ..... er or underestimates his foe. 

Despite his foJ rmldable strength he IS a generally 
reserved. good natured person gIven to extreme violence 
onl}' when angry. His self-control can be traced t o his 
grass roots, hard working, blue collar origins; tough, capable 
and Indl\'ldualiSIiC. It's his easy-gOing disposition thai 
enables him to tolerate NightOwl when nobody else con 
sl and him. Indeed, it is Havoc's friendship thai often 
keeps Nighto\\l In line (a big brother relati onship). Any 
poor fool who would dare 10 seriously harm Havoc ..... ould 
be sublect 10 Nigillowl 's terrible vengeance. 
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HEROES 
Puma 

Daniel Matlock I 
14, M.E. 14. r.l.A. 20, P.S. 24, P.P. 20, 

19. Spd. 26. 
Weight : 180lbs Ileight : 6ft 2in 

5.D.C.: 80 
Intellectual. thoughtfUl. compaSSIOnate and 

sensitive,yel skilled in the arts of combat . A humanttarian 
and philosopher. he'd much rather spend hiS lime in conver
sal ion,or wilh children, than in combat. Courageous, honest , 
co"'kl,.,t and 

Mut ant 
Abilities: Feline. This super power 
with the abilities o f a panicular 

of animal; In this case a puma; a North American 
mountain lion. Abilities include: Exceptional Balance. 

~~!;"; ;:~~":,g::,:'I ';;:"I",P~:,,~w~~1 and Climbing. Specific Stats 
~ I In the Combat Skills hSling. 

11~f2'J6% 
years o f college 

Enforcer and Teacher to New Jlaven 

; 
Algebra 
Basic Biology 

(all Include bonusesl 

Computer Technology/Operation 

98% 
9.% 
76% 
96% 
76% .,% 
66 .. 

Anthropology 
PhIlosophy 
Teaching 
History of man 
History: World 

(anthropological/evolution) 98% 

Foreign Language: French 
Economics 
ACCOUflllng 
Psychology 
Paramedic 

Running 
W.P. Blunt 

(the sludy of) 

W.P. Revolver 
Hand 10 Hand: Martial 
Pilo t : AUlomatlc 
Pilol: Manual Transmission 
Pilot: Sail Boa! 
Study o f Literature 
Study of Philosophy 
Study of Music 
StUdy of Art 
Cook 
SeWing (baSIc) 
Draw: Charcoal 
Sculplurc: Clay 
Combat Slr;lIIs (all bonuses Included) 
Attacks per Melee: FIve 

9." 
9'% 
76% 
80% 

" .. 66% 

98% 
98% 
90% 
10% 
10% 
10% 
10% 
82% 
80" ,,% 
,,% 

Bonuses 10 SlTike: ·3, Parry .8. Dodge .8, Damage .9, 
Roll wit h Puoch or Fall .10. Pull Punch -4. Save vs Toxin 
.3 and .9 10 Save V$ Coma/Death. 
Karate Kick does 1·8 damage. 
Animal Abilities (FellOe/Puma) Excepllonal Balance 90%, 
Prowl 15%. Climb !rll. rough surface 15%. S .... im {basic! 
40%, NlghtvlsJon 50ft. 
Knock Out/ Stun on a natural roll of 20. 
Personal Profile: The Puma is a sua\"e, handsome man 
of great physical strength <lnd a mind lhat hungers for 
kno ..... ledge. Despite his position as a law enforcer at 
New 1·l aven he prefers t o spend his time reading, diSCUSSing 
philosophy, listening t o music (from Mozart 10 rock n' 
roll), or pUllering around with a lump of clay or a Slick 



of charcoal . A renaissance man, are li mes when 
1I seem s Ihal Ihere Is nothing Ihal Puma is not knowledge
able o f. When nOt al work as a hero he finds pleasure 
at his second job as art inst ructor f or one o f I he grade 
schools. 

Whil e Puma is a humanilarian and i ntellectual he 
IS not opposed t o knocking II villain senseless if need 
be. Recruited 10 replace t he cavaher sho .... -off t he Stalker . 
he IS a recent addilion t o t he roslers o f New H aven's 
superbelngs, Yet In the short t ime he's lived t here he 
has proven himsel f 10 be courageous, noble, and mercIful. 
His even-handed diplomacy and fIrm, reassUfi ng demeanor 
has won hIm the respec t of all o f New Haven. If any 
man was worthy o f the title ~hero~ i t is this quiet. gentle, 
lover of life and f reedom. ConSider ing his disposit ion 
it IS l illie wonder Ihat he and the allen, known as the 
Wanderer, have be<'ome the very besl o f f nends. 

The Puma pref ers t o work alone although he respects 
authorit y and works .... ell In a group, He IS an excellent 
humer and stalker of human pr ey as well as a c lever 
amateur detective. Hi s cal-like agllll)' and bal ance enables 
him to move wl l h I he grace, speed and silence o f his 
name-sake. lie acknowledges Ihe other super heroes o f 
New Hoven, thei r territory and abilities, never I ryJ!1g 
to undermine them or Intent ionally show them up. or 
al l the superheroes he is least f ond o f the free Force 
specifically, the Controller and Nlghtowl. 

Maxinor the Rebel 
MAX INQR 

Ma~lnor 

'" u~~;~,~~ " p ";d 
, M.E. 14, M,A. 22, P.S. 18. P.P. 14, 

Spd. I I. 
Age: 5 1 M ale Weight: 150 Height : 5ft 81n 
Hit POlOt S: 65 S.D. C.: 40 
Oisposilion: Tou~h. confident , hardened b\' hiS struggle 
to over-thTO'" the Gcor .... ell GOl-emment; he has st'Cn much 
hardship, InjUSt iCe and needless death. He IS un",avennll; 
In hIS con\lCllons 10 free the people o f Georwell from 
the rultn~ despots. lie IS an incredlbh magnett(' person 
and the most Inrtuentlal Indl\' ldual on Georwell. 
Power-Categor y: SpeCial TralOlng 
Tr aining: t:.splon<lge: Cnptog raphl 65%, DI sgUIse 75~, 
Crtmindl Sciences/ForenSIcs 70"10. Investtg,mve 70%, PIck 
Locks 66%, W.P. [nergl l'lswl , W.P. Energl Ririe, Hand 
\0 Hand: E)[pen. IThe .5% skill bonus IS included in all 
espionage skills). NOTE: all sk111s are af 61h level pro-, , 

12th level S::lentist; 61h level SpeCial 

=~".,~P;;h_ O PhYSICS 

(e)[perimelllal research) 

~~~l"t~!iJi~,I'i~: Include scholastic bonuses) '1 98% 
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Biology: BaSIC 
Business 
M ath 
Algebra 
Trlgonometn 
Geometry 
C alculus 
PhySICS 
Ast rophySlcs 
Eleclncal Inglneenng 
Mecha mC<l1 EngIneerIng 
Laser fechnologl 
ChemiSlTv: B<!sl(' 
Computer Technolog\-/OperatlOn 

Secondar y Ski lls 
Computer ProgT<lmmlOl: 
Am omotlve Mecham('!>: Ba~l(' 

AudiO Co mmumc allon 
Cook 
Pilot : Small Truck 
Pilol : Automatl" 
Pilot: Single I:.nglOe Plane 
Study Earlh World I'I lsl on 
Read/Write Earth En~hsh 
Speak Earth Engltsl'! 
Speak Earth German 
Speak Earth Spamsh 
Speak Earth RUSSian 
ExplOSi ves: BaSIC 
For gen 
Escape Artist 
Pro .... I 
Bod)' BUildI ng 
Ice Skating 
SWImming: BaSIC 

° l ncludes espionage bonus o f 05% 

Combat Skill s 
Attacks per Melee: Four 

,,% 
98% ,,% ,,% 
98% 
,,% 
" '10 98% 
,,% ,,% 
"" ,,% ,,% ,,% 

98"\. ,,% 
,,% 
98% ,,% 
,,% ,,% ,,% ,,% 
"" 98% 
,,% ,,% 
55% 16t h level) · 
55% 16t h level)" 
60% 161h level) ° 
61 "lio (6th level) ° 

"" 98% 

Bonuses to Strike 03. Parry .2, Dodge ·2, Damage . 6, 
Roll with Punch or Fall ·2, Pu ll Punch .2. 
K ick A ll ac k does 1-6 damage. 
Personal Pro fite: Maxi nor .... as once a famed and hconNed 
Invent or, physiCist and humanilarlan. lie's probabll mOSt 
r em embered as the developer o f the DI menSIon Lo('k; 
a truns-dlmensional tcleportallon device thaI ('an bndge 



the gap between other worlds In the blink o f an eye (one 
such world being Earthl. A scrupulous man o f noble ideals, 
his high pOSition In Geof'H!II's government prOVided him 
.... Ith diStrublng InSight Into ItS Innermost workings. Further 
discreet InvesllgatlOn revealed a carefully deSigned network 
of corruption and evil that ran to the higheSt political 
offices. He learned of bribes. mantpulation, unenforced 
environmental laws and corruption of all kinds. Worse 
vet, he discovered the government ' s control and encourage
ment of Criminal organizations; polttical assasstnatlons 
and policies of intimidation, terrorism and propaganda 
dispensed w tth burelolucrat iC even handedness. As if thiS 
were nOt enough, he caughl wind that t he Council Cem r al 
was consldertng the feasibility of conQuertng o t her worlds 
through the DimenSion Lock, Pr ime target o f debate: 
the planet Ean h. 

Un fortunately Maxtnor's discreet personal investiga
tions were far from discreet enough when dealing with 
powers such as the Council Central. He was qut ckly 
branded as a t raitor , conspiring against the St ate and 
marked for apprehenston and rehabilitation (which would 
Inevitably have led to brai nwashing andlor pubUc execution). 
However, /o,la:<lnor was able to escape the Council's att empt 
on his life finding sanc t uary with the fledgl i ng rebel under
grOllnd. Maxlnor would quick I)' learn ftrs t hand of t he 
governmem's cruelty as they pu rged the community in 
a ruthless search for rebel freedom fighters, He soon 
found himself actl velv working Wi t h his rebel compat r iots, 
putting hts organizational know-ho .... and magnetiC persona
Iii} to the development of a much more effective f reedom 
movement. Within a few years he found himself t he leader 
of a global network o f "true" patriOtS and guerrt llas strug- 72 

gling to restore thet r world. 
man)' IOfluenttal people were 
st rengt h to the rebel movement . 

Through Maxinor's effons 
r ecruited addlOg greater 

Yet . while the underground has grown sigmflcantl)' 
in Strength and popularit y, arOUSing t he suspicions of the 
most educated; they are still beilel'ed 10 be a dangerous 
coalition of t r aitorous dtssidents and cnminals by mOSt 
of Georwell ' s population, The government's propaganda 
has been f irmly elll renched in the minds of ils people 
i nsurlOg t heir absolu t e loyall). It tS the penet r at ion of 
the governmem's decades of lies and conditioning Ihat 
has proven to be t he underground's most difficul t task, 
The re-education of a d isbelieving people, who would gladl), 
destroy what the) preceive as a fhreat to their life and 
countr), oftef1 seems ImpOSSible. Knowledge tS a great 
weapon but truth can be sad!) elusive. 

The Justice M3chlne's alleged alliance wtth the rebel 
leader, MaxlOor, has onl.l· served 10 fuel the paranoia 
among the District Tribunals and lower governmelll. inspir
ing them to step up their persecution of all dissident s. 
This has prompted t he government po .... ers, includtng the 
Council Central, 10 conSider taklllg more aggressive action 
against Muxinor and the Justice t- Idchl ne even If it means 
sendtng agents 10 Eanh. These actions are likely 10 Include 
sending hunter droids irobOl assaSSins). special operatives 
(Terror Troopers!. assaSSins, the Guardians or any posstble 
comblnatton of these, 

Maxinor's fourteen >ears as leader of the underground 
has taught hIm much in the wa\'s of subverSion and espIO
nage. During these yetlrs he has experienced much sor row 
and endured manl hardships; o rdeals whtch have hardened 
him to the pain of others. People suffer in any war, 
it is something one muSt come to accept if he's to endure. 
Although hardened by the tragedies of thts silent war 
Maxinor IS not bttter or cruel, bUI clings desperately to 
hiS ideals and will die a humanitarian; champIOn o f freedom 

Fearful that the GeorweJlian gover nment mtght esca
late their dominance to include the planel Earth. he has 
chosen 10 enlist the aid of an Eart h organilatlon t hat 
could both defend their planet and aid him in his c rusade, 
New Haven. In man)' respec t s Maxlnor and Hammel Dash 
are ver)' similar. Both are dr tven b} thetr ideals, both 
are honorable men, both wage war against injustice, The 
difference is that M axinor is a general in a global , political 
con f ltct and has no delusions of power or desire of self 
glory (t he same cannOt be saId of Dash). Maxillor has 
no personal want of rewa rd or Immortalit\" instead he 
f ights for Ideals that have transcended any personal goals. 
H is Quest to free his people motivates his every thought. 
He has learned to view life through the eyes of a general , 
alwa)'s deciding whal mUSt be done, wh)', ..... hen, and who's 
best for the Job, Through t hese eyes he sees onl)' allies, 
enem ies, plots. Strateg\, and positIOn. He has no lime 
for pleasantries. Any socializing on his pan is really 
reconnaissance or recruiting i n disguise. 

At New I l aven. ~ I axinor enjOys tOp securltv clearance. 
has full access to all facililles, and has become good 
f rt ends with Hammel Dash. He has assist ed Dash's people 
in stabilizing the ther mo-core energv taps .... ·hieh power 
most of Ne'" Haven and has also aSSisted in the sea-plant 
s),nlhesl 7.ing food unllS, Most imp()ftantl~, he h,IS alerted 
Dash of Georwell's poll t tcal structure, hlstor)" corrupt ion, 
goals and intent of possibly invading the Earth . He has 
also constructed a dimension lock that conneclS New Haven 
to a number of dimenstonal gateways scattered across 
Georwell at his rebel strongholds. Only M axlnor, Dash, 
Youthquake, and C hallenger have aU l hOflZa t ion to use 
the dimension lock. 

Maxinor' s St3Y at New Haven is not hiS first t ime 
on the planet Earth. Nineteen )'ears earlier he was part 
of an exploratlon party sent to Earth through the fi rst 
dimension lock proto-type. [t ..... as his job to oversee 



the construction of an Earlh-slde unil for the re t ur n trip 
to Geor .... ell. Dunn>: his fifteen months here he mel. 
and fell In Icwe with, an Eanh wo man. Upon his return 
to Genrwell he losl all COflf8Ct with his o ther dimensional 
love. Thirteen vears laler the\ ""ere united. It was only 
th{'n thaI he learned o f his handsome son Roben. All 
thref.- returned 1(l Ge(lrwell .... here M axlnor and hiS love 
wer(> wed and Ihe three lived In relative happiness. A 
happlnes~ CUt shon t ... o \ears Inter ... hen a gO\'ernmefll 
d~silult on hl~ rebel ~lronl\hold killed hiS .... Ife and tWO 
dOlen fOtheors. Robert Md.~lnnr or Youthquake as he's 
be(>n duhbed b\ hl~ falher, a mutant, feels no malice 
I " ... dHI hI' father bUI ha~ elected to return t o Earth 10 

pursue a n"rmal IIff.-. 

Youthquake 
R(,hen ...."I\lnOr 

Lnprlnnplt"d 
I.Q. Ib, \1.f. 14. \\.\. 14, P.S. 20, P.P. IS, 

20, Spd. 14. 
Male Weigl'll: 160 Height: 6f! 21n 

25 S.D.C. : 69 
FrlendT\";--(jUlel. Independent, ove rl)" self confl

,,"''',,'"', H;J~ nu aspinllwn t o folio ... his falher 
liberator or supe r hero. Rather he IS caught 

exuberance of you th. 
MUI.JfII 

Cont rol Elemeflfal Forces/Ea rlh: Abililles 
~,~'~i<'",~i;e in Eanh: range: 120ft; !laul Earth: range: 
90fl, damaS(c vanes: Quicksand: range: 6ft radius; Rend 
Eanh: rana:e' up to 260ft a ... a\; 15ft .... ,de, 20ft deep, 
~ Ofl IonS( crevKe: Sand/Dust Stor m: range: 30ft radius. 
up tt· 180ft a ..... \, ViCtim IS -4 t o stTike. parr" and dodge: 
To .... er o f Earch range: 90ft, helghl 36ft, Width 18ft: 
Wall of Earth, r an~e: 120ft. SEE tt L . , pgs 105- 106 for 

~d~e~,~.~, ,:e~d~~~~'~O~"~' ~;:;~e~:. i ' one \·ear. 
1.0. Bonus) 
Labor; pan lime. 

~~~~<;>!!!ll!' lall Include scholasl ic bonuses) 
-i 98% 

BlOj"jt(\' B.J~le 
CompUI t'T 1 echnoio.l\ \ /Oper;Jl wn 
Computer PrOgrdmmlng 
[cnnom,,:;s 
Busmess 
WNld IUston Earth 
Speak/Read/" rll e Georwelhun 
Boxing 
"R aised on Earth. he also speaks 
Secondary Skil ls 
Running 
S .... lmmmg: BaSIC 
Dance 
Hand to lIand; BaSIC 
Pro ... I 
Study: Earth Literature 
Cook 
Sewing' B<l~IC 
PIlot \IO'ore,cle 
Pilot: Automa ttc 
Combat Skills 
Atlacks per Melee: Fl\e 

!claSSICS) 

" "" 58'\, 
,,% 
63"" 
66% 
76% 
65% 
77% " 

and underst ands English. 

,,% 

" .. 
""" '''" 75"-

""" 98% 

Bonuses to Stri ke none; Parry .4. Dodge .4, Damage . S, 
Roll .... ith Punch or Fall: ·4. Pull Punch ·2. 
Kick Attack does 1-6 damage. 
Personal Prorile: Youthquake is t Orn bet .... een his feelings 
f or hl$ father Dnd hiS o ... n needs. He loathes t he Idea 
of "" ar and Isn't even sure thaI the conflict on Geor .... ell 
i nvolves hIm f or he conSiders himself to be an Earth-man 
nOI Georwellian. Nor does he have an) desire 10 become 
a 51"1 called "superhero~; he'd rather live a nor mal human 
life, 
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Current I)" Robert Milx i nor (Yout~uilke) lives in t he 
Ne.... York burrough of Queens, attends a local unlverslt)·, 
works part time as a keypuoch operal or. enJoys most con
t emporary music. boKIng. and close aSSOClalion .... ith creative 
people hIS o ... n age. He has vet t o find anyone dlTeclion 
10 pursue, but is quite busy tearnmg t o live. 

Maxlnor has tTied 1(1 gl\e Robert enough space to 
make his o .... n dec iSIons about his loyalties, purpose and 
use of hi s super po ... ers. but has st ill found 1\ necessary 
t o enlis t his aid on a number of occasions. This has pro
vided Robert ","h kno'tl.'ledge and access t o Ne .... Haven, 
as ""ell as securltv clearance ror access t o the DImensional 
Lock housed there. He IS familiar .... lIh mOst of Ne .... 
Ha\'en's essenllal personnel Including: Hammet Dash, Smitl)' . 
Docl or Von Croft , Ihe F ree Force and Ihe Justice M ac hine, 
Surprisingly, Robert see ms ummpressed by the secret society. 
it s wonders and it s heroes. He has resisted recruitment 
b\ Dash, Smitty and the Free Force and so re fuses 10 

become a super hero thm he ""JI not ... ear a costume 
or even a mask when assiSllng Maxlllor. 

Nebo 
: Rapheal Nebowit z 
Anarchist 
I.Q. 10, M.E. 12, M.A. 9, P.S. 18. P. P. 16, 
. 6. Spd. 10. 

M ale Weight : 170lbs lIe ight : 5f! 
S.D.C.: 72 

Ant i-social, reclusive. qUiet; feels he doesn' t 
people. Melancholy and rrust rated; he could 

be a nice guy, even hero ic under t he right circu mstances. 
Ho .... ever. he coutd JUS! as easily be turned 10 evil. He 
has a soft SpOI for children. 



Power Category: Special Tra ini ng 
Trainlnll: Archhectural DesIgn/Engineering 65%, industri al 

70%, Electrical EngIneer ing 75/85%, Mechan tcal 
75/65%, Metallurgy 70%, Laser Technology 

Pmol (laser). 

year of Col lege 

• ~~~~~~~ ::,,~"~: engineer and repaIr (all include scholastic bonusesl 
.. % 

AI.I(t'bra 
Geuml'tn 
Calculu~ 
PhVSIl;-1 
Bi.I~J( BlOll)/:\' 
Sculpture: \1et .. J 
Wresthnl): 
Fen(,1n~ j\\.P ... II Blade] 
Ba~K Chemlstn 
Secondary SktllS 
Body BUlldln,i:(Welj/.ht LIfting 
Climbing 
General .. \thlell('S 
Hand to Bund, BilsLe 
Cook 
SeWIn,ll jbdSK) 
Computer Operalwll 
Ptck Lo('ks 
Automotlve Mt"("hamcs (baSIc) 

I 

four 

98% 
93% 

"" ,,'" 
73'" 
66" , 

35/50% 

90% 
85% 
90% 
60% 
75/65% 
.. % 

8onu$Cll t o St rike ·3. Parry .4, Dodge ·4 , Damage . 5, 
Roll with Punch or fall .5, Pull Punch .2, .3 10 Save 
V5 toJun~ and ·9 vs coma/death. 
Body Block/Tackle does 1-4 damage. 50% chance of knock
Ing an opponent down, ·1 to st rlke. 
Pin/Incapacitate (by holdi ng) on a roll of 18- 20. 
Crush squeeze does 1-4 damage. 
Personal Profile: Nebo IS Industrial engineer specializing 
III the malmenance and repair of the miles long access 
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corridors and vents of New Uaven. He is a reliable, cap
able worker who ac tually lives in a secluded Illt le compart
ment off one o f the maIn junction tunnels. '-ie' s nOt 
particularly SOCiable, tends t o be withdrawn and grunt s 
r ather than art iculates hiS words. Nebo prefers t he soli
tude of his lunnels for he is elttremel} self conscIous about 
his looks belie'·Ing himself to be uglier than he reall y 
I, . 

This sad liltle loner is not ao evil or cruel man 
only insecure. full o f self-reCrimination and lonel). How
ever, his bilierness and 10 .... self esteem could make him 
an easy target for evil persons 10 use as thei r pawn. 
likeWi se, t he righ l ClfCUrn51al1CeS could mold Nebo Int o 
a hero. 

Al t hough Nebo doesn't particularly enJOY life he 
has no ambitions for wealth or fame. He enjOys his work 
and feels safe In t he bUlling tunnels that honeycomb 
Ne .... Haven. 

Nebo's weapons include a 
(with vaflous attachments) and 
ma~imum range 5h, damage: 1-6 
ferenl setllngsl. 

gun-hke .... eldlng torch 
a laser pislol. Torch: 
or 3-18 or 6-36 (3 dir-

Laser pistol: range: 3OOfl, damage: 4-24, energv capacity: 
8 charges, rate of fire: 4 blasts per melee. Nebo also 
carnes a knife (1-6 damage) usually in hiS bOOl, 2-4 grap~ 

pi i ng hooks 0-6 damllge) and tWO separal e rolls o f rein
forced cord (240ft each!. His coslume has several belts. 
hooks and sHaps for attaching the rope and t ools when 
working In the IUlmels. Of cou rse he usually has a number 
of t ools Ihal can be used as wel:lpons such as a hammer 
(does 1-6 damage), sere ..... driver. spIkes and other small 
hand held Llems lall do 1·4 damagel. 

The Wanderer 

WANDERER 
Real Name: Zud 
Alignment : Princtpled 
Attributes: I.Q. 15. M.L 18, M.A. 16, P.S. 16, P.P. 18. 
P.E. 14. P.B. 12. Spd. 20. 

1076 Male Weight : 1901bs Height : 8ft 
66 5.D.C.: 372 
Gentle, compllssionme. honorub!e 

Allen 
Light 81ast that 

emanat es from 
his Duralion: InStant. Attacks 

three; Bonus to sH ike( wilh laser 
Dam age: 5-30. Bend Li ght: an abili t y t o bend 

and separate l igh t color creating a beam o f color. Range: 
960fl, Duration: Instant or prolonged; Attacks per Melee 
(with light beaml: two; Bonus to strike (with ligh t beaml: 
.2. Damage: norte. NOTE: IhlS light beam can be used 
10 deflect laser beams; .2 to parry lasers. RadIate Light 
enables the alien to generate light like a livlIlg hghl bulb. 
Range: 25ft radius; light intensity equal 10 4800 wall5 
of l igh t (quite blinding). Radiat ion Resistant: radiation 
docs 1/3 damage; fire. hCllt. cold. and other energy does 
fuli damage. NOTE: all abilit ies are reduced by half 
at ni ght or ill t Olal darkness. Ex posu re to 15 minutes 
of su nlight or Intense light will recharge him to full power. 
SE!: I-I. U., page 110 for detaited po .... er deSCrl pli oll. 

The Wanderer IS from a .... orld wit h an ex t remely 
abrasive at mospher e whIch has resulted i n an extremely 
l ough, thick sk i n. This skin prOVIdes a natural body armour. 

Communication tS accomplished through a code o f 
light pulses or fl ashes from his e)e plate. He has recently 
mastered Earth's Morse Code. OtherWise the Wanderer 
is~. 

Level o f Exper ience: 12th 
Level of Education: t\ l aster ' s Degree in Anthropology 
Scholast ic Bonus: .20% 
Occupation: Anthropologist 



(all Include scholastiC 

Geometrv 
Calculus 
Physics 
CrYPlOgraphy 
Medical: ParamedIc 
Computer Technology/Operation 
Chem iStry 
Chemistry Analyt ical 
Anthropology 
Archaeology 
Biology 
Botany 
AcrobatiCS 
S"'lmrnlng: Competitive 

boouses) ,,% ,,% ,,% ,,% ,,% ,,% ,,% ,,% 
,,% ,,% ,,% ,,% ,,% ,,% 
,,% 

Secondary Skills: Understands Earth German 
Understands EaTlh Russian 
Understands Ea rth Spanish 
Understands Earth Arabic 
Understands Earth English and Mor se 
Study: Earth Com PUterS 
Study: Earth Sodety/HislOry 
Body BUlldmg/Weight Lifting 
Cllmbmg 
Runmng 
tland to t-land: BaSIC 
Basic Elect ronics 
Drugs 

Code 
,,% ,,% 
63/78% 

,,% 
,,% 
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Cook 
Se", mg (baSIc) 
Pilot: MOlOrcvcle 
PIlot: AutOmallc Car 
Pilot: S3 11 Type BoalS 
Pilot: T", In Engine Plane 
Pilot: Single Engine Plane 
Combat Skills (includes all bonuses) 
AUBCh per Melee: Six 

98% ,,% ,,% 
"5 ,,% ,,% 
,,% 

Bonuses to Slrike ·4, Parry -6, Dodge .6, Damage -3, 
Roll w ith Puoch or fall _4, Pull Punc h ·2. 
Kick Auac k does 1-6 damage 
Cri t ical Strike on a roll o f 19-20 and from behind. 
Knock Out/ St un on a roll of 19-20. 
Ol her AbilitIes: Leap 18ft high and 19f1 long, Back f lip 
98%, Climb Rope 98%, Excellent Balance and Sense of 
Direction 98%, ..... alk Tlghl-Rope 98%, Pro'" I 98%. 

Personal Profile: The Wanderer IS a refuget! from a distam 
planet; his own planet destroyed in a natural upheaval. 
lil s world dest royed , he IS presumablv the last o f hIS race. 
Like the Justice Machine the Wanderer has. at least temp
orarl" , adopted I he planet Earth and New Haven as his 
home. 

As an ani hropologisl the Wanderer spends most of 
his HOle studyin,l! Earth's history. technology. and societies. 
Although he IS nOt condsidered a super hero he will help 

defend New Haven and hi S friends as fiercely liS any o f 
I he Justice Machine. He Is a competent combatant. but 
is a gentle compassiona te indiVidual who loathes war. 
The Wanderer would much rather spend hiS time exploring 
'he wonders o f Ilfe and the beautiful creat ions of se ntient 
beings such as music and art Ihe's fanatical lover of Earth 's 
M ozan). 

The Wanderer's helmet complete ly encases his head 
ser"lOg as prOlectlon and as a life support syste m (although 
he's capable of breathing Earth's oxygen at mosphere; he 
prefers the filtered. purified air o f hiS helmed. The helmet 
als,. has one large eye plate from whlch his communi
cat [on light pulses and laser emanmes. 

The tall , lank~· allen IS much respected and lo\'ed 
by most of the inhabitants o f New lIaven .... i th the notable 
e_cepliOIlS o f Doctor Vllrgos. Warhead and VOII GeISt. 

The Forever Man 
Real Name: Tarren 
Al ignment : Scrupulous 
Altributes: I.Q. 1$, M.E. 17. \l.A . 16, P.S. 16, P.P. 1$. 
P.L 20, P.B. 1$. Spd. 20. 
Age: 10,000 }'rs. Male Weight: 180!bs Height : 6ft 4111 
Hit Poim s: 92 5.D.C.: 7$ 
Disposition: Gentle. compassiona te, sincere. honest; great l\ 
aware of the fragility o f the human condHlon. He is .... arm. 
friendl y, but qUiet and full of melancholy from the cen
turies of war he's expenenced. Dedicated to truth, Justice 
and freedom . 
Power Category: Hardware 
Weapons and Gimmicks: The f oreverman is an IOtergalaClic 
warnor .... i th a number o f special high-tech Il ems. En
vironmental Bailie Armour: a speci al reinforced space 
suit designed for combat. Includes all the usual necessities 
o f a space SUH such as compu ler controlled life support 
system. IOdependent oJl ygen supply and purge system, inter
lIal cooling and t emperature control, inSU lati on, radiatiOn 
shleldlng. temperat ure resist ant. nre resiSt ant. r adio. gas 
filtering and CIrculat ion system and so on. 
Notewor lhy H ighlightS 
Protective metal alloy body plates: S.D.C. 600. A.R. 16 
l only rolls to str ike o f 17 or higher do damage.) Body 
plates are repillceable. 
Limited eJ:Q-skeleton: Increases P. S. t o 25. P.P. t o 20; 
bonuses: .to 10 damage •• 3 10 strike: Leap up 10 20 feet 
tugh or long. Can carry or Ihro .. up 10 3000lbs and lifl 
up t o 60001bs. 



Helmet eqlllpped wllh mghtslght Uight amplification), infra
red and llitra-Vlniet OpllC ~>'stem. MalBmllm range: 12ooh. 
Thermo-Imager (heat sens<lrs that convert Infra-red radla
uon Into a VISible Image); sees In darkness, shadows and 
throll~h ~moke, ran~e 600 feet. Telescopic/binoculars with 
I arRet bi~ht; range: 2200feet, field of Vision: 10 foot 
radiu~. AudIO amplifier can pick up and amplify a whtsper, 
rallRe: 30 feet. It can also be patched InfO bugging eqUIP
ment IIlcrea~Ing liS range to 1200 feet. L i nguiSt iC tranS
lator can compule and Inrerpret 200,000 different languages 
(including Georweilliln and all Earth l ongues). Stan~ard 
radiO communicallon system, maximum range: 20 miles. 
In addu ion fO the audiO and visual eqUipment, t he helmet 
ha. a buill in dlspla\ panel , IIOled, one- wa) face panel 
and reinforced armour plallng. 
Sensors Include: mOl ion, heat, radiation, range: 200 feet; 
electronic bug detector. explosive deteCl or, r adar si gnal 
detector and microwa\C detector. range: 80 feet. 
Elect ro-adhesive pads, bUilt Into enVIronmental bod) armour 
hands and leet; adhere to any met al substance. Range: 
touch. 
Retractable c l aws bullt IntO gloves above t he knuck les 
of each hand. Extremely sharp, nearly indestructible metal 
allo\'s: doe~ 2- 12 damaRe (plus P.$. bonuses) per punch 
or S .... lpe. 
Mini- jet pack: maximum speed 'I $mph , maximum fuel dura
tiOn 30 minuteS, deslRned more for extra boost s In com bat 
and space maneuvers. 
Weapons 
PrOjectile Wrist blaster: range: 90 feet, cartridge capacity 
SIX; can fire exploshe projectiles that do 4-24 or 6-36 
damage or can f ire t r anquiltzer dart s (Sllvi ng throw 15 
or hIgher. lakes effecI within 1- 4 melees). 
MiOl-laser rod concealed In left boot; range: 300 feel, 
20 charges. does 4-24 damage. 
Mini-Grenades all ached to the cuff of the gloves. designed 
t o explode only after the proper code hilS been punched 
on the particular grenade. Includes: 5 explosive (does 

5-$0. 10 damage), $ knock OUI gas, $ paralysis (nerve gas), 
and $ tear gas. 
Particle beam rifle: Range: 1800 feet; damage: 5-50 on 
an indirect hit or nick (a roll of 11 - 17 10 strike), $-$0·2$ 
on a direct hi t fa roll of 18 or higher). Energy capacity: 
10 blast s energy clip. 

l~~~~~~~~. 15th 
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: Military 

'''' 
"-~!!!! lall Includc 

are equivalents 10 

BaSIC Math 
Algebra 
Trigonometf\ 
Geomelry 
Cnlculus 
MedIcal: Paramedic 
Physics and Astro-Physics 
NaVigation: Space 
W.P. Energy Rifle 
W.P. Energy Pistol 
Hand to I-Iand: Expert 
Gymnastics 
Boxing 

Secondar y Skills 
Body Building/Weight Li fl lng 
Swimming: competitive 
General Athletics 
W.P. Blunt 
W. I'. Blade (alll 
W.P. Automall c PiStol 
W.P. Rifles & Shotguns 
Computer Operation 
Computer Programming 
Elect roOlcs: Basic 
Pilot: Automatic 
Pilot: All Basic Planes 
Studies Poet r)' & Literature 

Specialis t and Deep Space Pilot 

scholastic bonuses) 
Larth skills. ,,% 

98% ,,% ,,% 
,,% ,,% 
,,% ,,% 

,,% ,,% 
" .. ,,% ,,% 

Combat Skills (Includes all bonuses) 
Attacks per Melee: Seven 
Bonuses to Strike .6, Parry .8, Dodge ·8, Damage _6, 
(or _1 5 In hi s exo-sJ...eletal combat suit). Roll with Punch 
or Fall . 10. Pull Punch .4, Save vs Toxins -3. Save vs 
Coma/Death .9%, Save vs Psionics _ J. 
Kick Auack does 1-6 damage. 
Knock-Oul Punch on roll of 18-20 
Critical Strike from Behind does triple damage. 
Death Blow on a r oll of a M nlltu r al~ 20. 
Climb and c limb rope 98%, excellent balance 98%. back 
flip 98%, prowl 98'11:.. 

Personal Prom e: The Foreverman is II soldier from a dis
tant galactic war. He has landed on Earth, t empor arily, 
to make minor repairs on his space ship. This IS his second 
visit to Earth. the flTSt being almost 9,000 years ago. 
Accepllng the hospi t ali t y o f New I-Iaven. the Foreverman 
has decided t o take a few moments t o rest and recuper ate 
before he begins his long Journey back 10 hiS native galaxy 
and the war. It's during his brief tenure at Ne .... · Haven 
that he and Blazer f all In love. When he leaves he breaks 
Blazer's heart. Unable to forget the gentle warrior, she 
plans t o leave with Zad, the Wanderer, when he's complet
ed repairs o f his own space vehic le with in the next few 
months. Whether or not Blazer actually goes IS up t o 
t he Game Master. It could, as It would In the comic 
book, serve as the perfect slluat ion 10 get the Justice 
Mac hine into a space fantasy. However. In game cont eXt. 
it may not be appropriat e for a particular campaign t o 
embark on a space adventure. If t his IS the case, simpl)' 
have an agonizing Blazer deCide that she cannOt Jeave 
(because her fr iends need her, or t he J.M. are in danger). 



Ms. Liberty 

Age; 2~ 

Hit Polms: 

Laura Barnes 
UnprinCipled 
I.Q. 13, M.E. I I, M.A. 20, P.5. 19, P.P. 20, 

22. Spd. 26. 
female Weigh t: 13:> I-Ie ight : Sf! 81n 

49 S.D. C.: 50 
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Disposit ion: Clever , alert, StreetlO. .se, couneous. hospitable; 
f r iendly bUI cautious. She has a great deal of stage pres
ence and enjoys the adoration of the cro ... d. 
Power Category: Special Tr~lImn8/Physlcal 
Training: Hand to Hand: Manlal Ans, acroballcs, general 
athlet ics: s .... lmmlng. competlti\'e 980",. CS("8pt' IITIlst 78%, 
sleight of hand 59%, pick locks 73%. 

I 8th 
~:=i-, ';;- School 

Artist 
scholast Ie bonUSeS) 

,,% 
BaSIC Biolog\ 
Ora .... ng: Charcoal 
Foreign LangUlIge: French 
IhslOry: Amencan 
Secondary Skills 
DisgUise 
Pick Pockel ~ 
Carpemn 
Drugs 
Ele("lroniC's: llaSI(" 
Explosives: Basi(" 
Carpentn 
Medical: Flrsl Aid 
Pilot: MOlOrcycle 
PilOI: Automauc 
1'1101: Race Car 
Pilot : Large Truck 
Combal Ski lls 
Att acks per Me lee: Flye 

8$% 
84% 

"'" ,,% 
70% 
18" 
75~ 
,,% 
8.% 
600,;.. 
7.% 
,,% 

"" ,,% 
"" ,,% 

Bonuses 10 Slrike .6. Parry .7, Dodge . 7, Damage ·4. 
Roll with Punch or Fall ·6, Pull Punc h .$ •• J sa ve YS 
loxins, .9 save vs coma/ death, 70% 10 charm or Impress. 
6$% to invoke truSI or intimidation. 
K arate Kick does 1-8 damage. 
Judo Throw does 1-6 damage. 
Climbing 68/88%, Climb Rope 98%, Walk-lightrope 98%; 
L eap 20fl high, 21ft long, Blick Flip 96%, Prowl 8$%. 
Excellent sense of dlre<:lion 98%. sense of balance 98%. 
Personal ProW e: Ms. Ubert y IS curren l ly a world rel'lO",ned 
escape artlsl and circus performer. Billed as the ~world's 
grealest escape and quick change artist", she enJOYs com
merci al and h nanClal success. Her current celebrity StatuS 
belies her humble origlllS. Born on the lower East Side 
of New York (slums) she lived In povert} "'ith a savage, 
drunken father and a bealen, submisSII'E.' mOl her. Con
sequently she spent as much ome a", a) from home as 
possible, growing up in t he stree t s, Street-wise and des
perate for acceptance. she jOined an all girl street ganft: 
which she "" ould eyentually lead. HOlO- eyer, t he rough 
and tumble world of lIlomldation and Heachery of the 
streets was nm the world she desired. 

One dB' fate dealt out II crueler hand Ihan usual 
when ,,"'Is. Liberty's (alher beat her mother to dellth. 
Her father Imprisoned, she was sent 10 a fOSler home 
which she promptly ran awa) from. l3y chance the four
leen year old girl stumbled across a second-rate Circus 
where she found work and made fas l f fl ends. The owner 
of the Circus t ook the girl under his w ing, making her 
his surrogate daughter. It was IO-'ith tllS i nSlruct jon, com
bi ned wtlh her street skills, thai produced Ihe magni flcen l 
Ms. Liben y. 

Originally Ms. Liberty was 10 make her comic book 
debul in t he Justice Mach i ne number six. In thaI story 
t he Justice Machlners (in civitian clothes) go \0 the now 
famous Circus of Ms. Libert) for a lit t le fun and relaxa
tion. Dur lOg her act the hi gh fi)'log (drugs) Demon vol
unteers 10 a lesl of skill and speed I hat ends up as a 
tie bet ween t he IWO. Howeyer, the sholO-' off Demon 
ieopardi~es the Justice Machlner's secret identi t ies by 
appearlOg in his J.t-'I. uniform. Issue number six would 
also see Ihe return of II reyltalized DiViner as ",ell as 
IntrodUCing II number of ominous subplolS for up-com i ng 
Issues of the comic book. The fronl piece of this game 
book by Paul Gulacy was orlgi ntli!y Intended to be t he 
comic book's coyer. 



Snow Ghost 
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Real Name: David Hernandez 
Alignment : Unprincipled 
Attribut es: l.Q. II, M.E. 12, M.A. 12, P.S. 17, P.P. 14, 
P.E. 15, P.B. 18, Spd. 19. 
Age: 19 Male Weight : 170 Heighc 6ft 2in 
Hit Point s: 30 5.D.C.: 64 (.400 S.D.C. when transformed) 
Disposit ion: Bold, cocky, over-confident , self-reliant, Im
pudent: friendly. sincere, idealistic. 
Power Category: Mutant 
Super Power: Alter Physical Structure: Ice. Add 400 S.D.C .. 
Natural A.R. 14, weigh I doubles (340Ibs), increases 
10 23 when transformed IntO Ice. c reate 
snow and ice: 50lbs per melee, radius. 
create snowballs: " attacks per melee, damage: nonc. 
create Ice balls: <I allacks per melee, damage: 1-4 each, 
range: 80ft. generate Ice: affects a 24ft radiUS, damage: 1-6; 
c remes a thin layer of ice. Encase viclims in Ice: ice 
manacies, encase enll re body. encase weapons and encase 
In an Ice block. Freeze Water: up 10 90 gallons per melee. 
Wall o r Circ le of ice: can generate up to ] 200lbs 
per melee; up to 16ft high. 16ft long. SEE H.U., pg. 
99- 100 for detailed power description. 

'cd 
: High School 

, , 
i ] (all Include scholastic 

i 
Bastc Biology 
MUSIC: Guitar 
Business 
Medical: First Aid 
Hockey 
Secondar y Skills 
Hand to Hand: Basic 
General Athletics 
Swimming: BaSIC 
Pilol: Motorcycle 
Pilol: AutOmatic 
Pilol: Manual Transmission (s t ick) 
AU l omotive Mechanic (basic) 
Speak Spamsh 
Study TV/Video 
Cook 
Drugs 
Prowl 
Combat Skills 
Auacks per Me lee: Four 

bonuses) 
98% 
60% 
49% 
65% 
80% 

90% 
84% 
98% 
98% 
55/40% 
67 
65% 
74% 
75% 
56% 

Bonuses to Strike none, Parry .3, Dodge .3. Damage .2. 
Roll with Punch or Fall . 3, Pull Punch ·2. 
Body Block does 1-4 damage, 50% chance of knocking 
an opponent down •• 2 to Strike. 
Ice Skale 62%, ·2 to dodge on skates and ice. 
Personal Pronle: Snow Ghost tS a young, physica lly able 
idealisl who has decided t o take Ihe Jaw i nlO his own 
hands by si ompi ng OUt crime. HIS good judgment and 
conf idence, combtned with his mutant ice powers, makes 
him a dangerous adversary to all evil-doers. Thus f ar, 
his targelS have been the ordinary cr tminal types. muggers, 
l hugs. burglars, pushers, t hieves, assailantS and crooks 
of all kinds. In the six months t hat he's been In ac tion 
crime has dropped In his neighborhood by 50%. HI S one 
man war on c r ime has brought him the jealous scorn o f 
Ihe police and the allention o f more than one Crt me head, 
especially drug dealers who are uilimately linked to organ
hed c r ime. Snow Ghost is a champion of jusllce in his 
own way and Will aId any fetl ow heroes whenever possible. 
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Blood-Master 
Charles Vockler 

1~~~t Diabolic ~ I.Q. 12, M.E. 14, M.A. 10, P.S. 24, P.P. 24, 
10, Spd. 34. 

Arrogam, feels superior to everyone, clever, 
completely without honor or compassion. 

He IS a sadistic assBssin for hIre who loves his work. 
Always cheerful, glib •• rr ltaling: greedy. 
Power Category: RobOi Type ~: Android/Transferred 
consclousne~$. 

Vit al Statistics Construction: All standard items; basic 
light .. eight body frame; normal hum an limbs and appear
ance In'} hidden or retractable limbs or weapons). Special 
artifICIal Skin covenng to fully Simulate human flesh with 
body temperature cl)mrol unit. 
SpeCHl1 AddlllUns: 
Augmented Upper Body Slrength: equal to P.S. 24, .9 
to damaKe. 
Augmented Lower Body Strength: equal to P.S. 24. 
Augmented Physical Prowess: equal to P.P. 24: .;. 10 strike, 
parry and dodge. 
E:Ura Speed ~ equal to speed of 34 or 20m ph. 
Locking joint s: This means that the joint s can lock into 
place and ('annOt be moved or bent until unlocked or broken. 
ROlallng Body Parls: head. hands and l orso can rOl ate 
a complete 360 degrees. 
Opt iCS 
Telescopic: Range 1200 feet/400 ya rds: 6ft fIeld o f vision. 
NlghlSight : Range 600 feet!2oo ya rds: amplifies existing 
light 10 see clearly in the dark. NOTE: some light must 
be pre~ent. 
Infra-Red: Range 600 feel!2oo yards: sees in the infra
red spectrum of light and can pick up heal emanations. 
Targeting sight: Range 600 feet!2oo yards: 0 special system 
that supeTlmposes t ar get cross-hairs. Bonus to st rike 
-I /thIS IS In addillon to P.P. and skill bonuses). 

that can pick-up and pin-point heat emano-
200 feet, field o f detection 20 foot radius. 

Motion: detec ts movement. Range: 140 feet , field o f de
tection 20 foot radius. 
SpeCIal Items 
Modul ating Voice Synthesber: creates a human sounding 
vOice with full tone. accent and dialec t c apabilities. 
Programmed for three distinctly different voices for use 
as Blood-Master, Chrarles (Hom met Dash's aid) and one 
01 her. 
Underwater 
all Internal 
formance. 

Capabil ities: 
mechanisms 

water proofing 
and joints for 

and sealing o f 
underwater per-

Polycarbonated Body Armour: a form fitting body armour 
that IS often used In hiS Blood-Master persona. ~ 
300 S.D.C.. Requires one hour t o dress; 2;' minutes to 
unsuit. NOTE: The android's normal unarmoured body 
has an S.D.C. o f 100. When all S.D.C. are depleted the 
body ceases to func tion and musl be repaired before be
coming opera t ional. 
Motivation and I.Q. 

Blood-Master Is an android brought to life via a 
permanent transferral of human consciousness. The or iginal 
human body Is long dead. Charles is somewhat deranged 
perhaps, in pan. due t o his non-human state. Origin un
kO{lwn. creator: unkO{lwn; See H.U. Robot section, pages 
39-48 for detai ls. 

: Sth 

i~~iBf;~~i::~ f or hire. ~ inc lude scholastic bonuses) 
I I Is stili applicable to use in the android 

body are listed. 
Basic Math 98% 
Algebra 98% 
Computer Technology/OperatiOn 92% 
foreign Language: Russian 90% 
Investigat ive 62% 80 

W.P. Bl ade (all) 
W.P. Blunt 
W.P. Aut omatic 
W.P. Rifle 
Hand t o Hand: Assassin 
Secondar y Skills 
Prowl 
Drugs 
Basic Elect Tonics 
Speak Spamsh 
Speak French 
PIlot: Mot orcycl~ 

Pilo l : AUlomlltic 
Pilo t : Large Truck 
Pilo t : Single Engine Plane 
Combat Skills (Includes all bonuses) 
Attac ks per Melee: FIve 

,,% ,,% ,,% 
77% 
,,% 
98% 
98% 
60% 
92% 

Bonuses t o Strike .7, Parry .S, Dodge .5, Damage ·13; 
Roll with Punch or Fall .3, Pull Punch ·3. 
Can carry and throw up t o 12001bs; lift up to 2400lbs. 
Maximum running speed 20m ph. 
Leaps up to 14ft high or long. 
Personal Prorile: Blood- MOSi er Is a grinning, arrogant. 
sarcasti c hll man with a streak o f cruelty and a genuine 
love f or death dealing. He loves the c hallenge of the 
hunt nearl y as much as the kill. To this sadistic fiend 
life has no meaning, no value. Completely wllhout honor, 
Blood-Master is available to the highest bidder. Moralit y. 
justice, even vengeance has nothing to do .... ith his motives, 
only money. 



Unknown 10 t he Juslice M achine or any of Ihe New 
Havener's, Blood-Master is nOl human. bUI an android. 
Orglns unkno ..... n, he i s clearly a lone wolf although it 
is likely that his android body was created by some high
tech Crlm mal organiza lion. The andro id body is conI rolled 
by the transferred consciousness (mlndl o f Charles Car lin 
an ex-marine who was presu mably lost in action during 
Ihe final davs of the U.5./Vietnam con fll c !. When nOI taking 
aCllon in hIS Blood-MaSler persona he poses as an Innocuous 
member of Ne.... Haven. He has recently been assigned 
as an Bid to Hammel Dash, aCllng as a sort of go-for 
or man servant. 

Blood-Masler's f avorne weapon is the knife and 
other blade weapons (swords, the throwing spikes, el c.! 
allhough he IS equally adept wllh blunt, chain and aut oma t ic 
weapons. He usually uses a lon~ handled knife whose 
blade can retract complet ely into the handle. 

Blood-Masler's first appearence In the J.M. comic 
book was In Issue number three (crealed by Charli e Wallace!. 

The Dominators 
The Dominat ors are a group of In t ernational cr iminal s 

who operale as Independents as well as mercenaries for 
hlTe. The.- are capahlt' of assaSSl nallon. exton ion, terrorism , 
buq~ldrv and esplonajl:e, Generally t hey are social out casts 
longln/!: 10 strike out at the world they despise. Each 
I~ a tOP professlnnal; erriClent . capable and deadly. 
Vague: the megalomanIac leader of Ihe Dominators. wilh 
the pSIOniC powers and Intelligence 10 make her dream s 
a tealt I}. 
Bellcat: cunning. deadlv: a master cat-burglar. 
Howler : Ihe crazed wildman loyal only 10 Vague. 
Vesuvius: an alien from Ihe Eanh's core and the power 
of prImal f tre. 
Elaslico: the sadistic madman who c raves power, wealth. 
and revenge; a master of disguise. 
Speed Demon: crue l, vindic llve; he JUSt likes to hurt people. 

T he Domina t ors are an extremely we alt hy and power ful 
group who operate on a global basis. Their major bases 
of operation are in Ihe Soulh o f france, Columbia (South 
Amencal and Manhattan, New York. When not invol ved 
In some SOTt of criminal activll Y Vague searches for the 
locatwn of New Uaven. Ever Since Elastlco has to ld 
her of New Haven's eXistence she has tried 10 f ind It 
for II would be a gold mine of technologi cal treasures . 
.... OTl::.: the Dominators are woTth approxlmalely 100 mlilion 
U.S. dollars. Vague's ulilmale goal is global dominalion. 

Vague 
VAGUE Leader of Ihe Dominators 
Real Name: Barbara Kltc hner 
Alignment : Dld OOilc 
Att r ibutes: I.Q. 16, M.E. 18, M.A. 22, P.S. 12, P.P. 10, 
P.E. II, P.B. 9, Spd. 10. 
Age: 26 female Weigh t : 130 lielght: 6ft 
Hit Points: 48 5.D.C.: 30 
Disposition: Self centered, vengeful, mean, slTongwtlled, 
and very domineering. She is eHremely bitler, driven 
by delusions of grandeur and II megalomaniacal thirs t for 
po .... e r. She's deadly and unmerciful. 
Power Category: PsiOniC 
Psionic Powers: Notura! PSIOnic: 130 I. S.P., +2 10 save 
vs pSlonlCS (1 0 or higher). Presence Sense: Range: 120ft 
radius, duration: 8 melees (tWO minutes). I.S.P. COSt : 4; 
the abi lity to sense the presence o f any corporeal or non· 
corporeal (spirit) enti l y. Telepathy: Range: 340f t , duration: 
26 minutes. I.S.P. costs: 4, saving throw: standa rd. Tele
pathic Probe allows Vague t o delve int o a person's mind 
10 read his Ihoughts: COStS an addilional 6 I.S.P. Precog
nition: (G.M.' s Not e: Ihls is a new psionic abili t y for I he 
Heroes Unlimlled game system and should be conSidered 
a malor psionic ability. I caution li S use because precognl
li on can be a difficult abilil y 10 play. Use you discretion. 
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Remember, the future is an ever , changing thing so that 
the precog-v ision IS nOI al ways accurs te or can be altered 
or avoided). Precognllion Is the abil it y 10 pick up psychic 
emanations enabling Ihe psionic 10 glimpse the future. 
The vision of a possible future may represent some evem 
last ing II few hours or, more likely, a few minutes. The 
fUlure event may be a few momems away or several 
days away; regardless of which. Ihe psionic will always 
recognize t he events o f a precognitive vision coming true 
as soon as It begins. ThiS may allow him/her to escape 
an impending danger up 10 the lasl minule. 



There are tWO types of precogni t ive vIs ions - Ihe 
Immediate future and the distant future. 
The immediate future: I.S.P. costs: 8, the vis ion is almost 
InStant (two melees or 30 seconds). This glimpse o f Ihe 
future reflects a possible event that will occur within 
the next few minutes (IS minutes max.). All precognit ion 
must have a focal point 10 concentrate upon to reveal 
the future of thaI person, place or object. This is panic
ularly handy for detecting traps, possible dangers, etc. 
Example: concentrating on entering a panicular door, 
room, vehicle, and so on, may reveal several guards ready 
for battle, or an alarm or trap being Inggered, etc. 
likeWise, fOCUSing on a pankular obleCt or weapon may 
,ndicate Its funCl10n or danger and may give o ff the feeling 
that Its use wi ll be o f Imponance. helpful, useless or 
dangerous. 
The DiSlant Future: J.S.P. COSt: 16, the VisIon requires 
some extended time 10 concentrate, 2-8 minutes (roll 
twO ~-slded die-e). This glimpse of the future IS a lengthier 
VISion evem that may occur up 10 four days away. 
As <I i the psionic muSt concentrat e on a 
" event/ confrontation, or place. The 
VISion reveal poSSible evems, specific potential 
threats and dangers, and an impression of a successful 
outcome or failure. Precognition, whether immediate 
or distant, NEVER REVEALS THE EXACT OUTCOME OF 
ANY EVENT!!! The best that can happen is a positive 
or negative Impression or feelings of apprehension, great 
danger or sadness. The visions Ihemselves are usually 
dream-like Images of events accompanied by the sensation 
of success or failure. The vIsions are experienced ~ 
by Ihe psionic, (GAME MASTERS: Remember not 10 
reveal the actual out come of any incidem. The fewer 
hard facts the better, after all; the future is speculation). 

Secondary Psionic Abilhles: Al ter Aura: range: self, dur
..!!l.2.!!.: 180 minutes or 3 hours, I.S.P. cost: 4; enables tii"'e 
PSIOIllC 10 aller his aura. Det ect Psionics: range: 620 
yards, dural1on: 2 mInuteS, I.S.P. COSt: 2; deleclS psionics 
In others. Death Tr ance: range: self, duration: 10 minutes, 
I.S.P. COSI: 2; induces a temporary state o f suspended 
animation simulating death. Mind Block: range: self, dur
ation: 10 minutes, I.S.P. cost: ~; prevents the penetration 
of telepathy, empathy and other psionic probes and attacks. 
Summon Inner Strength: range: self, duration: 20 minutes, 
I.S.P. COSt: 6; this ability alerts Ihe psionic to any im
medIate danger, traps. ambush, etc. within a 90ft radius. 
However, It does nOt indicate what the danger is, only 
that II exiSts. 
NOTE: See H.U., pages 67-75 for complete explanat ion 
of psionics and specific abilities. 

Study World History 
Study Philosophy 
Swimming: Basic 
Secondary Skills 
Drugs 
Medical: first Aid 
Pick Locks 
Pick Pockeu 
Escape Artist 
Study Cnllllnal Law 
Study Electronics 
Study Tactics (war) 
St udy Psychology 
Prowl 
Dance 
Body Building 
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Bonus) 
, terrorist, assassin for hire. 
scholastic bonuses) 

98% 
98% 
98% 
98% 
98% 
98% 

95% 
95% 
71% 
76% 
68% 
93% 
93% 
93% 
93% 
67% 
83% 

Combat Skills (all bonuses (Ire inc luded) 
Auacks per Melee: Two hand to hand 
Attacks per Melee (PsioniC): f"lve 

Bonuses to Strike, Parry, Dooge and Damage: None. 
~2 save vs pSioniC allacks, 75% likelihood to instill trUSt 
or intimidat ion. 
Personal Profi le: Vague is the leader of the criminal organ
ization know as the DominBiors. Physicall}' she is very 
f rail as well as handicapped by birth defects that have 
left her blind and mute. Born without eyes, nose, and 
mouth; she underwem many operations thaI would provide 
her with a slit-lIke mouth and small pin-hole nose that 
would be the f ocus of endless jokes, jeers and horror from 
her peers. Vague's tormented childhood has clearly scarred 
her, moldi ng her Imo the vengeful force o f evil that she's 
become. To hide her dlsfiguremem and blindness she 
wears a featureless mask. In spite of her disabilities 
she gets along so well that few ever suspeCt that she 
suffers from any handicap al all. ThiS, o f course, is the 
result o f her clever mind and psionic abilities. Psi-abilnies 
that are particularly important are telepathy. presence 
sense and hcr sixth sense. Telepathv and presence sense 
alert her t o the presence and actions o f ncarby indhlduals. 
A qUick telepathiC probe reveals that person's thoughts 
so that she kno",s his/hcr imemions enabling her to react 
accordingly. The stxth sense alens Vaguc to immediate 
danger. Telepathy is her on ly means of communica t ion 
whIch enables her t o transcend any language barrier. 
Perhaps her greatest psiolllc ability is thaI of precognition 
which provides her with insight 1(1 future evenlS. (See 
her psionic abilities description!. 

Forever emotionally mangled, her goal IS t o make 
people suHer and deprive the people of the world o f their 
possessions and happiness as they've deprived her. Vague 
suffers from deep rooted hatred, dominateS all around 
her by Invoking fear and pain; is sadiSllc, fiercely aggres
sive and seemingly devoid of compasston. Although she, 
herself, avoids combal she shows her vicums no mercy. 
She has a phobic fear and hatred for children, doclors, 
and surgery. 

Professionally Vague and her Dominators are guns 
for hire, capable o f any job from espionage and burglary 
to assassination and terrorism. They also engage in in
dependent criminal activity; usua!Jy various degrees of 
theft (jewerly, Industrial secrets, the whole spectrum o f 
major theft), and extortion. 

Hellcat 
Carla MaTlin 

Misc reant 
I.Q. 1 I, M. E. 9. M.A. 15, P.s. 17, p.r. 19, 

20, Spd. 22. 
Female Weight : 1151bs Height : 5ft 2ill 

38 5.D.C.: 59 
Cocky, confident, lOugh, merciless, cunni ng, 
cheats, lies and back stabs. Loyal only to 

Vague. 
Power C8l egory: Special Tr aining: Tec hnical 
Traini ng: Architectural Design/Engineering 70%, Explosivesl 
Demolition 60/55%, Surveillance SYStemS 65%, loveSl igat ive 
65%, Researh 70%, Forgery 55%, Basic ElectroOiCS 75%. 
NOTE: the areas of technical training all apply to Hellcat ' s 

" 
year of College 

Basic Bi ology 
Computer Technology/OperatiOn 
Sculpture: Wax Work s 
Pilot: Single Engine Plane 
Pilot: Small Jet 
fencing (W.P. all blades) 
Acrobiltics 
Gymnastics 
Swimming: compet itive 
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bonuses) 
98% 
98% 
98% 
74% 
98% 
80% 

98% 



Secondary Skills 
Hand to Hand: Martial 
Runntng 
W.P. Autom~lIic Pistol 
PHO! : Mot orcyc le 
PHol : Automatic 
Pil ot : Race 
Plck Locks 
Pick Pockets 
Disguise 
Sleight o f Hand 

98% 
98% 
70% 
60% 
65% 
65% 
52% 

Combat Skills (all bonuses are included) 
Altacks per Melee: Four 
Bonuses to Strike +5, Parry +S, Dodge +7. Damage +2, 
Roll with Punch or Fall +9, Pu ll Pu nch +4, 
Karate Kick does 1-8 damage, 
Other Abilities: Climb Rope 98%, Climbing 50/70%, Walk 
Tightrope 98%, Exceptional Balance 98%, Sense of Dtrect ion 
98%, Back Flip 90%; Leap 14fl high, I Sft long, Prowl 
70% 

Personal Profile: Hellcat Is a fiery young rogue who's 
a maSter of subversion, treachery and deceit. Although 
she may appear to be a sweet Innocent beauty (a scam 
she o ften employs tn her more civtlian identity); she is 

a mericless cut-throat of lnternatlonal repute. Hellcat 
is incredibly lithe, quick and deadly. She has built a 
reputation as an expert cal -burglar who has pillaged in
dividuals, governments and industry, 

Hell cat's origins began as the youngest child of six 
in an impovertshed famil y eking out an extstence in the 
slums o f Chicago. This has made her a scrappy street 
fighler who goes for the juggler vein In a fIgh t. She 
has seen aJi the inhumani t y of man, the crueli t y, the 
Injustice. the hunger. She is all t OO fami!iar with the 
parasites who feed on despair; the pimps, pushers, thugs, 
thieves, con artists and all the rest. This is the environ
ment that c reated the Hellcat. Now she IS extracting 
what she believes is due her, UStng the tools she has learned 
on the street along with those she's sought through school
Ing. She has forsaken poveny and the parasit~s who grow 
rtch from the evils of being poor and helpless. She has 
pulled herself ou t o f the garbage ... now she is the 
predat or who WIll gorge herself on the nches o f her victims. 

Howler 
Real Name: L:nk nown 
A lignmelll: Miscream 
Auributes: LQ. 9, r-.I.E. 10, M.A. 10, P.S. 25, P.P, 13, 
P.E. 25, P.B. 9, Spd. 10, 
Age: 20 M ale Weight : 150 Height: Sft 7in 
Hit Point s: 43 S.D.C.: 106 
Disposit ion: Alert:""CiJnning, aggressive, nervous; paces 
const antly. Wild and merciless III com bat. Loyal only 
to Vague and Hellca t t o a somewhat lesser degree. 
Power Category: Mutant 
Super Power: Extraordinary Physica l Strength .... hich prOVides 
incredible strength and endurance. 
Unusual CharactertSllc: No body hair (only on head). Howler 
also suffers from the inability to speak other than his 
trademark of howling and gutteral gruntS and groans. 
However, he apparently understands ali languages. ThiS 
is presumably a result of his mutant condHlon although 
it Is 

Secondary Skills 
Hand to Hand: Basic 
Climbing 
Prowl 
Running 
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strong-man 

Swimming: Competitive 
Fishing 
Hunt ing (W.P. Blunt) 

31/46% 
48% 

98% 
98% 
55% 

NOTE: Cannot speak but understands £ languages. 

Combat Skills (all bonuses are included) 
Attacks per Melee: Four 
Bonuses t o St rike .2, Parry +2, Dodge +2, Damage +10, 
Roll wi th Punch or Fall +2, Pull Punch +2, Save liS to.lins 
+S, Save vs Coma/Death .14% 
Excellent Balance 70% 
Can carry and throw up t o l2.5001bs, Uft up to 25,OOOIbs 
Personal Profile: ~Iowler is a .... ildman found living in t he 
Florida everglades. ~I e is believed to be the mutant 
descendant of a band of c riminals who fled Justice by hiding 
In the swamps. Howler has presumably survived on his 
own for the greater pan of his life. Consequently, he 
Is ex t remely bestial , prone to stalking, hidtng and attacking 
from behind. He is ext remely lethal in combat, savagely 
attacki ng hIS foe With the feroc i ty of a wild bear; always 
aiming to kill or incapacitate immediat el),. 

Another unusual aspect about the Howler, besides 
his strength, Is that he is unable to speak, Instead he 



howls !ike a wolf (especially when angry or sad) and makes 
unintelligible guueral grunts and sounds. Yet even t hough 
he cannot seem to comprehend the fundamentals of hum an 
speech, he amazingly understands ALL languages with 
absolute clarit y. 

The Howler is like a savage beast among enemies, 
rarel)" sleeping, always alert , nervous and constantly pacing. 
He Is controlled only by Vague who he is completely loyal 
to. So loyal is he that he would sacrifice his life to save 
hers without the slightest hesitation. Hellcat also has 
some influence over him but t o a much lesser degree. 
Generall y fearless, Howler has a phobiC terror of fi r e. 

Vesuvius \ 

Real Name: Ti r r-el 
Alignment : Aberrant 
Attributes: I.Q. 10, M.E. I I, M.A. 12, P.S. 23, P. P. I S, 
P.E. 18, P.B. 12, Spd. 8. 
Age: 22 M ale Weight: 430lbs Height : 8ft 
Hit Poi nt s: 37 S.D.C.: 320 AR.: 14 
Disposit ion: Aggressive, impatl ent:'8rrogant and i nsenSi t i ve 
t o mhers. 
Power Categor y: Alien 
Super Power: Alter Physical Structure: Fi re. Add 200 
S.D.C. when aflame; impervious to fire and heat . Radiate 
Heat: range: 3S f oot radi us; I 
creases temperatu re by 50 
Fire Ball: range: 400 fee t . !!!"" .... 

two, In
minute. 
4 eight 
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Sided dice), bonus: ~ 2 to st r ike, attacks per melee: Five 
(sa me as han(f'"'i"() hand); Continuous Bolt o f F lame: range: 
30 feet , damage: 4 to 32, I Five !same 
as hand to hand). Wall or : range: J 14 
fee l , damage: 4-24, attaCks per melee: five (same as 
hand 10 hand), durat ion: 24 melees. Super Nova: basically 
exploding oneself. Vesuvius CANNOT fly!! When nOt aflame 
he appears t o be a dark red, stOne gianl . See H.U., page 
100- 10 1 for complete power descnpt ion. 

School 

Schol ast ic Skills (all Include scholastic bonuses) 
Basle Math 
Basic Biology 
H and to Hand: Expert 
BoXing 
Wrestling 
Secondary Skills 
Read/Write Earth English 
Speak Eart h Engl ish 
Sludy Western ru.s.) culture 
Study Mammals 
Elect ronics (basic) 
Explosives 

70% 
72% 
70% 
70% ,,% 
40% 



Combat Skills 
Attacks per Melee: Five 
Bonuses to Stri ke .3, Parry .. 4, Dodge _4, Damage .8, 
Roll wilh Punch or Fall -6, Pull Punch .. 2, _2 10 Save 
'IS Toxins, .. 7 10 Save 'IS Coma/ Death. 
Knock Out/Stun on (I roll of a natural 20. 
Pin/Incapaci tate (by holding) with a ro ll o f 18-19-20. 
C rush/ Squeeze does 1-4 damage plus damage bonus. 
Body Block/Tackle does 1-4 damage (plus damage), 60% 
likelihood of knocking one's opponent down. 
NOTE: Don't f orget his addilional 200 S.D.C. when aflame. 

I I Vesuvius Is an alien life f orm as far 
concerned, but IS a native of the planet 

Earth. He, like the lava men, Is a member of a previously 
unknOIl n, subterranean race. Physically he is composed 
of SQme son of liVing minerai substance, creating a thick, 
rock-like skin that acts like a natural body armour (A.R. 
14 ). {ThiS means any rolts to atrack under a 14 may st rike 
but do 1\0 physical damage and doesn't even affect his 
S.D.C.l. He aCCIdentally gained access to the surface 
lI'hen Mount Saint Helens, tn Washtngton, erupted. H is 
existence was discovered in one of Vague's precognilion 
VISIons and was ImmedIately rec ruited by the Dom inators. 
Surprised by the eXIstence of Intel ligent surface c reatures, 
VesuvIus {a name given to hIm b}' the Dominators) has 
deCIded to enlist these unusual c reatures t o aid hiS people 
in their centUries old conflict wnh the lava men. Vague 
has promised the sid of the Dominators as well as allegedly 
helptng him collect additional super powered allies. In 
realltv t hts IS a cheap ploy t o keep Vesuvius pacified 
and aid the Dominator's In their own goals. 

Although a pawn o f Vague's and loyal to his people, 
VesuvIus IS not a good person. He is extremely egocentric , 
cruel, and domtneerlng. He Is the master of his fate; 
a fate hE' believes wjIJ lead to his iron fi sted ru le over 
hiS peoplE' lespe('1all)' If aided bv his sur face allies!. 

Speed Demon 
Real Name: DenniS Warde n 
Alignmem: Dlaboltc 
Atlributes: I.Q. 14, M.E. 9, M.A. 10. P.S. 18, P.P. 15, 
P.E. 15. P.B. 18, Spd. 720mph. 
Age: 34 Male Weight: 1751bs Height : 6ft 
Hit POI nts: 46 5.D.C.; 146 
Disposition: AggreSSive, hostile, angry; hates people in 
general. EnJOys seeing and inflicting pain and misery. 
Though antisocial, he gets along well with his f ellow 
mlsamh ropes who compose the Dom inalOrs. 
Power Category: Ex periment {accident) 
Super Power: Sonic Speed: 720mph or one mile every five 
seconds. All bonuses have been Included in the Combat 
Skills and other attributes. See H. U .• pg. 118 f or power 
detai ls. 
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Physics 

inc lude scholastic 

BaSIC Math 
Algebra 
Geometry 
Trigonomet ry 
Calculus 
Ph)'sks 
Physics: Nuclear 
Astro PhySICS 
Radiation Technology: Military 
Chemistry 
Elec tri cal Engtneertng 
Pilo t : Small Jet 
Pi lot : Helicopter 
Hand 10 Hand: Expert 

bonuses) 
98% 
98% 
98% 
98% 
98% 
98% 
98% 
95% 
98% 
95% 
98% 
98/ 98% 
98% 
98% 

Secondary Skills 
General A t hletics 
Body Building/Wei ght Lifting 
Running 
Swimming: Competitive 
Swimming: Snorkle 
Prowl 
Climbing 
Disguise 
Forgery 
Sleight of Hand 
Cook 
Sewing (basic) 
Read/Wnte German 
Read/Write Japanese 
Speak German 
Speak Spamsh 
Pilo t: Automot,ve 
Pilot : Motorcycle 
Pilot: MOlOr /Speed Boat 
W.P. Revol ver 

98% 

,,% 
43/58% 
,,% 
55% 
SO% 
98% 
95% 
85% 
85% 
87% 
87% 
98% 
98% 
98% 

Combat Skills (all bonuses are included) 
Attacks per Melee: FIve 
Bonuses to Strike _4. Parry . 6, Dodge .1 2, Damage _5, 
plus 2 per each additIOnal 100mph for a maximum of 
.19 a t max. soniC speed. Initiative ~2 , Roll with Punch 
or Fall _7, Pull Punch ·2. 
Body Block does 3- 18 damage 
Leap 144 feet high or loog. 
Kick Attack does 1-6 damage (plus bonuses) 
Speed is reduced by half when swimming. 
Personal Profile: The Speed Demon is a frustrated scielllist 
who's had one bad break after another. HIS finest moment 
came after an experimelll went awry exploding and altering 
hIS physical struc ture. Now he cao run at the speed of 
sound, coupled with incredible physical endurance. At 
last he had the leverage t o do what he'd always been 
denied. Now he was somebody. Someone with power. 
Someone who could extract his revenge on those who 
had always held him back. 

Speed Demon Is an abrasive, unlikable person; biuer, 
aggressive and hostile. He has no respect for others or 
their goal s or ideals. Rather he sees most people as 
hiS enemies and hImself as the eternal manyr. He's so 
self-obsessed and filled with anger that he lashes out 
at everyone, espec ially the scientific world. NOTE: Doctor 
Von Croft is among the specJfIc scientists he has falsel y 
accused for hiS setbacks 111 the SCIentific community. 

Despite hi s contempt f or humanity, Speed Demon 
works well with his fellow DominatOrs and is completely 
loyal t o them all. 

1--
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Elastico 

ELASTIca 
Real Name: J 85011 Argo 
Alignmenl: DIabolic 
Attributes: I.Q. 9, M.E. 10, M.A. 10, P.S. 12, P.P. 9, 
P.E. 10, P.B. 9, Spd. 12. 
Age: 40 Male Weight: 160lbs HeIght : 5f! l Oin 
Hit POintS: 41 5.D.C.: 106 A.R .: 15 
Disposition: Immature, hOI-tempered /throws 
etc. ), quarrelsome, Insecure, suspicious and 
He likes 10 hurt people. 

Mutant 

tantrums, 
vengeful. 

maximum length 112 feet; ex
body, 56 square feel; ~ 

round ball; bounClflg when baloon 

when 
8mph. 
skill . 

feet; speed is doubled to 24. Gliding 
speed, 20m ph; average speed 

adds . 25% to disguise 
i ) 15; explosions do 

half damage. 
description. 

See H.U., page Il8 for detailed power 

School 

J~~m~~~~;,; include scholasti c 

Algebra 
BaSIC Biology 
AutomotIve MechaniCS 
Photography: Still 
Medical: flrSI Aid 
Secondary Skills 
Hand to Hand: BaSIC 
Body Building/Welght Lirung 
Climbing 
Prowl 
Pick Pockets 

bonuses) 
98% 
98% 
75% 
85/65% 
85% 
95% 

39/5 4% 
56% 
61% 
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Disguise 
Escape Artist 
Imitate Voices 
Study (play) Video Games 
Pilot: Automatic 
Pilot: Small Truck 

I Engine Plane 

Four 

85% 
65% 
50% 
80% 
98% 
88% 
96% 

Bonuses to St rike '4, Parry . 5, Dodge .5, Damage .2, 
Roll w i th Punch or fall .2, Pull Punch .2; f alls do 1/3 
normal damage or no dDmage if puffed up like a balloon. 
Bal ance 80% 
Kick Attack does 1-6 dama.':e. 

Personal Profi le: Elast ico is a cowardly scum-bag who 
craves power and riches. He' s nOted for many cruel and 
vindictive assaults since childhood. At the age of fifteen 
he killed his parentS by suffocation because they wouldn't 
let him participate in a particular activity. He's spent 
mOSt o f his childhood In schools f or difficult children 
and refor m schools. Most of his adult life has been spent 
i n vari Ous speCial restraint chambers which he cou ldn't 
squeeze out of. He's been convic t ed of 1 hree murders, 
in addition to his parents, is suspect ed of several o t hers 
as lI'ell as a multitude o f other c r imes from burglary 
10 kidnapping and extortion. 

Emo!ionall}, Elastico is quite unstable suffering from 
paranoia, sadism, masochism, and a phobia of confining 
enclosures. He' s e~tremely Insecure and reserved unless 
with a group or clearly in control of Ihe situa t ion. A t 
t hese times he IS very bold, cocky and c rueL He remai ns 
wi th the Dominators because he feels secure with them 
as well as having a certain degree of power and wealth. 
Although loyal to Vague and the others, except for Howler, 
he will desert or betray them to avoid confinement. 

In regards to New liaven, he has spent a very brief 
time In its detention center after a brief confl ict with 
the free force. He c raves revenge on the Free f orce 
and the conquering of New Haven to obtain i t s riches 
and wonders for himself and his fellow Dominators. Vague 
is quite intrigued by Elasllco'S slOries of New Haven and 
has made several investigations to locate it. fOTlunately, 
her efforts have been fruitless. while Elasti co can' l re
member exactly where or how he gOt in or escaped, 
All they know Is that it's based on the island o f Manhattan, 



The Grappler 

THE GRAPPLER 
I Sandra Kemp 

: Miscream 
I.Q. II, M.E. 9, M.A. 10, P.S. 18, P.P. 14, 

16, Spd. 15. 
Fem ale Weight: 130 Height : 5(1 Sin 

43 5.D.C. : 46 (plus rOOOI special armour). 
friendly, talkat ive, fair ly laid back , sligh tl y 

but very capable. A lone .... o[ f. dislikes 
authority and limiting rules, laws and regulations. 
Power Category: Robol Type 4: Exo-Skclelon 
Vilal Stati stics: Construc tio n: full body suit , appearance 
masculine, height: 6ft lOins., weight: [IOlhs lin addition 
10 the operator' s own weight), heavy body armour: 5.D. C. 
600; basic body SUi l and elec tri cal system equipped wi t h 
radiation shielding, Insulati on (electrical attacks do 1/3 
damage), coolant circulal ory system, audio command link 
specifically coded t o operator's voice only, and manual, 
digital over- ride control unit. 
SpeCial Additions: 
Augmented Upper Body Strength: equal to P.$. 26, • I I 
t o damage. 
Augmented L ower Body Strength: equal t o P.S. 26, enables 
operator 10 leap 32 feet long and 27 feet high. 
Augmented Speed: equal t o speed o f 34 or 20m ph. 
Augmented Physical Prowess: equal 10 P.P. 24, +5 to str ike, 
parry and dodge. 
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Optics 
Night slght: r ange 600 feet/200 
light to see cJearly in the dark, 
be present. 
Infra-Red: range 600 feet1200 
red spectrum of light and can 
Sensors 

y ards; amplifies existing 
NOTE: some lighl must 

ya rds; sees in the in fra 
pick up hea t em anati ons. 

Heat: sensors that can pick-up and pin-poi m heat emana
tions. Range: 200 feet , field o f detection, 20 foot radius. 
Motion: detects movement. Range: 140 f eet, field of detec
t ion 20 foot radius. 
Radiation: Detects and regis t ers t he amoum of rad iation 
wit hin a 30ft radius. 
Bio-Scan: Indica tes physical condition, pulse, respiration. 
etc. of the robot ' s pil ot . 

Computer: A mi ni compu t er to store and release data, 
perform mathematical calculati ons and so on. Information 
is revealed on a special mini-sc reen on the inside of the 
rol>OI head/visor. Responds only to the voice comm and 
of t he pilol and has limned capabili t ies, maximum stor age 
ten mega-bites {equaJ to St orage o f about 2000 pages 
of text ). 
Micro-Camera: Built in to head thaI can shoot up 10 24 
photographs. 

Special h ems 
Spoot Light: built Into the chest; range o f beam Is 60 feet 
with an Hluminat ion field o f 8f t r adius. 
Underwater Capabilities: water prOOfing and sealing o f 
all int ernal mechanisms and joi nts. 
flo ta t ion Device: voi ce ac t ivated. 
Life Support Unit: An i ndependent oxygen suppJy for the 
pi lot. A i r supply: twO houn; maximum depth 1800 feet , 
pressurt zed. 
Jet Boots: provide limited flight; maximum speed 40mph; 
maximu m duration of fli ght, one hour; maxiumum heigh t, 
400 feet. 

Weapons 
Mini- fl ame Thrower: built into each hand. Range: 8ft, 
Rate of fife: two per melee, Damage: 2-12, Plus + I to 
strike, total o f Ten Blast s. 
Mini- Jon Blast er: two ion blasters are built InlO the fingers 
of each hand !that's a t otal of four blasters). Range: [20 
feet, Rale o f Fire: four per melee. Plus .1 to strike, 
Dam age: 1- 8. t Olal of T welve Blast s per each blaster. 
The blasters can be fired simul t aneously or individually. 
Elec trical Charge: Range: 20 feel, Rate o f fire: four 
per melee, Plus .2 to strike, Damage varies depending 
on setting; 1-4, 1-8, 2- 12, 3-18 or 4- 24. Energv Capacitv: 
24 light charges (2- 12 damage max. 1 or J3 heavy (3- 18 
or 4- 24 dam age). 
SEE H.U. rule book, pages 38-48, fo r details about Robots. 
The Power Pack is powered by solar energy with a small 
nuclear back·up generator and energy st orage system. 
The power pack is built into the exo-skeleton' s back and 
has an individual S.D.C. of 300 and an A.R. J8. {which 
means only att acks with a st rike of 19 or higher actually 
hit and do da magel. Maximum power reserve at full levels 
o f operat ion is 36 hours. Weight: 70 Ibs. 

6,h 
M ilitary Spec ial ist; Esploflage 

~:15;% Agent turned cr iminal; Espionage 



Scholastic Skllis (all Include scholastic 
Basic Math 
Busic Biology 
Painting: Acrylic 
Historo .. ~ Mythology 
SWimming: Competitive 
Hand to Hand: Assassin 
Survival Skill 
W.P. Rifle 
W.P. Automatic Pistol 
YO.P. Blade Iknlfe) 
DisgUise 
Ex piosl ves/De moll [ion 
Pick Locks 
[nyestlgatlve 
Surveillance Svstems 
Tracking 
Secondary Skills 
Body Building/Weight Llfling 
Running 
Photograph\': Silli 
Computer Operation 
Speak German 
Speak RUSSidn 
Pilot: Automatic 
Pilot. Ract' Car 
Pilot: Motor/Speed Boat 
Pilot: Smgle Engine Plant' 
Combat Skills (all bonuses Included) 
As an ordinary woman • . • 
Attacks per Melee, five 

bonuses) 
,,% 
,,% 
78 .. 

" .. " .. 
•• % 

,,% 
75/65% 

"" .... 
,,% 
80/75% 

7." 
9.% 
52" 
52" ,,% 
,,% ,,% ,,% 

Bonus to Strike .2, Parry .3, Dodge ·3, Damage +7. 
Roll with Punch or fall .3. Pull Punch +3. 
Supplemented by the Robot Exo-SkeletOn • 
Attacks per Melee: SIX 
Bonus to Strike .5, Parry .5. Dodge .5, Damage .25. 
Roll with Punch or fall .3, Pull Punch .3. 
Carry and Throw up to 13OOlbs; 11 ft up to 2600lbs. 
leap 27ft high, 32ft long. 
Kick attack does 2-12 damage (plus bonuses) 
Speed 20m ph. 
5.D,C. 600, Total Robot Weight 210lbs 1340lbs with operator) 
NOTE: Don't forget the robot's built in weapons. 
Personal Profile: Sandra Kemp, code name The Grappler, 
was a specially trained federal agent of the United Stat es. 
Her apparent loyalty and skill as a lOp espionage operat ive 
made her a logical choice for the lOp secret robotics 
program. ThiS program specifically dealt with training 
In the use of hlghl)- developed exo-skeletons that would 
greath augment the operat or 's own physical abilities. 
The robot suit Is reinforced with light .... eight metal and 
porcelain components to create body armour a hundred 
times StrOnger than any normal bullet proof vest (the 
exo-skeleton's strength compensates for the fabriC's weight). 
It's also filled with a battery o f sensors and hidden .... eap
ons .... hich include flame throwers, ion blast ers and electri
cal discharge. 

Agent Kemp .... ·as one of three operatiyes assigned 
to the fledgling project to test the errectiveness of the 
exo-skeletons in the field. After six monthS of extensiye 
use, marked with a 89% success factor, Agent Kemp sub
dued one of her fellow robot operators (he was unsuited) 
and stole both his and her o .... n exo-skeleton sui! . Both 
suitS are identical; presumabl) the second suit .... as taken 
as a spare or t o sell on the black market (actually It'S 
being kept as a spare). 

Sandra Kemp has avoided a discreet manhunt white 
building quite a reputall on as a thief of milltllr)' and indus
trial secrets, especially weapons. The she lind masculine 
appearance of the robot suit has also worked 10 Sandr a's 
advantage. Except for a handful of federal agents, no 
one suspects that the Gr appler is a woman; this mllkes 
her secret Identi!y extremely secure. Yet in and out of 
the exo-skeleton agent Kemp is a capable, highly skilled 
profeSSional. Only fools and dead men have underestimat ed 
her because she's a .... oman. 

The Grappler was originally scheduled to appear 
in a future Issue of the Just ice Machine comic book in 
which she steals Challenger's guns. After a fast paced 

cat and mouse chase the Grappler slips up and is finally 
pulveTized b) the Justice Machiners. Hn"cvcr, 8 cocky 
Demon ilnd Talisman allows the Grappler to slip a .... ay. 
Humiliated by the decisiye defeat at the hands of the 
J.M., the Grappler plou her revenge but she' ll not act 
in haste or anger. The Grappler watches and waits for 
the right opportunity to make her mOlle; to extract both 
her JUSt re\'cnge and Challenger's guns (for which she'll 
get a handsome price). 

The Grappler is emotionally stable, clever and profes
sional. She rarely acts in hate or anger; she does not 
suffcr from delusions of grandeur or dreams of .... orld 
domination. The Grappler Is an espionage specialis t who 
uses her training and a stolen robot suit t o secure enough 
wealth t o reure in a st),le befit ting her expensh'e tastes . 
h's important 10 point out that the Grappler 15 satisfied 
in .... Inmng a bailie ... ·ithout killing. not that she hasn't 
killed many In the line of dut y or f or pay, (although she 
rarely accepts assassination contracts). 

Inheritor 
Real Name: James RandahJ 
Alignment: Dlabolk 
A llributes: I.Q. 13, M.E.. 9, ~I.A. II, P.S. 14. P.P. 12, 
P.t. 14. P.B. 10. Spd. i6. 

21 Male Weight: 155 Height : 6ft 
34 S,D.C.: 64 
Rash~etuous, schemer, takes chances, 

I and greedy. Represses hiS emotions. 
: Mutant 

--;""",", or as Randllhl says, ~inheTl ts~ another 
I lies or powers. The Mim ic power enables 

Inheritor to copy the (S.D.C.. P.P., P.E. , 
P.B., Spd and I.Q.l. pSIOnic abllilles of 
another person. Ho .... ever. copy memot), 
trained skills. or abilities from bionics, robot icS 
or hard .... are. Range: 60ft Duranon: as long [IS 

the person being copied Is .... ithin range. SEE H.U. rule 
book, pg. liS for complete power descript ion. The Inheri-

also double-jolllted. 

~?~4<h 
~ mechaniC and driver turned criminal. 

Traintng 

scholastiC bonuses) 

Bl olog) 
Scu lpture: Woad 
Automoti ve Mechdnics 
Gymnastics 
Pilot: Manual TransmiSSion 
Pilot: Race 
Pilot : Mot orcycle 
Pliot : Small Truck/4 Wheel DTiye 
Pilot: Motor/Speed Boat 
Pilot : Helicopter 
Navigation: Air 
Secondar y Skills 
Hand t o Hand: M artial 
W.P. Blade (knife) 
Body Building/ Weight Lifting 
Running 
Cook 
Basic Eject ronics 
PilOt: Automatic 
Pick Locks 
Escape Art 1St 
Medical: first Aid 
Combat Skills 

,,% 
6.% 
6.% 
90/70% 

,,% 
"" "" ,,% 
98% 

'0% 
7 ... 

"" 6." ,,% 
" .. " .. '0% 

A tt acks per Melee: four 
Bonuses to Strike none. Parry . 3. Dodge .J, Damage none. 
Roll with Pu nch or fall .8. Pull Punch +4. 
Karate Kick does 1-8 damage. 
Other Abilities: Climb 24/59%, Climb Rope 86%. Balance 
80%, Back flip 98%, Leap 12 ft long or high, Prowl 50%. 
Swipe from cla wed hand (blades) does 2-8 damage (roll 

88 tWO 4-slded dice). 



Personal Pro file: The Inherit or is a young, tough rogue 
who's dec,ded to take what he Wants. He's an ambit ious, 
cunning. high roller willing to gamble against the odds. 
Some believe he has a death wish, others feel he's simply 
a psychopath. In all actuality neither speculation is far 
from the truth. Inheritor has always ellhibited a fearless 
daring, even as a child when he'd accept any challenge 
Irregardless of .he danger. Indeed, he craves danger for 
it is danger that gives his l i fe enjoyment. The t hrill 
of beating death. By the age of fifteen he had dropped 
out of school, run away from his middle-class home and 
was earOlng hiS keep as an assistant au t o mechanic and 
dirt-bike racer for a second rate racer . and a small t ime 
drug dealer, Samual T. Lebbon. By eighteen Inher itor 
had graduated to Stunt driver. racer and Inher i tor (no 
pun intended) o f Mr. Lebbon's drug operation (it seems 
he had a most un fortunate "accident " ). Un fortunat ely, 
the thrills o f fast cars faded and t he Inher itor, costumed 
villaIn, was born. 
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Inheritor has only begun his criminal career bu t has 
already gained a reputatIon for hIS danng, boldness and 
cruelty. His crimes range from knocking over liQuor Stores 
lin broad day light) to enortion. kidnapping, bu rglarly 
and murder. Although currently working as a lone wolf, 
he Is ripe for recruitment as a member of a partnership, 
group or organizat ion especiall y if it teams him wi t h other 
super villains whose powers he can mimic. He would 
find the challenge of confronting other superbeings and 
the allure of nOlOnety, power and weal t h irresistible. 
Likewise, he wilt not turn down any opportunity 10 tackle 
an elltremely difficult contract if t he job is eliciting enough. 
Inheritor thrives on conflict, gOlllg out of his way 10 chal
lenge any superhero (unless he's operating with a group). 
Demon of the Justice M achine would be a prime larget 
as would Challenger, Titan and possibly Blazer; the free 
force would also intrigue him. [f captured and brough t 
to New l'laven, the Inheritor will convincingly pretend 
to turn over a new leaf whi le secretly caus,ng mayhem 
or wailing for Ihe r ight time to make his move, whether 
It be escape or attack. 

Psychologically he is seething with hostili t y, anger 
and InseCUrllles. He must contlnually prove himself to 
ot hers as well as himself. Jnheritor is also ext remely 
sadistlc, enjoying the inflict ion of both physical and 
emotional pain. for this reason he ..... ears ralorsharp claw
like blades on each finger of his hands. A swipe f rom 
the claws does 2-5 damage. He's also fond of any kind 
of blade weapon. especially knives. 

Killer Whale 
Charles Grayson 

Misc reant 
I.Q. 5, M.E. 10, M.A. 7, P.S. 24. P.P. 12, 

9. Spd. 15 (45 or 30m ph underwater). 
M ale Weight : 280!bs Heighl: 6ft 9in 

'1lk!~;o/,;'~. 44 5. D.C. : 128 (plus 100 under water!. 
l' Rough, tough and mean. Enjoys a good brawl , 

:--''''"''';'';';'''' complainer. Likes to be in control 

include: Breath Under-
I E:nraord inary Sl rength 

P.S, 28, bonus: add 100 when 
underw ater; Speed 45 (30m phI under ..... ater. Other bonuses 
while underwater; one ellt r a anack per melee, .. 2 t o strike, 
+4 to parry, -+6 to dodge. SEE H. U., page 119 for detailed 
powe r description; a[1 bonuses have been included in all 
Slats. 

t~~~~~~~~< "h High School 
5% 

i i 
(all Included ='"--

Basic 81010gy 
MusiC: Vocal 
Automotive Mec hani cs 
Bolling 
Hockey 
Secondary Sk i lls 
General AthletiCS 
Body Building/Weight Lifting 
Hand to Hand: Basic 
Hunting (W.P. Rifle) 
fishing 
Drugs 
Cook 
Sewi ng IBasic) 
Pilot: Automatic 

scholas! ie bonuses) 
98% ,,% 
57% 
75/55% 

55% 
98% 
80% 
82% 
80% 
98% 



Pilot, Manual Transmission (stick) 98% 
Pilot: MOlOr/Speed Boat 92% 
Pilote Sail Type Boat 94% 
Combat Skills 
Attacks per Melee: five 
Bonuses on dry land: strike .1, Parry .4, Dodge +4, 
Damage .9, Roll with Punch or fall .4, Pull Punch . 2, 
Save vs Toxins .S, Save vs Coma/Death .14. 
Body Block d,)Cs 1-4 dama,l!:e (plus bonus) •• 2 t o Sir ike. 
C.Jn earn or Ihru'" up to 1200lb~, 11ft up t o 24001bs. 
Combat Sltills Underwater 
Altacks per Melee 51" 
Bonuses t o Strike ·2, Parry .8, Dodge .1 0, Damage .13, 
Roll with a Punch or Fall ·2, Pull Punch .2, Speed 30mph, 
SoD.C. 100 eJ(lra lImal 2281. Can carrv or throw up 
to 1400lb'. hit up 1<1 2800lb~ 0\11 other bonuses and 
skills SU\ the same. 

Personal Profile: KIII('r Whale IS iJn extremel}' slOcky, 
broad, mutant "'lIh \.Indprwdt(>f abilltle~. lip's a muscle
buund mlsanthrnpt· ""uh dreams of riches and power. 
Killer Whdle I~ .!!.!.'I partl{'ularl\- skilled or cle\er bu! his 
'''''('some ~(rength and tenacity make him , deadh foe. 
On', the laSI fl\(' H'iJr- he's been the strong-man for 
~e\'eral non-SUperp<llloere<! groups, usuall)' sea based. Un
lortunateh his cTlm lnal ('areer has been less than impressive 
With his greates! accomplishment bein!1; that he's al ways 
e\'aded capture b\- the authorities. 

" hpn on the tun, Kille Whale usually lives in or 
Ilei\r a larate bnd\' of waler (fresh or salt) although he 
mu('h prefers the pll'asures 01 dr} land. He has never 
had .. run-If wllh anNner super beJIIg. 
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Killgore 

KILl.GORE 
Real Name: L'oknown 
Alignment; MJ~("reant 

Attributes: t.Q. 8, M.E. 14, )l.1.A. 13, P. S. 30, P.P. IS, 
P,E. 24, P,B. 10, $pd. 22. 
Age: L'nkon ..... n Male Weighl : 1200lbs Ucight: lUI 
Hit Poims: SO s'D.C. : 95 (plus 240 S.D.C. "hlle on 
Earth). ---
Dlsposliion: Extremel) aggreS$l~e. war- like, seems to be 
dn\"en b) i;I need 10 dommilte all others; those who oppose 
him are destrOH'd. Tend~ to be qUick-tempered and cruel. 
:"It"d" "ht'n angn, frustrated or confused. Merciless 
In (""mbal. 

Allen IOrlJi:ln unkno ... 0) 
raordi nary Strengt h combined with tile 

bod~ and onO:Hlilt Ing from " I'ugh graVity 
planet h ... ~ produced a creJture of phenomenal sHength. 
"I!lg()rt"~ raw physical 5!rt'ngth I~ normallv 30 but supple-
mented by Earth's mu<.:h lower • hiS slTength 
by ('Ighl for a 101;.11 P.S. of .23. lie 
CLln tarn lind thro" up to to 38,000 
Ibs. 

I\ril/olore 1Iiso pos~('sses .In Incredtble physical endurance 
proVldln,lt bonUM'~ of . 5 to save vs 10XIns and , 13% t o 
sal'''' vs rOmiJ/death. lie's also resis tant 10 cold: all cold 
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anacks 
cold 1~ 

do half dama~e. 
abo t he result 01 

Thl~ Sl"ml-lmpen1It.usnI"SS !U 
his accitmallun to cold on hj~ 

Training IPh)sical skills) 

include scholastic bonuses) 
that apply 10 Ihls mysterious CreafUre 

are listed. 
lIand 10 lIand: lxpen 
W.P. Blunt (.3s/.lp/.lthr) 
W.P. Blade: S ... ord Types (.3s1.2p/.llhr) 
W.P. Chain (.3s/.lp/.lthr) 
Climbing 
I3od\ BuildIng 
Wreslilng 
SWImming: comp('llIive 
Secondary Skills 
Prowl 
Hunt ing (wlthour the W.P. rifle skill! 
FIshing 

78/88% 

,,% 
56% 
65% ,,% 



Carpentry 60% 
Speak Earth Spamsh 82% 
Speak Eanh English (3rd level' 67% 
Cook 98% 
Pllol AUlOmallC 98% 

all bonuses) 
Four 

Bounses to St rike .3, Parr y ·2, Dodge .2, Damage +26, 
Roll wIth Punch or Fall '4, Pull Punch .2. 
Kick Attack does 1-6 damage (plus damage bol'1us) 
Body Block does 1- 4 damage (plus damage bonus) , 
60% lIkelihood of knocking opponent down. 
Pin/lncapaclulte (bv holdlflg) with roll of 18-20 
Crush/Squeeze does 1-8 damage 
Personal Prorile: The authorilles at New Haven, where 
Killlore IS currently Incarcerau!d, have determIned that 
he IS an ailen from another planet. However, he remains 
quue an emgma. KIllgore .... as discovered in a South 
American Jungle where he terrorized tWO neighboring 
villages. He fIrst slel'> ail dominant males, and reSLStors, 
He then bullied and beal the remaining males, abused 
the women lind took food or an~ other items he desired. 
The mysteq' lays in that he Is clearly an extra-terreSIrLol 
yet he hImself possesses no technological knowledge (rather, 
he's almnst bestial), has no VIsible means of arrival i.e. 
space craft, no technologLcal equipment, no comrades. 
It's a~ If he JUSt appeared one day OUt of thin aIr. HIS 
only apparent non-eanhh posseSSIons are his war-club 
composed of a super-strong melal alloy of an undetermined 
nalUre, 'NTlst bands and anklets composed of the same 
melal and a lOugh, fleXible plaSIlC harness that wraps 
around hl~ ... aISI. extends up the chest , wraps around the 
collar bone and do""n hIS spIne. The harness, like the 
plaslle leather-like boots. is studded with sharp metal 
prOtrUSIOnS, gladlalOr style. 

Phvslcally KiHgore Is a gIant standing exactly twelve 
feel tall. He is exceptionally broad for his size and 
thick wnh muscle. It is believed that he Qriglnates from 
a planet with a much heavier gravity than Earth whIch 
gives him an even greater strength. speed and mass while 
under Earth's less oppressive gravhatlonal pull. His dark 
orange compleXIOn and wild fur-like hair adds 10 his 
impoSing bestial appearance. 

Killgore is conSIdered 10 be extremely dangerous 
and IS ImprIsoned in New Haven. Killgore originally ap
peared In the 1.M. comiC book Issue number three with 
a cameo appearance in number four. 

Man Hunter 
Media MLchabL 

Aberrant 
I.Q. 14, M.E. 18, M.A . 
. 18 Spd. 21. 

Female Weisht: 
3 1 5.D.C.: 9$ 

II, P.S. 20, P.P. 19, 

148 Height: 6ft 

Arrogant, self-righteous, tOugh, impudent. 
authority. espeCIally male authority figures. 

;~~:~::~~::;~I;merciless, ruth less in business and battle with 
I tendencies. 

: Physical Trai ning 
to Hand: MartLal, Boxing (collegiate level), 

Wrestling, ClimbIng 85/9:'%. Supplemented 
by her more conventional physical activities listed uoder 
scholastic and secondary skills, Man Hunter Is a formidable 

, 
Algebra 
Business 

to a high school education. 

(royal l)') 
include scholastic bonuses) 

"'" "'" 80'" 

" 

Computer Technology/Operation 90% 
Music: Flute S7'lb 
Fo,:,',," L,~,,",g,,; EnglLsh 79% 

Truck/4 Wheel DTlve 
Pilot: Single Engine Plane 
Hunting (W.P. Bow and Arrow) 
Escape Artist 
Dance 
Prowl 
IJody Building/Weight Uhlng 
Swimming: Basic 
W.P. Bl ade: Spear 
W.P. Blade: Knife/Short Sword 
W.P. Blunt 

71% 
,,% 
92% 
60% 
60% 
65% 
64% 

,,% 

Combal Skills (all bonuses are Included) 
Attach per Melee: SIX 
Bonuses to St r ike .S, Parry +7; Dodge .7.Damage .$: 
Roll with Punch or Fall .12, Pul l Punch ·4, .1 to save 
vs l oxln, .5 to save vs coma/death. 
Knock Out/Stun on nalural 20 
Karate Kick does 1-8 damage 
Body Block/Tackle does 1-4 damage, 60% chance of knocking 
opponent down. 
Pin!incapacit ate {by holding] on a roll of 18-20. 
Other Abilities: Crush/Squeeze does 1- 4 damage. Balance 
8$%, Climb Rope 90~, Back flip 98%, Leap 14ft hLgh and 
14 ft loog. 



Personal Profile: The woman, Man I-Iullle r, is a princess 
o f a small. technologically deprived Island kingdom off 
the coasl of Afnca. Onl y small bits of t echnology, such 
as baSIC COmPUlerS, aut omotive and some fundament al 
Industrial equi pment and operations are available 10 th is 
till), Ihlrd .... o rld nation. Generally, the island is over
cro .... ded; liS people poor, hungry and unskilled. The govern· 
ment and sOClelY is dominated by strict male rule placing 
women In a clearly subserVIent role as less than second 
class cit !lens. 

PTlnc~s.s M ichabi, a.k.a. Man Hunter, Is a militant 
advocate for women's liberallon which has created quite 
a SlIr In the island's polillcal arena from t ime to lime. 
The prlilce~, IS outspoken, artlculale, bold and aggressive; 
all traIts Ihe men of the Island do 001 respect in a .... oman. 
Ph\5lca!ly she is a world class athlete. superior 10 most 
men In both skill and nalural aptitude. Emotionally she 
has overcompensated for Ihe masculine oppression by her· 
self becumlng equally aggressive, uncompromIsIng and 
ruthless. She Is cle\'er, young, open to ne.... Ideas and 
a Mtural head for bUSiness which gives her an edge over 
most of her male COmpetlllC'n. Unfortunatel)' she has 
become IrreverSlbh prejudiCIal lO"'ards all men believing 
them 10 bf' infenor to women, A belIef she often enjoys 
dem{lil$tr;.lmR by humlitatin"l and degrading men whenever 
poSSIble. 

S .. meda\ SO..,11 PrHICeSS Mlchabl .... 111 become Ihe isl and's 
ruler, afa'r the "',"I!'~ death In a suspicious hunting acct· 
dent. It is at thIS POint that her megalomaniac tendencies 
... 111 be IIIlven ... Ing'. fueled by her buter anger, lust f or 
reveno:e and fanaucal ambillon. 

"-1an Hunter, whose f avorite sport Is physical con tests 
alo(11n~t men, .... as origmalh scheduled to appear in the 
JU~Il('e \1i1chme comIC book In a story that pits her againsl 
Oem(ln and Challenger. In that slory the J.M. relax on 
a supposedl" unoccupied island near Man Hunter's homela nd. 
Allhough thl$ sabbullcai IS to be a vacation for Blazer 
and Demon, the J.~1. are besel by the young huntress 
who arranges a life and death contest agalOSt Demon 
and Challenger. An already f ati gued and overconfident 
Demon IS very nearly killed, saved only by the ski ll of 
Challenger. Ultimately Man Hunter [s defeated by Challenger 
and the Justice Machine are allowed to finish their vacalion 
and .... lth the respect of the warr ior Pr incess. 

In regard to the Jusl ice Machine, Man Hunler respects 
Challenger as a warrior. Ihe female members with equal 

The dIsrupt nervous s\,stem abllll\ cail also IIlfllC! 
Pain doing 3· 18 damalole HIrst to S.O.c. and then hIt pOIllU) 
and temporanh Stunning liS \'iclIm for 1-4 melees. The 
Death touch 15 b\ for Ihe most danR;erOUS of the drsruptor 
t ouches. The touch causes 6·36 damage and shocks the 
nervous svstem, plunging the vIctim into a coma unless 
a successful savlllg thro"" (15 or hljlher) ts made. If the 
sonng thro ... IS 5u('cessful. the person onl~ suffers physical 
damage and is 'OT placed In a com:!. Those ... ho are 
nOI fortunate and fall IIlto a ('oma are sublect to t he 
normal sur\'lnng coma/death rules (See the Heroes Un· 
l i mited rule book, Pjl. 7). Slde-eHens from ph\sical dam· 
age are nOI apph('able. Those who felll to save \'S comal 
dea th dIe. 
Coma Saving Bonus; because t his IS an unnatural affect 
the vlcum's body IS slight I) morc resilient providIng a 
bonus of · 10% to save vs coma/death, 

The u~e of the death lOuch also Hikes liS l oll on 
Ihe penon infhcun!!: Ihe coma. The super belllg hImself 
is drained each l i me he uses Ihe death tOuch (lhe o ther 
disruption tou('hes do no damage). Side eH ectS: reduce 
speed by half, -2 to slflke, parry, dodge and ·2 for ALL 
saving thro""5 for 2· 12 melees. Stde efre('1S from multiple 
or conilnuous use o f the death-touch ore a('cumula t ive. 

NOTE: the super bei ng possessing Ihe disruptOr l ouch 
must phvslcalh touch hiS opponent to ha\'e any affecl. 
The touch will IIlduce its effecls on bare skin and through 
all normal fabriCS; but WIll not effec t t hose in robots, 

regard; TUan and TalIsman with Indif f erence and Demon ~".;I.t-~<;j'\ 
as a sleaze-ball. 

Game Master's NOTE: You may .... ant 10 recreal e 
the Man Hunter, Demon, Challenger battle as a mini
adventure In your campaign or just playas if it is an 
e"enl Ihat has alreadv laken place. 

Nightshade 
NIGHTSI-IADE 
Real Name; Rick Jackson 
Alisnment : AnarChIst 
Attributes: I.Q. 12. M.E. II, M.A. 13, P.S. 17, P.P. I S, 
P.E. 19, p.n. 14, Spd. 16. 
Age: 30 Male Weight: 180lbs lieight: 6ft l in 
Hit Poi nt s: 39 S,D. C.: 65 
Disposilion: Errat~metlmes irrational, sarcastic, dls
turblllgl~ quiet; devast at i ng In combat. Emotionally cold, 
insensitive; perplexed about hIS powers and purposes. 
SelfISh, untrusl .... onh} , skeptical of everything. 
Po .... er Calegory; M utant 
Super Po .... er : Disruptive lauch, Thls let hal power actually 
disrupts the nervous s\'stem of the person who falls Vic t im 
10 It. The lauch can cause the following aHects: Disrupt 
optic nerves temporarily bli nding Ihe person; victims 
are ·9 to strike, parry and dodge. Disr upt nervous syslem 
Immoblizes the mOtor pan of the bnlln cau511lg temporar}" 
parah'sis. ViCtIms are completel)' incapaCllated. The 
durallon 01 Ihe blindness and paral}'sis is 3- 12 mlnules; 
Savlllg Ihro"" 15 I :' or hIgher. 
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exo-skelelOns. or enYlronmenial bod} armour or space 
type SUIIS. Characlers who possess a ~nalural" body armour 
such as charac ters who can alter Iheir physical Slructure 
ISlretchlOg Included) lake half damage. effeelS are reduced 
b) half and are . 2 t o saye. 
Attscks per Melee: Ihe super being can use his/her dis
ruplor touch as equal 10 Ihe number of physical attacks 
per melee Ihat IndlYIdusl ma, haye. In NlghlShade's case 
he ha~ four attacks or touches per melee. 
Bonuses: Ihe super bemg is .1 on all saYing throws and 
·14' to saye vs coma/death. 

,,,;:htshade is dlso one of those rare mdlvlduals who 
possesses IWO verI dlSlln(,tll different super powers. 
HIs second 'P{W.er I~ Darkness Control which Includes create 
darkness: ranRe: 120fl. ar('a affected 4 foot radiUS, dur

minutes; !hado .... meld, the ability 10 become 
InvISible In darkness/shado..... SEE /I.U., page 

po .... er deSCript ion. 

"h 
fo!I!llan' Specialist/Espionage 

kunenlly a vagabond), ex-CIA I~~~~~~ '5'" lall ,"clude scholaSllc bonuses) 

Busl(" BlOlogl 
\1u5IC: IO{,11 
Phi1os()ph~ 

Foreign Langua,Rt': German 
H"nd 10 H .. nd: foldrtldl 
..... p. "'UlOmdtl(' PI~IO 

\\.P. Blade IkOilel 
Dls~ulse 
InveMI~allve 
~unellJan("e ~\ ~tem, 

PICk ppcket 
Pick Ln~' 
Prt·" 1 
Secondary Skills 
Bod, Bulldlng/\\elghl Lifting 
Gerleral A th letics 
Climbing 
S ... lmmlO.I\: Competitive 
ElectroniCs: BaSIC 
AutromOllve Mechanics: BaSIC 
Pilot M<)torClcle 
Plio!. !\utomallc 
PII{l!, Single Engine Plane 
Combat Skills lall bonuses IOcludedJ 
Attacks per Melee: !'"our 

"" ,,% 

"" "" "" 
H% 
70% 

"'" 69''tJ 

"'" 70'" 

31/46% 

"'" 60% 
60/45% 

"" ,,% 
"'" 

agenl. 

Bonuses 10 Strike none, Parry ·4, Dodge .4, Damage .3, 
Roll with Punch or !'"all .5. Pull Punch ·4, Save vs Toxins 
.3, Save vs Coma/Deal h .18%. Save vs Psionic! (or any 
other saving throw) .1 (power bonus) 
Karate Kick does 1·8 damage 
Body Block/Tackle docs 1-4 damage. 

, 
was 10 locate. 
bl' the name o f 

Nightshade ..... as a C. I.A. operallve special
and assa~sinallon. Hl$ lasl aSSignment 

Siudl' and apprehend a radical subversive 
Ham mel Dash. The C.I.A. has been unable 

to Ih .... ·art Dash's f;,tnatical pursuit of his Ideals and fear 
that hiS secret sO(:lel), .... It hits goyernment independence, 
hll';h-Iechnology, un·orthodox experiments and cuilivation 
of super bemgs, among olher Ihings, is a deflOile fI~k 
to national seeoflt). Consequently, they seek to apprehend, 
inlerrogate and Incarcerate the man Ihey vIew as a far 
tOO powerful . Vigilante. revolutlonar .. ( .... hich isn't far from 
the truth}. Since Dash is kno .... n to solicit super bemgs, 
II .... as logical that the C.I.A. assign onc o f their o .... n 
super powered agents to the case, Ihe elusiye Nlghlshade. 

Ho ..... ever during hl~ IOvestigatlons he ran afoul o f 
Ihe IllIalOOlJS Inheritor .... ho caught '\:lghlShade off guard. 
turning hl5 o .... n powers against him hhc Inheritor can 
mimiC anI superpower, see his descnption elsewhere in 
the ,illain sec lion!. Althou!J:h h;lving sUTlII'ed the ~death 
touCh~, Ihe shock to hiS s~stem has affected hiS memor ... 
'ightshade has no recollecllon of his past or purpose, 
Irontcalh' he has found and gamed access to Ne .... · Ha~en. 

" 

Although he kno ... s Ihal IhlS place IS Important t o 
him. he doesn' t kno.... ...·hv. Consequently . all he does 
is prowl around f\ell lIaven observmg e~errlhlnlo\ from 
hiS secret hiding place in the shadOlls. For food he raids 
the various cafelenas or IndiVidual apartments. /-lI S obser
vations have given him an excellent understanding of Ne .... 
Haven's layout and operations. He has a,'olded all allempts 
at COmmUfllCallOn .... hlle proving to be an elusll'e adversar~ 
for both Ihe !'"ree !'"o rce and New Haven's securlll f orce, 

Simple therapy ... ·111 bring back Nightshade's memory, 
at which lime he will begin to plot the capture of Hammet 
Dash. Unlll then, he remalOS confused and perplexed 
aboul hlS powers and purpose. NOTE: Nightshade has 
not yet exhibited his disrupt or po ... er, onll hiS control 
of darkness and skills in marllal combat. A selfish. un· 
sa\lsfied person. II'S pOSSible Ihat .he heads of Ne .... ' Haven 
could convince him to loin Ihem eyen after his memor}' 
returns. Howeyer. he's an umrust ... orthy ally who is likely 
10 betray hiS com rades or join an eVil organization. 

Officially t he C.I.A. has him listed as missi ng in 
action, suspected of falling VICllm 10 Hammel Dash and 
his mmions. Nightshade has been miSSing for Ihree mOfllhs. 

The Prophet 



THE PROPHET 
Real Name: JeHrey Johnson 
Alignment: Miscreant 
Anrlbutes: I.Q. 18, M.E. 20, M.A. 17, P.5. I I, P.P. 10, 
P.E. 13, P.B. 12, Spd. II. 

30 Male Weight: ISOlbs Height : Sft lOin 
S.D.C.: 20 

Arrogant , snobbish, feel s superior; a methodical 
and ruthless. 

Psionic (Natural) 118 !.S.P. 
Bio-manipulallon enables him to deafen, 

I cause pain; Range: 160ft , 
6, Savln~ throw: 

I Prophet s 5.D.C. 
or hit points. Read: Range: Touch, I.S.P. costs: 4; 
picks up psychic emanations fr om objects. Detect Psionics: 
Range: 620 yards, I.S.P. costs: 2. Hypontic Suggestion: 
Range: 12ft, I.S.P. COSts: 2 per suggestion. Mind Block: 
prohibits mind probes, I.S.P. COStS: 4, Range: self, Duration: 
10 minutes. Speed Reading: Range: self. Duration: 10 
minutes, I.S.P. COSt: 4. Total Recall : Range: self, Duration: 
20 minutes, I.S.P. COSI: S. Summon Inner Strength: Range: 
self, Duration: 20 minutes, I.S.P. COSt: 6; adds 10 S.D.C. 
per 6 I.S.P. SEE H.U. rule book psionic section, 

for detailed descriptions of psl~powers. 

6.h 
years of college. 

t I.Q. bonus) 

Basic 
Algebra 
Trigonometry 
Music: composition 
Chemistry 
Physics 
Calculus 
ChemisHY: Analytical 
Computer Technology/Operation 
Invesllgative 
Surveillance Systems 
Pilol: Helicopter 
Secondary Skitls 
Basic EleclTonics 
Automotive Mechanics 
Audio Communications 
Pilot: Automotive 
Pilot: Manual Transmission 
Pilot: Single Engine Plane 
Disguise 
Forgery 
Pholography: VIdeo 
Pick Locks 
Prowl 
Hand to Hand: Basic 

Combat Skills 
Auacks per Melee: Four Hand 10 Hand 
Anacks per Melee: f our Psionic 

bonuses) ,,., 
" .. ,,% 
" .. 73 .. 
87% 
,,% 
" .. 77 .. 

" .. 77 .. 
,,% 
.. % 

" .. 75/60% ,,% 
" .. ,,% 
" .. ,,% 
55 .. 
7 ... 
66 .. 

" .. 
Bonuses to St rike .4, Parry .2, Dodge .2, Damages .2, 
Roll with Punch or Fall .2, Pull Punch .2, Save vs Psionic 
Auack .3. 
Personal Proflle:The Prophet Is on extremely intelligent, 
cunning Individual. He's an extremely good planner with 
a head for details and tac tics, supplemented by his psionic 
abilities of speed reading and total recall. He's t he Ideal 
cri minal master mind, a capable strategist, tricky, and 
a charismatic leader. Although ruthless and cold he has 
not yet added murder to his list of accomplishments. 
His c rimes Include Ihefl . burglary, and eXl on ion. He 
seems to have a particular attraction to precious gems 
and exotiC lIems. Unlike mosl of the villains in this 
book the Prophet peders a low key existence avoiding 
dangerous confrontations wheneve r possible. This Is In 
part due 10 his lack of physical skills and his cunning 
to work behind the scene to avoid capt ure. His usual 
mode of operation is to collect a team of c riminals, often 
specialists in a particular area, and mold them inlO a 

well oiled fo rce to accomplish a specific task. So far 
he has never used the same people more than once. An 
impressive list of successes which haven't even implicaled 
him in the leasl, has prompted him to consider eSl8blishing 
a c rack team of super vill ains to expand his operations. 
The Stalke r, Inherito r and possibly the Grappler are likely 
candidates from Ihe villains listed in this book. Game 
Maste r's, this is an excellent opportuni ty to include your 
own villainous c reations as a new team lead by the Prophet. 

While the Prophe t may be psionic, he possesses no 
c lai rvoyant o r precogniti on abil it ies wh ich makes his name 
more symbolic than rdlectlve of his abilities. Although 
physically inferior to most heroes or villains, his psi-powers 
are ext remely dangerous; powers that he has learned 10 
wield with deadly precision. By means of his blo
manlpulal lon powers the Prophet can incapacilate even 
the most powerful opponent without lifting his lillie finger. 

The Sea Creature 
Unknown 

I I 
8, M.E. 16, M.A. II, P.$. 20, P.P. 18, 

Spd. ] 5 on dry land. 
Male Weight: 600lbs HeIght: 16ft. 
54 5.D.C.: 160 (plus 100 when underwater). 

~lle, frus traled, vengeful loward 
;;;;;",n~"ii,~- cruelly. Su ffers from c ronic physl~ 

Mindless Aggression (semi~ 
upset . 

razor sharp 
henslle tall (+ 1 
] ~8 damage, can 
additional bonuses 
t he tall) . 

as well as complete 
a natural, scaly green 

damage, and a 16ft pre
parry, .5 to dodge, does 

and strike like an eXira limb, but 
other than damage do not apply to 

Include breathing underwaler, swim 
bonuses as listed in the combat skills. 

for delailed description. 

~~~~~~t'.~~"h School 

Understand 
Understand 
Unders t and 
Track 

Include scholaslic bonuses) 
that stl1l apply to the sub-human 

German 90% 
Polish 80% 
French 60% 
English 40% 

65/60% 
Secondary Skills 
Escape Art iSt 
Prowl 
Hand to Hand: Basic 
Combat Skills 

,,% 
,,% 

Attacks per Melee: Five plus one extra tail auack. 

creature 

Bonuses to Strike .5, Parry . 5, Dodge +5, Damage .7; 
Roll with PlJnch or Fall .4, PlJII PlJnch .. 2. 
Bonuses Underwate r; 10 str ike .7, parry +9, dodge +11 , 
damage .11, plus one addil ional attack for a to tal of 
six per melee. 
Swimming Ability is equal 
89% skill level, swim speed 
Prehensile Tail adds one 
8 damage plus bonuses. 

to a top competit ive swimmer, 
of 4Smph. 
addi t ional attack and does 1-

Personal Profil e: The Sea Creature is a tragic mockery 
of a human being; the reSUlt of hideous genetic experi~ 

menu by the Nazi 's during World War II. In their pursuit 
to create a super~soldier they transformed a sixteen year 
o ld yout h with aquaphobla Inw a sea monster. The count
less operat ions, serums, and radiation were agonizing and 
te rribly traumal ic. Less than human, the poor crea ture 
can' , speak and has great difficul ty comprehending human 
speech and technology. What It does understand Is pain 
and sorrow. [t Is almost empath lcally percept ive of other 
people's pains and sorrows; empathizing with all tortured 

95 souls. 
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THE SEA CREATURE 

For the last f ony.three years it has t r ied to lose 
Itself in t he cool ocean waters, but the chronic pain that 
still stabs it s deformed body won' t allow it to forget. 
from t i me t o time it has surfaced to walk among men 
usually c reating mayhem and f ear. It has an uncanny 
ability of finding cruelty and destroying it. The creature 
is obsessed with destroying all the Inflict ers of pain and 
cruelty, especially Nazi's. It has an equally uncanny, 
almost psychic abili t y to recognile /sense Na~i's. Whenever 
it uncovers cruel l y it lashes out with deadl y force and 
Is prone t o berserker rage when angered or frustrated (see 
mindless agresslon under Psychosis in Heroes Unlimited 
ru le book, page 145). Driven by lIS tormentS, all it really 
seeks is peace. 

NOTE: the creature can Stay on dry land f or 
20 minutes before it begins to suffer from 
and exposure. 
Exposure has the following effec t s: reduce attributes: 
P.S. -2, P.P. -2, and speed by 1/3. S.D.C. Is reduced 
by 10. These effects are accumulative for each additional 
hour o f ellJ)Osure. When all P.S. polnlS are gone the crea· 
ture will collapse; 100 weak to move. When all SoD.C. 
points are deplet ed subtract 10 hit J>Oint s for each addition· 
al hour o f eJ(posure as the c reature slowly dies. The 
creature can be restored by being placed in a sail water 
solut ion roughly equal to sea water. It will rega in St rength 
at about the same r ale that It lost It. 

The Sea Creawre debut was in an ellcellent st or y 
1'1 the J.M. comic book Issue num ber five. 

The Stalker 
: David Longtree 
M iscreanl 
I.Q. 12, M.E. 14, M.A. 9, P.S. 21 , P.P. 16, 

17, Spd. 20. 
M ale Weight: 1751bs Height : 6ft 

SoD.C. : 80 
Self-cent ered, glory hound who places bls 

above all else. Confident, cunning, mean, 

~~~~~~~.:;.::,~,~eful. ~ Spedal Training; Espionage 
Automati c Pistol, Hand to Hand: 

Investigative 75%, Pi ck Locks 
70%. 

year o f college. 

; 
Basic Biology 
MusiC: Guitar 
Automotive Mechanics 
General Athletics 
Boxing 
Acrobatics 
Research 
Surveillance Syst ems 
Philosophy 
Secondary Skills 
Hunting (W.P. Rifle) 
Body Buildlng!Welght Llhlng 
Climbing 
Swimming: Basic 
Elect ronics (basic) 
Drugs 
Pilot: Motorcyc le 
Pi lot : Manual Transmission 
PiIO[ : MotOr/Speed Boat 
Speaks Navaho Indian 

scholastic 

Combat Sk ills (all bonuses Included) 
Attacks per Melee: Six 

bonuses} 

"" "" .. " 88/58% 

73" 
68% 

"" 
44/ 59% 

"" 7()" 

90% 
9'% 
9'% 
92% 
,,% 

Bonuses to St rike ~4, Par ry .7, Dodge .7, Damage +6; 
Roll with Punch or Fall +7, Pull Punch +4. 

Knock Out l Stun on a nalural 
Karate Kick does 1· 8 damage. 
Body Block/Tack le does 1· 4 damage, 50% likelihood o f 
knocking an opponent down. 
Prowl 80%. 
Other Abilities: C l imb Rope 98%, Wal k Tigh t Rope 98%, 
Excellent Balance 98%. Sense of Direct ion 98%, Back 
fli p 96%, Leap 18ft hi gh and 19ft long. 
Personal Profi le: David Longtree, al i as The Stalker , is 
a native bor n American Indian of Navaho heritage. Re· 
c rui t ed and trai ned by the people o f New Haven he quick ly 
established hlm seJr as a tOp security en forcer. The Stalker's 
abilities t o prowl, track and climb made him a deadly 
adversary to wrong·doers inside and out side of New Haven. 
Problems arose in t hat Stalker was much more int erested 
In personal glory, wealth and well-being than justice and 
the welfare of panners or bystanders. A rtamboyam 
lone wolf, he could never work well with partners usually 
operating as if they didn' t exist. furthermore, his bullying. 
strong·ar m tact ics were unconventional, o ften bordering 
on the c ruel. 

After repeated inc idents of recklessness, neglect 
and unnecessary force, followed by a major conrlic t between 
the Stalker and the free f orce, Stalker was deprogrammed 
and dismissed from New H aven. The deprogramming in· 
c luded a poSt hypomic suggestion to forget all about New 
H aven. However , the Stalker is a Slrong person bot h 
memally and phySica lly. The resu lt is that he is slowly 
remembering It all . When he has remem bered enough 
he will crave vengeance; returning 10 New Have to st alk 
again. A spiteful , bitter person, he will seek to hun t hose 
who he feels have hurt and disgraced him. Spec ific t arget S 
Include the free f orce, Hammet Dash and Sm i tt y. Anyone 
who st ands In his way wi ll also feel his anger. 

Curremly St alker Is prospering as a burglar; vic timizing 
97 high sociely around the country. 



Doctor Vargos 

DR. VARGOS 
Real Name: Lewi s Vargos 
Alignment: Anarchist 
Atlrlbutes: I.Q. 15, M. E. 
P.E. 12, P.B. 10, Spd. 14. 
Age: 38 Male 
Normal '''eight: 5h 
t 20 when changed) 

II , M.A. 7, P.S. 16, P.P. 13, 

140lbs 
33 S.D.C.: 56 (plus 

unassuming but secretly frustrated; 
able to dominate others. Pent-up hoslilhy 

anger comes OUt when transformed. 
Power Category: ~peri men! 
Super Power: Physical Transformation: this is a major 
physical change triggered by c hemical stimuli or, at will, 
if mutsn! or alien. In Doctor Vargo's case the Irans
formation occurs as the resull of 8 che mical injection. 
The phYSical transformation Is usually quit e start ling adding 
1-4 feet to one's height, doubles weight. doubles ~ 

" 

adds 120 t o S.D.C., adds 2- 12 to P.s., and adds 2-8 t o 
P.P . . Can carry, lift , throw weights 20 times greater 
than normal. In addition, roll on the mutant "Unusual 
Char acteristics Table" for yet another possible physical 
c hange. Any special abilities that may occur from such 
an "unusual" characteristiC also apply. (See H.U., pg. 6 1 
and 62). Also roll to determine if an unknown variable 
causes the "unusual characteristic" to be random which 
means the person rolls each t ime the character transforms. 
Roll Percentile Dice 

1- 60 Stable, consis tent transformation. 
61-00 Unstable, random Change for each transformation. 

Doctor Vargos's Transformation 
Height Increases f rom Sft 81n t o 6ft 8in. Weight increases 
from 140 to 280lbs. Speed i ncreases f rom 16 to 32; S.D.C. 
becomes 176; P.S. 28; P.P. 18 and can c arry and ~ 
up to 28,000 Ibs and 11 ft up to 56,OOOlbs. The "u nusual 
charac teristic" is extreme hairiness (stable, consistent 
change everytimel. The change lasts approximately 24 
hours unless cancelled by means o f chem ical counter agenlS 
which will reverse the transformation within 20 minutes. 
Vargos always has an ample supply o f his transforming 
serum on hand at all times (on his person and hidden 
in his lab and apart ment). 

S,h 
in Chemislry 

Scholast ic Skills (all include scholast ic 
Basic Math 
Algebra 
GeomelTy 
Trigonometry 
Calculus 
Physics 
Biology 
Chemistry 
Chemistry: Analytical 
Chemist ry: Pharmaceutical 
Computer Technology/Operat ion 
Pathology 
Radiation Tech nology/Medical 
Paramedic 
Research 
Fencing (W.P. all Blade) 
Swimming: Basic 
Swimming: S.C.U.B.A. 

Secondary Sk ills 
Body Building 
Running 
Ice Skat i ng 
Dance 
Prowl 
H and to Hand: Basic 
Electronics (basic) 
Photography: Video 
Drugs 
Cool< 
Sewing (basic) 
Fishing 
Study Animals 
St udy Philosophy 
Pilot: Au t omatic 
Pilo t : Small Truck 
Pilot : MotOr/Speed Boal 
Speak German 
Read/Write Latin 
Read/W rite German 

bonuses) 

" .. " .. " .. " .. " .. .... 
9 ... 

" .. " .. 9." " .. " .. " .. " .. 9 ... 

"" 9 ... 

" .. " .. 
" .. 6 ... 

" .. 9." " .. " .. " .. " .. .... .... .... 
77 .. 

" .. ,,% 



Combat Skills (all bonuses are included) 
NOTE: Bonuses apply only when transfor med. 
Attacks per Melee: four 
Bonuses to Strike ~4 , Parry .4, Dodge .4, D amage .5, 
Roll .... Ith Punch or fall ,2, Pull Punch _2. 
Personal Pro file: Doctor Vargos is an assistant to Doctor 
Von Croft in the research division at New Haven. In 
addition to hi s work with Von Croft he has been developing 
a chemical that would control aggression in humans. 
He hoped to achieve this by altering the human chemistry. 
certain hormones, etc. , chemically t o produce a much 
more sedate. calm individual without dulling the senses 
as most current tranquilizers and mood depressants do. 
Such a chemical treatment could give a whole new life 
to many of the dlsHUbed superbeings, such as Killgore, 
held In New Haven's detention center, and eventually 
be released to the mainstream medical world. 

Doctor Vargo's Initial experiments with animals were 
an overwhelming success; however, the same process seemed 
an uller failure with human subjects. The experiments 
seemed to Intensify the aggression, anger and hostility 
of humans rather than calm and negate such hostllhy. 
With some political maneuvering on the part of other 
research scientist s jealous o f the time and money alotted 
for Vargo's futile experlmenlS, the project was canceled. 
Still DoclOr Vargos con tinued to develop his serum on 
hiS own lime. At long last he was sure he had the proper 
elements for success but couldn't get the facili ties, money 
or volunteers for testing the radically new formula. 
Frustrated by the lack of support and confident of the 
formula 's effects, he decided t o test It on himself. 

The resull.5 were startling. Not only did the formula 
alter the Doctor's emotional state but it also caused an 
Instant, dramatic physical transformat ion as well. Vargos 
found himself Itansformed, not unlike "Doct or leckIe and 
Mr. Hyde", from a small , physically unimpressive man 
into a hany, muscular giant of a man; rippling with power 
and primal aggression. The formula amplified the sub
merged anger and frustration the introverted doctor had 
fearfully kept submerged inside all his life. Now with 
his new, powerful body (and stimulated hostility) he no 
longer had to play the subm issive little man t OO respec t ful 
to even argue effectively. This was the new DoclOr Vargos 
who would show his colleagues that he was not a helples~ 
pawn to be used and abused then discarded with the rest 
of the Hash. 

At this point nobody In New Haven knows of the 
Doctor's formula or his plans for revenge. Vargos doesn't 
resem the superheroes or Hamm et Dash, but he does 
hate many of his rude, arrogant colleagues who have mani
pulated him, thwarted his research, stolen his ideas and 
trealed him with contempt. With the exception of kindly 
old Doctor Von Croft (Vargo's dearest friend!, t he o thers 
will all pay. ALL! He will extract his vengeance by 
sabotaging projec"'iS,"" vandalizing labs and private residences, 
physical beatings, terrorizIng by stalking and chasing people 
and Ihen disappearing after leaving a trail of destruction. 
Also by discr~diting fellow sciem isl S, by framing them 
f or cr imes and Indiscretions they didn't commit and to 
even murder some o f his most hated personal foes. A l though 
Vargos Is a political buffoon in his normal form, he Is 
very knowledgeable of Ihe In.fighting, games ami hostilities 
among his colleagues. This knowledge will aid him greatly 
in his crueler, bestial persona. 

Authorities such as police, superheroes, robotS, or 
anyone who opposes him will be deait with quickly as 
an enemy or fool, although he is NOT likely t o int entionally 
kill such people. Doctor Vargos, even in his more pr imal, 
vindictive form , Is not a lTuly evil man but emot ionally 
twisted and bitter. However, this anger doesn't go so 
far as to prompt hIm to sabotage all of New Haven. 
Indeed, In a severe c risis, it Is very possible that the 
Doct or would come to New Haven's (or Doctor Von Croft ' s) 
aid forsaking his secret pr lmal-Id and the inevitable reper
cussions of his criminal ac tivities (although he would try 
to flee before being captured and brought to justice). 
II ' s im portant to not e that the physical transfor mation 
is so dramatic that even the Doctor 's f aci al f eatures. 
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longer, thi c:k wi ld hair, broad nose, deep set eyes and 
wild look; are so differem from the Doctor' s nor mal appear
ance that it's unl ikely that anyone would recognize him. 

Warhead 

WARHEAD 
Real Name: Bobby Benday 
Alignment: AnarchIst 
Attributes: I.Q. 12, M.E. 8, M.A. 8. P.s. 24, P.P. 16, P.E. , 
P.B. 8, Spd. 66 (40mph) 
Age: 8 M ale Weight: SI Olbs Height: 4ft 6in 
Hit Points; None 5.D.C.: 600 
Disposition: SelfIsh, angry, frustrated, i mpudem and hostile; 
has delusions of grandeur; cr aves power. Prone t o temper 
tantrums. 

Vital Statistics: Construction: All standard it ems; reinforced 
booy f rame and limbs; No hIdden or retract able limbs 
or weapons. Basic audio unit and voice synthesi zer. 



<0 ',m,,": 
Body SlTength: equal to P.S. 25, . 10 

Augmented Lower Body St rength: equal to P.S. 25. 
Standard Physic'a l Pro wess: equal to P.P. 16, +1 to strike, 
parry and dodge. 
Exua Speed: equal to a speed of 66 or 40mph. 
ROIating Body Parts: head, hands, arms and upper torso 
can rotate in a full 360 degree circle. 
Hover Jets: built into feet and legs (leg Joints lock when 
jets are aClivated). Maximum speed of 80m ph. 
~Ptlcs 

elescoplc: range 1200 feet, 6ft field of vi sion. 
Nightsight: range 600 feet, amplifies exlslfng light to 
see clearly in the dark. NOTE: some light must be present. 
Infra- Red: nlnge 600 feet, sees in the Infra-red spectrum 
of light and can pick-up heat emanations. 

Visual Unit 

that can pick-up and pin-point heat emana
tions. Range 200 feet; field of detection,20 fOOl radius. 
Radiation: Detects and registers the amount of radiation 
within a 30 foot radius. 
Radar: Can estimate speed. loca t ion, direction of objects 
within range at 65% proficiency. Range Is five miles. 
Sonar: an underwater equivalent to radar: 65% proficiency, 
five mile range. 
Special Items 
Flotation Device: a special mechanism that preveOiS the 
robot from Sinking. Activates automalically when the 
robot is submerged. 
Underwater Capabi lities: water proofing and sealing of 
all internal mechanisms and joints for underwater per
formance. 
Reinforced Body Armour: for greater S.D.C.. Capabilities 
for energy weapons have been disengaged until Bobby 
is mature enough to handle the responsibility of his robot 
form. 
SEE H. U. Robot section for specific details, pages 39-
48. 
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3rd Grade 

include scholastic 

Read/Write English 
Computer fundamentals/Operation 

Study: FIction 
Crafts: Model Making 

Combat Sk ills (atl bonuses included) 
Attacks per Melee: Two 

bonuses) ,,% 
50% 
50% 

80% 
50% 
60% 
50% 

Bonuses to Strike .), Parry .1. Dodge · 1, Damage ... 10; 
Roll with Purn::h or fall ... 1. His augmented strength en
ables Warhead to carry or throw up to I SOOlbs and lift 
20001bs. 
Personal Profile: Bobby is an eight year old child who 
disobediently snuck i nto a highly restricted area dealing 
witll robot experimentation by Von C ro ft . The child acci
dentally activated a device tha t permanently transmitted 
his mental essence into a small rODot intended for heavy 
labor. 

The lTansformatlon would be a difficult thi ng for 
any adult to deal with; the effects on the child has Deen 
doubly traumatic. The child, nick-na med Warhead Decause 
of his temper and appearance, is e~lremely hot tempered 
and prone to violent temper tant rums. He seems to De 
becoming more bitter, hostile and unmanageable with 
each passing day. Recently Warhead severely beat up 
three technicians who made a sarcastic comment abou t 
the child 's condition. He has become more brutal, given 
to sudden mood c hanges, and a compulsive liar. NOTE: 
psychological disorders incl ude: ManiC depression and tend
encies loward paranoia, schizophrenia and sadism. Warhead 
hates and dlslTuStS Von Croft (phobia). 

The Wisp 
Real Name: Unk nown 
Allgnment : Anarchist 
Attribut es: I.Q. 10, M .E. 12, M.A. 10, P.S. - , P.P. - , 
P.E. 20, P.B. 8, Spd. 15. 
Age: Unknown Gender Unknown Weight : None 
He ight : Srt H it Po intS: 30 So D.C.: 30 
Disposition: Fr iendly, easy going, sometimes talkative and 
ann'lying. 

Power Cat egory: Psionic (alien) 
Psi-A bilit ies: 62 Inner Strength Points (I.S.P.) 
Telepathy: r ange: 340ft, duration: 18 minutes, I.S.P. COSt: 
4, saving throw vs psionics (standard). 
Telepat hic proDe is an extended telepathy that 
the being to read a person's mind; I.S.P. COSt: an 
tional 6 I.S.P. 

enables 
addi-

Bio-regeneration: I.S.P. COSt: 6, restores hit points and 
S.D.C. 

range: 620 yards, durat ion: 2 minutes, 

I range: self, duration: 10 minutes, I.S.P. cost: 4. 
See Aur a: range:120 ft , duration: 4 melees, I.S.P. cost: 4. 
Sixt h sense: range: 60ft, durat ion: 2 melees, I.S.P. cost: 2; 
alerts the Wisp to Impending danger. See H.U. psionic 
section, pages 68 to 75 for details. 

Secondary Sk i l ls 
None 
Combat Skills 

: 4th 
None 

linclude scholastic bonuses) 

A ttacks per Me lee (psionic only): Three 

Personal Profile: Who or what thiS slTaTlge entity Is, is 
as much a mystery as where it came from and what it ' s 
doing in New Haven. The Wisp, as people call it, simply 
appeared one day and has been popping up ever since. 
The thing seems to be fr iendly wi t hout the slightest him 
of aggression or hostility. It has avoided numerous attempts 
of capture, wiiJ not surrender to or work with authorities 
nor aTlswer any questions about Itself. 

The Wisp is seen from time 10 time just hanging 
around , presumably observing. Occasionally it t alks to 
people via t elepathy, usually about nothi ng of any signi f i
cance. On t hese occasions i t can be quite a nuisance; 
tagging along, commenting on everything t he person says 
or does. There have been a few i nstances when t he entity 
has warned someone of impending danger but these are 
isolated events. Although it has apparemly adopled New 
Haven as Its home. it has not made any permanent friends 
with the possible exception of Nebo who has reported 
five sigh t ings, in two of which the Wisp warned him about 
serious problems in the tunnels he maint ains. 
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Physically the Wisp appears as a five foot tali, opaque, 
gaseous mass. It can hover and move al about the same 
speed as a nor ma! human. Of course it can ooze under 
doors, through c racks and key-holes and canot be physically 
grabbed or held. This means physical kinetic attacks 
such as punches, bullets, knives, clubs, etc. do NO damage. 
Likewise gas has no effect. Heat, cold, and energy do 
half the normal damage. The Wisp has no physical or 
psionic means o f auack. However, its knowledge and 
psi-abilit ies could severely threaten the security of New 
Haven. 
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Prosecutor Zarren 
PROSECUTOR ZARR EN 

Joseph Zarren 

14, M.E. ]2, M.A. 13, P.S. 16, P.P. 13, 
Spd. 10. 

We ight : 150 He ight: Sf! l Oin. 
: 64 

;~~:;~~i~~:t:f~~~'i ambitious, vindictive, and deceitful. 
i i : Investigative 
Sciences/f orensics 90%, In vestl

galive 85%, 
Cryptography 
Experl. 

Research 90%, Surveillance Systems 85%, 
85%, W.P. Enersy Pistol, Hand to Hand: 

Level of Experience: 9th 
Level of Education: Master's Degree In Law 
Schol astic Bonus: +30% 
Occupation: Cheif Criminal Prosecutor, special government 
auachment . 

Scho lastic Skills (all Include scholastic 
Basic Malh 
Basic Biology 
Computer Technology/Operation 
Wrhing: Non-fict ion 
World History: Georwell 
Law: Federal 
Law: Cri m inal 
HiSlOry: Political 
Psychology (the sludy or) 
Anthropology 
Business 
Economics 
Chemistry (Basic) 
Algebra 
Calculus 
Par amedics 
Bo",lng 
Fencing (W.P. Blade) 

Secondary Sk Ill s 
Body BuUdi ng/Weight Llh l ng 
Dance 
Swi mming: Basic 
C r afts: Model Bu i lding 
AU l omot lve Mechanics (basic) 
Com pu ter Programming 
Fishing 
Hunting (W.P. R i fle) 
Photography: St ill 
Drugs 
Forgery 
Pick Locks 
Prowl 
Study: Comemporary Eanh 
Speak Eanh English 
Read/Wrile Earl h English 
Pilot: Manual Trans mission 
Pilot : A ut omatic 
Pilot ; Single Engine Plane 
PUOt: Sail Boat 

Combat Skills 
Allacks per Melee: Si", 

bonuses) ,,% 
9.% 
9'% ,,% 
,,% 
,,% 
,,% ,,% 
9'% ,,% ,,% 
,,% 
,,% 
9'" ,,% ,,% 

.,% 
9.% 
,,% 
85/60% 
,,% 
,,% 
' 0% .,% 
,,% 
,,% 
,,% .,,' 
90% 
,,% 
,,% ,,% ,,% 
96% ,,% 

Bonuses 10 Slrlke ·3, Parry . 4, Dodge -4, Damage .3; 
Roll with Punch or Fa lJ _3, Pull Punch .2. 
Kick Auack does 1-6 damage. 
Knock Oul /Slun on a roll of 18-20 
Crhic al Sirike from behind (tr iple damage) 



Personal Profile: Prosecutor Joseph Zarren is a special 
federal prosecutor and politic al s!rateglst. He has achieved 
his influential position at an earl y age supported by upper 
government constituents. He has used his every political 
connection to gain hand holds and leverage to advance 
his career and 10 destroy rivals or those he hates. 

Jealous o f the Justice Mach iner's blissful l"norance 
o f the polillcal arena and their unrivaled public adorati on, 
Zarren plotted to destroy them. He first carefuJly arranged 
that the Just ice Machine be assigned to the Mallinor man
hunt. He then gave them sanction to follow Maxinor 
t o the ot her dimensional world known as Earth. It was 
only after their departure to Earth that ProsecutOr Zarren 
was able to implement the fina l phase o f his scheme. 
He was able to provide the Council Central wi th very 
damaging evidence (aJi false) linking the 1.M. as allies 
in league with arch-rebel Maxinor. Zarren had done his 
..... ork well, for while the Council knew full well that t he 
charges were false they could nOt deny that the Justice 
Machiners had left the ever observant world of Georwell 
with t he very persuasive Maxinor. The paranoid rulers 
of GeorwelJ couldn't allow the Justice M achine to return 
to their old POSt, for by being with Maxinor there was 
always the threat of contamination. There was always 
the possibli l y that Maxinor could have aroused suspicions; 
could have created doubts •.. which would lead 10 dis
turbing questions; and it is never good for the state to 
be questioned. The Council could not take the r isk that 
such popular heroes among the people might be swayed 
against them. Super-patriots whose words and action 
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mighl c reate more questions In f ar 100 many individuals. 
Thus, the Council Central accepted Prosecutor Zarren's 
evidence and set in motion the approprlate propaganda 
to destroy the Justice Machine's repu t ation among t he 
peopJe. 

Zarren's only mist ake was his overlealousness to 
see the Justice Machine destroyed. To achievt: thiS, he 
personally followed the I.M. 10 Earth, way-Jayed them, 
t ried, judged and was about to execute Ihem when Maxinor 
interceded. 

The Justice Machine was dealt a severe blow 10 
their ideals. Zarren ranted about their f ool hearted 
truSt in a corrupt system that used them like pawns and 
now wrongly condemned t hem to death. Maxinor, t he 
enemy, coming to their rescue and reiterat ing Zarren's 
words. Words they would soon learn rang of bitter truth. 
ironically, they could nOt find Maxinor and, even if they 
had, they were so blind to cause and country that they 
would never had believed a word Maxinor may have t old 
them. Yet thanks to Zarren, they couldn't deny Maxinor's 
stunning accusations. Because o f Zanen the 1.M. were 
enemies of Georwell and would eventuall y contribute to 
the government's demise. 

As for Prosecutor Zarren, he is held 
Maxi nor 's Earth Stronghold in New Haven. 
the Justice Machine more than ever, longing 
he can extract his revenge. 

capt ive at 
He resents 

for the day 

The events described took 
book issue number one. Zarren 
as a captive in New Haven In 

place in the 1.M. comic 
made a brief appearance 
I .M. issue number three. 



Von Geist 



VON GEIST 

"'n""","=,"" Max"'ell Von Geist 
-. Dtabollc 

l.Q. 16, M.E. 12, M.A. 15, P.S. 19. P.P. 16, 
S. Spd. 14. 

Male Weight: 1431bs I-Iel ght : Sf! Sin 
Hit Points: 52 5.D.C.: 70 
Disposition: Mean; suspicious, vengeful, cruel and sadistic. 
En jo.vs dominating and intimidating o thers; megalomaniac. 
He feels he is superior to all as II true aryan. 
Power Cat egor y: Special Training --
Training: Weapons Expert: W.P. Energy Pistoi, W.P. Energy 

I \\. P. Rifle (military), W.P. Automatic PiStol, W.P. 
El(ploslves/Demoll tlons 73/6B'lb. 

~~~:;.8'h 

Basic Biology 
Buslne~ 
Accouming 
Music: Piano 
Psychology (the stud\' of) 
Psycho-Therapy 
Research 
Theology/Philosophy 
Hand t o Hand: E~pert 
Bol(lng 
Secondary Skills 
General AthletiCS 
Bod\' Buildmg/Weight LIfting 
Archery 
~.P. Blpde (knife) 
W.P. Chain 
Disguise 
forger) 
Pick Locks 
Spepk German 
Pilot: Automatlc 
Pilot: T"'ln Engine Plane 
Pilot: Motor/Speed Boats 
Combat Skills (include all bonuses) 
Attacks per Melee: Sil( 

College 
bonus) 

bonuses) 
,,% 
,,% ,,% ,,% 
79% 
90" ,,% 
90% ,,% 

73% 

"" 7 1% 
90% 
,,% 
,,% 
,,% 

Bonuses to Strike .3. Parry .5, Dodge .5, D am age .7. 
Roll wit h Punch or Fall .4, Pull Punch .2. 
Kick Attack does 1-6 damage. 
Critical Strike from behind. 
Knock- Out/St un on a roll of 18-20 
Personal Pro file: Mal( well Von Geist is a neo-Nall. Thorough
ly indoc trinated by his father, a former 5.5. officer, he 
has been Instilled "'lIh Nazi dOClrlne. The young Von 
Geist read all he could about Hitler's Germany supple
mented by his father's diary. He learned pll about t he 
"master race~ and their belief that they were superior 
to all others, menially. physically and socially; to that 
end his father encouraged him to develop his body and 
mind and to learn the piano. By the time he was ready 
for college Von Geist had read dOlens of books on psy
chology and philosophy, always proving t o himself the 
inferlorlly of any other "'ay of Ilfe or manner o f t hought. 

Strength and the right he was taught tha t was his 
to express that strength bred a cruel child. The seed 
of paranoia ""as also plamed early. Von Glest ' s father 
instructed him to keep his Nazi philosophy secret unt il 
he was a man. At that lime, he would cominue the 
fight , develop a follOWIng and fan the flames of Naziism 
anew. 

Traveling to South America with his father, Max 
the young adult, WllS introduced to many former Nati's. 
It was then that Von Giest received his special training 
from the elite Nali old guard. He was sho""n how to deal 
out death and tonure on a daily basis. Many uneducated 
local peasams were selected as models for his education. 
The use of weapons and explosh'es, as well as smuggling 
and guerrilla tactics, were taught. Adrenalln flowed through 
Von Geist's veins; he could now do what he had to do. 
No", the remaining fragments of the Third Reich would 
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be reassembled, loined by other sons, and t he flght woul d 
continue. However. whal staned as youthful excitement 
soon turned to disillusionment. 

The old Nazi's were indeed old and spoke o f the 
world In terms 40 )'ears old; Von Geist began developing 
his own ideas. The old ,,,en had failed. he began to thi nk; 
"they are no longer worthy to be pure Aryans by their 
bad el(ample". Many of the o ld Nazi's also had contacts with 
the drug smugglers In South America and terrorist groups 
around t he wor ld. Von Geist kept quiet about his own 
plans and lear ned all he could about these groups; their 
structure and organization. Ih was during this t ime that 
his father passed away). Stili showing the face of a loyal
ist , Von Geist moved to West Germany after learning 
of a secret neo-Nazi group there. His fellow Nul's fed 
and clothed him while teachIng him aCCOl.lnting so he 
could work in a small "front~ business Ihey operated. Some
how, even thOl.lgh these people were near his age, Von 
Geist began to view them as weak and conservative. 
He cr aved action and power and he wamed both quickly. 
Returning 10 South America, he remained cordial to the 
o ld Nazi's but now put his energies i nto working with 
the drug smugglers full t ime. 

He began as a delivery man on small and medium 
sile, heavily armed boa t s. Then he was t aught to co-pilot 
t win engine planes hauling cocaine and marijuana into 
the U.S .• Soon, he was being o f fered air and sea assign
ments that would test any professional's abilities to slip 
by undetected. As lime Went on he became more and 
mote satisfied; here was the action he craved. 



Too sman to become involved in using drugs, he 
saved the large sums he was being paid and hired some 
men. He then t r ained the men in sm uggl ing tac tics and 
collected a portion o f their pay after he gOt them work. 
Soon he had f ormed a small arm y of about 200 men; 
mercenaries, Nazi fanati cs aod thugs. Not long after that, 
he had a secre t base camp built, partly undergrou nd, on 
the South Amer ican coast . Now he was ready to do his 
work. The drug smuggling continued, but he added ex
tOrllOn, kidnapping, assassination, t heft and terrorism t o 
his JiSt of activi t ies. Most of these jobs he did for hire, 
Ihe rest ...... ere hiS o" n plan to deslroy those who might 
Inhibll his rise to power. SIUJ deslrtng to be the true 
Aryan, he no" sail. that gaimng personal wealth was the 
key to power. Perhaps he could still resurrect the pure 
Nazi Ideals, bUI that had noll. become only a basis for 
his orientation and methods; not a g~al. 

As the scope of hiS activities have gro \l,'o, so has 
the concern of those at New Haven, The Just ice Machine 
has successfull) fOIled one major operation of Von Geist's 
and is ready to do so again, It seems that his recent 
stealing of some experimental energy weapon prOlOtypes, 
the Hector IV robot and other high t echnology [terns, 
has brought him internatlona[ attent ion. All the beller 
to Von Geist who IS now considering adding super villains 
to his organlzallon, NOt surprisingly, these bold moves 
have won him about 300 sympathizers In the cr iminal 
underworld. 

VON GEIST'S AR MY 

V"n Geist's neo-Na71 orgalllzation conSists [argelv 
of mercenaries, militant youn~ NaZi's and thugs, lured 
by the pot enua[ o f greal wealth and power. The arm) 
IS only about 200 Strong bu t are generall y well trained 
with several Veteran mercenaTies in their ranks. EveD 
the non-professlona[ mercenaries are fairly well trained 
and seasoned by some degree o f aClion in the field. Von 
Geist and his men have expended a lot of energy supp[ylng 
arms and military assistance t o a number o f Interested 
parties In South America. They are also skilled i n para~ 

military strikes, drug runnIng and smuggling o f all kinds. 
Based in South Amerlca, Von Geist' s opperations 

have a great deg ree of flexibi[ity In the o ften war lOrn 
and pol itically corrupt country. This also makes him cen
trally located in a turbulent country t olerant o f his indis
cretion, placing him convenient ly near North America 
and Africa; twO major areas of activity, yet outside the 
reach of their [a " '. 

Recently the Nazi's have become increasingly bold, 
ex t ending operations to incl ude industrial espionage and 
terrorism . Von Geist has decided II 'S time 10 [et the 
world kno '" that he exists by pulling a number of daring 
robberies and acts o f terrorism in the Uni ted States. 
U[timately he seeks immense weal th, power and immortality, 
the latter being the most ImpOTlant. To achieve his III 
gotten glory, he pJans on initia ti ng several clever schemes 
thtH Wi ll embarass the U.S. government providing him 
the recognit ion he c raves. These schemes will inc lude 
a f alse nuclear bomb scare, kidnapping, destruc tion o f 
government property and a variety o f "fa[se" leads and 
t hreats. Pending the success o f these incident s (that's 
a hint game masters), they will be followed by a series 
of new activi t ies aimed al more destructive and profitable 
endeavors. Von Geist is also seriously looking 1O include 
super powered indivldu a[s In hi s organization. NOTE: 
Since the Justice Machine has already foiled one o f his 
plots (J,M. annual) they, and Ne'" Haven, wili be the brunt 
of his revenge in future schemes. 
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THE SOLDIERS 

The mercenaries, thugs. and Nazi's that comprise 
Von Geist's army are or iented lOward guerrilla warfare, 
special assaults. smuggling and other coven operations. 
Basic Requirements: I.Q. 8 or higher, P.S. 9 or higher, 
any alignment, but predomlllalely evil or selfish. 
Basic Trained Skills: W.P. automat ic pist ol, W.P. military 
rifle, W.P. knife, hand t o hand: basic or expert (50% o f 
all mercenaries are trained In hand to hand: assassin or 
martial an si, prowl and some sort o f physical training 
{weight lifting and general athletics are com mon!. Other 
skills might include, pick locks, su rveillance systems, inves
tigative, medica l: first aid, any other weapon proficiencies, 
pilOling skills (especially slllgie engine, twin engine. sm811 
jet planes and hel icopter) and physical sk i lls (especially 
boxing, wrestling, c [imblllg and swimm i ng). 



Weapons 

The use of a particular weapon varies depending 
on the sit uation. Conventional arm s are mOSt common, 
particularl v 9mm and .4$ calibre ",eaponsipiSlOlsJrevolvers, 
AK-47 rifles, grenades and blade weapons. Special st r ike 
for('es may Include the use o f sub-machine guns, explosives, 
special gimmic ks, and energy we apons (standard ion weapons 
and an occasional laser rifle. SEE H.U. rule book). 

UNIFORM AND BODY ARMOUR 

The standard uniform has a basic padded vest pro
t ecting the chest and back: A.R. 8. 5.D.C. 1$. A helmet 
that can be fllted wllh a radio COmmUnlcation unit Is 
also part of the standard uniform. Standard issue includes 
a knife, automatic pistol. AK-47. 

GAME MAsrER NOTE 

You can use Ihe follo"'ln8 basic stats in randomly 
generating N.P.C. Nati ' s. Average: I.Q. 9, P.S. 17, P.P. 12 
Spd. I S, P.E. 12; Average S.D.C.: 40, HII Poims: P.E. 

I each level of experience. Hand t o Hand: 

'~,~.~;!~C"~:'~'t. Determination o f experience 
- I with a roll of one being first 

level, twO being second level , and so on up t o six being 
Sixth level. 

Hector IV 
THE HECTOR IV ASSAULT DROID 

Uector IV is a robot proto-type deSign stolen by 
Von Geist and curre nt ly used in hiS mercenar) activities. 
fortunatel) , Von Geist lacks t he facili ties and expertise 
t o mass these deadly bailie droids (he has only 

I The drold is quick, silent and 

Standard items, 
o ther 

th8n ~~~~~~::'~ sy nthesizer 8nd vocabula ry, !:: Tracking Combat Skills 
(combat knowledge, Languages (81, Speci al 
Invest igative Skill. Artlfictal Imelligence. 
S.D.C. 300, Weight: 
Special Additions 
Air Propelled Hover Jets: maximum speed: SOmph. 
Booster Jets for added mobility and shorl bursts of speed. 
Maximum speed I 20m ph, durati on: five minutes. 
Rotating Body Parts: weapon appendages can ro tate in 
a comple te 360 degree ci rcle. 
OptiCS 
Telescopic: Range 1200ft; fi eld of Vision Sft radius. 
Nightsight: Amplified light syst em to see clearl y in the 
dark: Range SOOh, 
Infra-Red and Ultra- Violet sees in tha t spect rum of light. 
Targeting Sight: super imposes target c ross-hairs. 

Sensors 
---Include !-leat. Motion, Radiation, Radar (5 mile rangel. 
Radio Com-Link !transmitter and receiver. 4 mile range), 
Micro Cameras 124 shoul. ~See H.U. rule book. page 
41, for detailed descripllon). 
\\ eapons 
Laser Rod: Range 420ft, Rate o f fire 4 per melee, Dam
age: 4-24, Ener g}' Capacity: 20 charges. The beam emitS 
from the eye pla t e. 
Ion Blaster (two): Range 300!!, Rate o f fire: 4 per melee, 
Damage: 3-18, Energy Capacity': 24 charges. The beam s 
are fi red from each ", eapon appendage. 
Electrical Charge: Range: 10 ft, Rate o f fire: 4 per melee, 
Damage: varies, 1- 4, 1-8, 2- i2, 3- 18 or 4-24. Energy 
Capacity: 24 light charges or 13 heavy. 
NOTE: See H.U. rule book, page 42, f or detailed weapon 
desc ri ption. 
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Explosive Projectiles: Range: 90ft, Rate o f fire: 4 per 
melee, Damage: S-36, Clip Load: 12 each. These cartridges 
are fired from each weapon appendage. 
Smoke Bomb Spr ay: Range: 3ft, fills a 30sQ. h. area. 
bli ndi ng those in or on the o ther Side o f the smoke cloud 
!looking Int o It); -2 t o strike, parry and dodge. Capacity 
for only three clouds. 



WOUl.D YOU 
LOOK AT THAT 

NEEDLE TUMP OFF 
-n.4E GAUGE! 
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· ·-I FEAft. 1: W~LL 
HAVE TO DO WHAT I 

HAVE S'NORN NE"V~ 
TO DO! 



The Adventure Scenario 

THE SCENARIO 

'" , .~ . ." .,,,,-. ..., 
,~,, ·," A 

The crl$ls Is clear, the danger Immediate; st range, 
powe rful subterranean creatures have gained access 10 
New Haven through the larges! o f the geothermic power 
tunnels. Why Ihey attack is unknown to the people o f 
New Haven. What Is girmly apparem is Ihal they are 
extremely host ile and deadly foes bent on wreaking havoc 
and death. The situation Is compounded by the fact that 
both the justice Machine and the free force are away 
from New Haven and not likely to return in time 10 De 
of aid even I f they could be located. The savage c reatures 
must be contained and e.~pelled before they c an severely 
damage the geothermic power ceme r or the rest o f New 
Haven. Already there are a dozen dead and three times 
as many injured. It's unlike ly that the sec urity force 
can restrain these Inhuman creatur es without sustaining 
severe casual ties (If they can stop them at alII. Conse· 
quently. Hammet Dash has made a desperate deCIsion 
to release a handful of superhuman Individuals from their 
slasis sleep. 

This Is an opportunity for a game master to begin 
his campaign and Int roduce new superpowered player char
acters intO the New Haven/lustice Machine envi ron ment. 
[ mUSI poinl ou t that not all the people locked Int o stasis 
are evi l or cr i minals. Many are char ac ters who su ffer 
from emotional shock, confusion or disability that have 
yet to be corrected. Game masters should incorporate 
these elements Initially. resol ving them In (uwre adven
tures. One of the Immedi ate predicaments will be what 's 
done wi th these charac ters after the conflic t. Will they 
be allowed to /oln the forces of New Haven or sent back 
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t o stasis sleep? This could lead to the c haracters fleeing 
New Haven or having to prove themselves loyal , honorable 
and capable human beings while on probation. This could 
be especially Interesting for ex-c riminals trying to turn 
a new lea f. This situation also makes It possible to Incor
porate any kind of superbelng , from bioniC t o alien, with 
evil alignments or scrupulous good. 

Another Opt ion is playing existing, pre-defined char
acters. Likely charac ters for this scena rio could include 
the Puma, Nebo, the f orever man, the Wanderer, Master 
Mind, Warhead, Nightshade, Killgore, Doctor Vargos, or 
even Blood Mast er /though nOt likely). The only problem 
with playing any o f these cha ract ers Is that they are 
generally very high level or powerful and could be di fficult 
to play in an extensive campaign. This is especially t rue 
with an Inexperienced game master or players. However. 
these charac ters could be a load of fun if played as a 
one-sho t, isolated game or mini-series. 

f or t he people playing t he Justice Machi ne or free 
f orce, fear not, you can play In this scenario. How? 
Easy, the characters unexpectedly return to New Haven 
early finding the place locked In tur moil. Rushi ng to 
the geothermic power center. they have the opportunity 
of encountering a wandering Lava Man and the villain 
Dar k ling raIding New haven of ilS secrets (see the Darkling 
scenario coming up next). 

While New Haven security forces are struggling to 
contai n the lava-men In the geo-thermlc center and the 
rest o f the populat ion have taken to shelters; Da rkling 
has set OUI to st eal several t Op secret plans. By having 



the lava· men do his dirty work, no one should suspect 
any foul play until he's safely resumed his civilian identity. 
The lava·men obey simple hand geStures and are directed 
by Darkling's emotion manipulation. For eltample, by 
instilling a feeling of hate or anger toward a particular 
person(s), he can manipulate the creatures to attack that 
person(s). 

It ' s pure happen·stance that our heroes, whoever 
they may be, stumble upon Darkling In the middle of 
a robbery. The lava·men have already slain tWO guards 
and incapacitated seven others, while another dozen are 
locked In an adjoining room. Darkling stands triumphant 
with plans describing new surgical techniques for bionic 
implantS In one hand and a stolerl ion rifle In the o ther 
(a comm orlly used weapon by New Haverl security soldiers). 
At his feet Is a portfolio case Wit h the tell·tale lrlsignias 
of the robotics division and security seal. Irl the case 
are the plans for an eltperimental robot. Plans that cannot 
fall IntO the wrong hands without deadly consequences. 

Darkling is a capable (ighter, well versed in the 
martial arts and in good physical condition (in addition 
to his psionic abilities and influence over the lava-menl. 
He has no Intentions of surrendering himself or the plans. 
fearing captu re will lead to his imprisonment in the noto
rious stasis sleep, he will fight viciously without mercy, 
using every dirty trick In the book. More likely than 
not he will try to deploy his subterranean pawns to cover 
him while he makes his escape. Game Masters use your 
discret ion as to specific tactics and actual combat. Don't 
forget his o ther psiOniC powers such as the ectOplasmic 
arm, which can be used to strike from behind or hide 
the plans while atl eyes are on him or the lava monsters. 

The Immediat e dilemma for our heroes is determining 
a COurse o f action. Do they stay and StOp this mysterious 
vJllain or do they let him get awa y while they hurry to 
assist In the containment of the main lava·man assault 
at the geothermic power center ? Since this man is obviously 
cont rolling the lava·men in this room the heroes might 
wonder If he's actually their leade r or the master-mind 
behind the assault on New Haven. Delaying to capture 
the man will jeopardi ze coun t less lives, yet letting him 
go could be JUSt as dangerous, even worse if he turns 
the stolen plans over to an evil force. Of course, i f 
the vi llain can be dispatched immediately they will have 
averted two crises! 

G.M. NOTE: the secrets Darkling is stealing will 
have serious repercussions on New Haven as well as the 
world. Potential buyers of the plans could include: Von 
Geist's Nazi group or the Dominators, In addition to the 
more conventional poli tical sources or perhaps an or gani
zation o f your own design. 
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The Justice Machine characters can be very fun 
to play and, although they tend to be powerful and high 
level, they are less difficult to play than some o f the 
other more outlandish char acters. The same is true with 
the free force who are mid-level characters. G.M.'s 
and players should feel fr ee to play any of these characters 
advancing their direction and growth as they deem appro
priate within the conteu of their individual game, 

THE DARKLING SUB-PLOT 

During the confusion of the Lava·men's assault, 
an unscrupulous native of New Haven decides to take 
advantage of the turmoil by stealing the plans for several 
experimental advances In robotics and bionics. It is imper
ative that he be stopped. for the i nformation must NOT 
fall into the hands of anyone who will twist these advances 
to evil purposes. 

DARKLING 
Roger Trenton 

: Miscreant 
I.Q. 15, M.E. 20, M.A. 8, P.S. 18, P.P. II, 

10, Spd. 12. 
M ale Weight : 150 Height: Sf, l Oin 

3 I 5.D.C.: 64 
Greeay,--d'eceitful. quick tempered. grumpy. 

Cocky and mean. 

~~~f~1f.~~ ... Mutant Psionic 
Ii : I.S.P. 78. Ectoplasmic Arm: range: 30ft, 
duration: 20 minutes, I.S.P. COSt : 8; creates a vaporous 
arm up to 30ft away, adds one eura physical attack. 
Empa thiC Transfer: allows the psionic to project false 
emotions into another person. Range: 120ft. du rat ion: 
2~12 minutes, I.S.P. cost: 6; standard. saving throw. (See 
H.U., pg. 70 for descriptions). I.S.P. 
cost: 2, range: 12ft. Resist 
Fat igue are his o ther j J 
Level o f Ellperience: 5th 
Level o f Education: Special Training 
Scholastlce Bonus: ·20% 
Occupation: Medical Technician 
Scholastic Skills (all include scholastic 
Basic Math 
Geometry 
Algebra 
Biology 
Writing: Fiction 
Bolting (high school) 
Chemistry 
Chemistry: Analytical 
Radiation Technology: 
T rigonometry 
Calculus 
Physics 

Medical 

bonuses) 
98% 
98% 
98% 
98% 
85% 

85% 
75% 
75% 
95% 
98% 
70% 



Secondary Skills 
Electronics: Basic 
Computer Operation 
Computer Programming 
Pick Locks 
Pilot: Automatic 
Pilot: MOlor/Speed Boat 
Hand to Hand: Manial 
General Athletics 

,,,. 
"'. ,,% 
'0% 
98% 
88% 

Swimming Basic 98C!b 
W.P. AutomOllc Pistol 
Combat Skills !Include all bonuses) 
Attacks per Melee: five hand to hand (plus ectoplasmic 
arm when applicable) , or Four psionic. 
Bonuses to Strike 03, Parry oS, Dodge .5, Damage .3, 
Roil ..... Ilh Punch or Fall .5. Pull Punch -4, Save vs Psionic 
Attack .3. 
Karate Kick does 1-8 damage. 
Body BlockfTackle does 1-4 damage. 
Koock. Out/Stun on a natural 20. 

I ~~~' ,:"'Roger Tremon, a.k.B. Da rkling is a seedy. 
~ who believes the world owes him for 

he has suffered. Actually Tremon has been 
quite fortunate, but he [s so petty. bluer and selfish that 
he feels downtrodden. A laboratory technician of some 
skill, he has assisted In many special projectS .... ith such 
nolables as Doctor Von Croft, Doctor Weekly and even 
Hammet Dash. Ho .... ever. he has consistent ly Inftated 
his own Importance and subsequently resents not getting 
the credit or recognnion he feels he deserves for his 
efforts. Consumed by his delusions and greed Trenton 
will don a black skHype mask, black shirt and suit, trans· 
forming himself into the Villain called Dark!!ng (as in 
the darkling son of New Haven). 

Trenton has never revealed !O anyone that he pos· 
sesses mutant pSIOnic abilities. Abilities he uses only 
as Darkling. Up until now he has used those powers for 
peuv revenge, pranks and insignificant theft; subtle tests 
to ascertain the full range o f his psionic abilities. Tests 
that have led him !O believe that he's now ready to grad· 
uate !O bigger things. The lava- men's attack has Simply 
provided him the perfect cover to make his big move. 
The Scenar io 

Darkling has used his empathic t ransfer powers to 
manipulate a handful of lava-men to aid him in his treach· 
ery. (Game master's use your dIScretion as to the exact 
number of lava-men depending on the number and strength 
of the player characters. I recommend a t least tWO and 
no more than six). The lava·men, who communicate em
pathically, are particularly receptive !O Da rkling 's empa thic 
manipulation. Ironicatly Darktlng's unique empa thic nature 
could enable him to turn most, If not all. o f the marauding 
subterranean c reatures. Instead he has elected to serve 
his own self Interest letting New Haven fend for Itself. 
A sequence variation: Game masters should feel free 
to situate events as you desire. Instead o f having the 
simul taneous conflict, you might elect to have your heroes 
discover Darkllng after the major ity o f the lava-m en have 
been pus hed back to thei r sub terranean home. The heroes, 
battered, beaten and exhausted, stumble upon Darkling 
on their way to sick bay o r perhaps on simple patrol !O 

make certain no lava-men have gotten this fa r (NOTE: 
Bionic research Is located In the Sick bay/medical researc h 
area). At full st rength the heroes could handle the situa
tion without great difficu lty, but now they are extremely 
taxed; an edge that will work to Darklings favor. 

Another Interestng factor, with the com plication 
o f the Darkling situation, is how Hammet Dash will react 
to the decisions (and possible failu re) of any unproven 
or criminal characters released from stasis !O a id In the 
repelling of the lava·men. Dash Is nOt an extremely com
passIonate o r understanding man; thuS he may view these 
heroes' actions as Irresponsible, foolhardy o r suspicious. 

Lava Men 
The lava-men a re a semi-Inteltlgent race of savage, 

subterranean gaints who act more on inst inct and emotion 
than logic or reason. Apparently they somehow gained 
access to one or more o f the larger geotherm ic power 
tunnels that run deep In to the earth. Climbing up into 
what seemed a very allen wor ld the lava men struck out 
In violence. Ext remely aggressive and territorial. the 
lava- men have seemingly claimed the power plant as 
theirs, slaying anyone .... ho opposes them. The immediate 
c ris is that threatens New Haven Is tha t the subterranean 
c reatures' rampage of destruction could do Irrepa rable 
damage to the power plant which would severely Impair 
the ent ire city. Furthermore, if they can't be contaIned, 
they could kill and Injure thousands of people as well 
as do hundreds of milllons of dolla rs in damage. Even 
though the entire area has been sealed off, the creatures 
seem to possess the power to penetrate conventional bar
riers while even energy weapons have proven to be inef
fective against their natural body armour. Since all at
temps at com munication have proven futile, It's clear 
that New Haven will have to d raw upon superhuman re
sources to survive this bizarre Invasion. Approximately 
300 lava- men have invaded the power plant, with the 
possibility of several hundred more a rr iving unless they 
can be repelled and the access tunnels sealed. 

The follOWing are the statistics common to !!l lava
men. Mutation and power variations are rare among these 
genetically stable c reatures. The attributes. hit points, 
5.D.C. and experience levels, all represent the average 
or typical lava man. 

THE LAVA·MEN 

Alignment: Anarchist 
Attributes: I. Q. 6, M.E. 18, M.A. 8, P.S. 24 (minimum 
18, maximum 30), P.P. 14, P.E. 20, P.B. 8, Spd. 10. 
Average Age: 30 Asexual We ight: 600lbs 
Height: 8ft Average Hit Points: 40 5.D.C.: 300 
A.R.: 14 

15i$pOsition: Aggressive, hostile, easily aggravated, natural 
predators, merciless In combat: will fight to the death. 
Appear to be dr iven by Instinct and emotion. 
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Po we r Category: Allen 

Natural Abilities: ~~~~Jl~f;j~~ {Including 
superhero ftame composed 
of some sort of living i 14 (this 
means that rolls to strike that are 14 o r less may hit 
but do NO da mage. Only rolls to stri ke of 15 or higher 
hi t and do da mage). Punches, bullets, explosives, energy 
weapons and elect r icity only do half their r'l() rmal damage 
(even if a 15 o r higher Is rolled). Magnet ism, cold and 
psionics can be ext remely effective weapons agains t these 
c reatures. having full effect on them. Communication be · 
tWeen the lava-men is achieved thro ugh a for m of e mpa thy: 
Range: 180h, No I.S.P. needed; no ot her psionic abilities 
are possible: func t ions exactly like the psionic powe r des-
c r ibed In the Heroes Unlimited rule 70. 
Super Power: Is a variat ion o f th~'.~~i'f:~~~'¥;!;!!-!~ 
Earth superpower descrIbed In 
~and 106. 
Earth (range: 
we ll the 
book, 



Skills 
Only applicable skiJJ equivalents are listed. 
Hand to Hand: BasIc 
ClimblnJ 62/72'1& 
Combat SkJJJs (aH Donuses Included) 
Attacks per Melee: four 
Bonuses to Strike ·2, Parry .. 2, Dodge -I, Damage .. 9. 
RolJ with Punch Of'" faIJ .. 2. PUU Punch .. 2, Save vs Psionic 
Attack ·2, Save vs Toxin .. 3, Save vs Coma/Death -9. 
Crush/Squeeze does 1-6 damage (plus damage bonus) 
Punch does 1·8 damage (pius damage Donus) 
Can Carry or Throw up to 1200tbs: lift up to 2400lbs 
(average). 
NOTE: Lava-men are generally heavy and slow to perform 
any acts of agility such as gymnastics, kicks or other 
maneuvers. Nor do they seem to use any weapons except 
for the occasional hurled object or blun t object used as 
an Impromptu club. 

The Lava-men are unskilled primi t ives 
the bowels o f the earth. Thei r physiology 

Is totally allen to human understanding as they appear 
to be composed o f some kind of Ilving mineral substance. 
AJI lava-men (a human reference name) have no sexual 
distinctions with one looking very much Ilke another. 
Reproduction occurs only in extreme heat. usually In a 
lava pit. Two Indistinguishable (to human eyes anyway) 
lava-creatures submerge themselves completely in a pool 
of lava, a momh later they emerge with a rock-like egg 
about t wo feet In diameter. The egg Is set aside and 
forgotten with neither parent ever returning to it. A 
month later the egg hatches reveallng a miniature version 
of the parents. The young one has its full instincts and 
functions without Instruction or care. Within one year 
the creature will have reached full maturity. As for 
sustenance, the creatures seem to convert heat energy 
internally. The energy conversion Is a con tinual process 
that works whether the creatures are active or dormant. 
However, this means they need a constant extreme heat 
source. Without the energy source, the creatures will 
fall Into a state of hybernatlon within five days and die 
within a month unleu 3 heat source is provided. [n temp
eratures below freezing the lava-men will fall into hyber
nation within three days and within 24 hours If tem
penHures are sub-zero. Unfortunately, Hammet Dash nor 
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anyone else In New Haven are aware of the lava-men's 
susceptibility to cold. Of course. while the c reatures 
can't sur vive for long on the Earth's surface, they can 
sur face long enough to wreak total destruction and mayhem. 

The lava-men are not intentionally evil or c ruel 
but driven by instinct to destroy any creatures unlike 
them. frighteningly their only purpose seems to be to 
fight and reproduce. They have no concept of skills. 
power, wealth, fame, good or evil. They have no society 
as we know it , but they do roam together In groups that 
can number Into the tens of thousands. Likewise they 
exhibit no hostJlJty whatsoever toward their own kind, 
only flon-Iava-men. 

' HE PLOT THICKENS (or Who are those guys?) 

Presumably the lava men have stumbled across New 
Haven by accident, but this is not entirely true. The 
assault was actually arranged by tWO other creatures (see 
page three of the "Attack o f the Lava Men" introductory 
comic strip. The bottom panel hints that there is a much 
more Insidious hand Involved). 

One o f the creatures Is of the same subterranean 
race as the villain Vesuvius of the DominatOrs. Like 
the lava-men, these people have existed long before the 
time of man, deep within the earth. However, continual 
conflict with the savage lava-men, who instinctively hunt 
and destroy c reatures not like themselves, have nearly 
annihilated Iheir fellow subterraneans. 

Physically these other subterranean humanoids resemble 
more handsomely sculpted lava-men. They appear to be 
composed of a living miner al substance, creating a thick, 
rock-like, body armour (A.R. 14, 5.D.C. 300). They tOO 
are impervious to fire and heat and possess superpowers 
that enable them to cont rol fjre. They are not quite 
as power ful In raw strength , rarely exceeding P.S. 24 
(20 Is the norm). Emotionally they tend to be aggressive, 
hostile, arrogant , Insensitive and savage by most human 
standards. Intellectually they are about on the same level 
as humans (although I.Q. statS never go beyond 18 with 
9 being the nor m. This means no bonus die roll if a 
17 or 18 Is rolled when creat i ng these creatures). 

This particular creature Tannr, Is particularly aggres
sive, to the point that he has been dr iven from his tribe 
for repeatedly challengi ng Its leader. Tannr has decided 
that his people can no longer endure their eternal battle 
with the lava-men and must seek an alternative to the 
nurturing warmth of the inner earth. As fate would have 
il. he has discovered a being who has revealed marvelous 
secrets to him. Secrets about the surface world dominated 
by the puny creatures called humans. He has learned 
of the magic of technology and the ability to c reate ani
ficlal heal sources by the names o f thermo-nuclear, solar 
and geothermic energy. These are the wonders the puny 
surface ones can command ... powers that will make 
them the !)erfect slaves. Tannr's people can survive much 
longer on the su rface than their lava- men cousins: up 
to three weeks without III affect. After that time they 
fall Into a death-like coma and die within one to four 
weeks unless i mmersed in life giving heat. However. 
I f the subterraneans are periodically bathed In in tense 
heat {as Infrequently as five or si x hours every tWO weeksl, 
they can survive on the surface Indefinitely. These sub
terranean beings also have the capability to vocalize as 
well as comprehend other languages. 



Tannr's ally is an extra-terrestrial being who was 
conducting a geological study of the planet Earth 300,000 
years ago. A freak mishap immobilized the subterranean 
digger and killed all on board except for him. Trapped 
miles below the planet' s surface, it pi aced itself In a 
stasis field where it has lain dormant until recently dis
covered by Tannr. With Tannr' s assistance It was able 
to make Its way to the surface where It found the planet 
to be inhabited by humans. Immediately an evil plan 
was conceived to undermine the human race. The ext ra
terrestrial was easily abie to convince Tannr of his people's 
superiority over humankind and that it was his place to 
lead his people against the surface dwellers. Once con
quered, the surviving humans would be forced to serve 
them as slaves to transform the surface Into a more habit
able environment for the subterraneans. The alien assured 
Tannr that what knowledge of science they might lack 
In building the artifically heated environments for the 
subterraneans, he possessed and would gladly supply. To 
bolster Tannr's confidence, the alien decided a display 
of superiority was required. The underground human city 
(New Havenl Tannr had accidently discovered a few years 
earlier would be perfect. Better yet, the alien used its 
psionic abillties to turn Tannr's very enemy, the lava
men. into their tools of war. 

: Tannr 
Miscreant 
I.Q. II, M.E. 9, M.A. 12, P.S. 22, P.P. 13, 

10, Spd. 10. 
Male Weight: 500lbs Height: 8ft 
54 5.D.C.; 300 A.R.: 14 

Disposition: Aggressive, impudent~ky, arrogant, c raves 
power. 
Power Category: Allen 
Super Power: Alter Physical Structure: fire. Add 200 
SoD.C. when aflame; impervious to rire and heat. Powers 
Include: Radiate Heat, fire Ball , continuous Bolt of flame, 
Wall or Circle of flame and Super Nova. Tannr (as with 
.!l!. subterraneans) CANNOT fly!! When not aflame he 
appears to be a dark. red stone giant . See H.U. rule book, 
pages 100-101 for complete power description. Also see 
the description of the villain Vesuvius. 
Level of Experience: 7th 
Level of Education: High School 
Scholastic Bonus: .5% 
Occupation: Warrior 

Scnolastlc Skills fall include scholastic 
Basic Math 
Hand to Hand: Expert 
Wrestling 
W.P. Blunt 
Cli mbing 

I are at 3rd level 

Mammals 
Energy Sources 

bonuses} 
98% 

91/98% 

profidencies) 
,,% 
,,% 
,,% ,,% 
67% 
m. C~"~~,,,E,,',,rth English Operat iOn 

All secondary skills have been taught by the Runner. 

bonuses are included) 
Sill; 

Bonuses to Strike .3, PalTY .. 2, Dodge .1. Damage .10, 
Roll with Punch or fall .. 4, Pull Punch .2. 
Kick Attack does 1-8 damage (plus damage bonuses) 
Pin/Incapacitate (by holdIng) with a roll of 18-19-20. 
Crush/Squeeze does 1-4 damage (plus damage bonus) 
Body Blockrrackle does 1-4 damage (plus damage bonus). 
NOTE: Don't fo rget his additional 200 S.D.C. when aflame. 
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";;""!!'-"O: Tannr is an aggressive, mean, arrogant 
:;;; longs to rule over his people. Manip

ulated by the Runner, he has decided that the surface 
world can be conquered, its people enslaved and ItS surface 
converted to a suitable environment. This will be achieved, 
wit!'! the aid of the empathic/telepathic Runner by manip
ulating his people's greatest enemies the lava-men, into 
attacking the surface world. Of course the Runner and 
Tannr have additional ideas for world conquest, but the 
lava-men's assault is {he first phase. The anack on New 
Haven was Just a small test run. Game Masters, feel 
free to take this as far as you want to. The allegiance 
between Tannr and the Runner Is quite strong, with both 
surprisingly helpful and tolerant of each other. 



Madness from a Distant Star 

Undoubtedly the questions on most reader's minds 
are why would this aHen conceive such a maniacal plot? 
What could It possibly hope to achieve? The answer is 
simple and terrifying: genocide. Fate has played a cruel 
trick on the planet Earth. for it has placed a Mechanoid 
Runner in the midst of B low level, technological human 
society. The only promising aspect is that It is alone. 

The Mechanoids are an ancient race of creatures 
renowned for their unrivaled technology, power and evil. 
Their cruelty quickly became a thing of legend as they 
swept the universe, hunting out and ex terminating entire 
wor lds. Their experiments on humanoid life for ms are 
far more hideous than Doctor Von Croft's worSt night
mares. The Mechanoids are a race of merciless, megalo
maniacs with but three all consuming purposes: expansion, 
knowledge and the termination o f all human life. If the 
Mechanoids powers rival the gods then they are mad gods; 
god beings without mercy, justice or compassion. A male
volent force consumed in uner hatred and contempt for 
all living things. A devour ing madness that makes them 
view humanity, its cousins, and its allies as all being a 
pan o f a hideous, malignant cancer that must be termi
nated. Total genocide of all humanoid life and its sym
pathizers wherever it's found. 

Ironically, the Mechanoid' s ancestry is rooted in 
human (humanoid) origin. A people whose only true flaw 
was their Insatiable quest for knowledge, Irregardless of 
the COSt. It would be their genetic reconstruction eJl;-

"' 

periments to c reate a superior breed of man that would 
spawn the Mechanolds. Originally designed to better with
stand the rigors of space exploration, the frail human 
creatures were genetically reconstructed and reinforced 
with advanced robotics; creating the ultimate cybor g. 
The experimems were perhaps tOO successful, for it c reated 
a new type of creature, a creature tOO far removed from 
the realm o f humani t y. The new life form soon proved 
t o be superior to Its creator In every way and although 
these quasi-mechanoids were both loyal and benevolent , 
their presence Instilled only suspicion and hatred among 
their human creators. Eventually the paranOia provoked 
the humans to destroy that which they had created. How
ever. the new life fled; wracked in confusion and sorrow. 

In a futile attempt to appease their creatOrs. the 
new life gathered great knowledge from every corner 
of their galaxy. They achieved In a few brief centuries 
what man could nOt have attained in a thousand. During 
that time they also made great strides in Improving both 
cheir genetic and robotic slTucture. When they returned 
home the new life appeared even more allen chan before 
their departure and were greeted with horrendous animos
ity. The agony of rejection, the fear , the hatred, were 
all magnIfied by their empathic nature and forever Ingrained 
withi n the racial memory that would corrupt every Mechan
oid to come. Eventually the humans and the new l i fe 
(Mechanoidsl clashed in a long and bloody battle that 
saw the Mechanoid r ise triumphant over the ashes of 
its creatOrs. Human-kind had create<! them. deserted 
them , and tried to destroy them; yet it was they who 
proved superior. No longer would they tolerate such degr a
dation at the hands of infer io rs. The new life had been 
inscilJed with a bloodlust that would never be scated. 
The Mechanoid nightmare had begun. 

The Insane hatred for humanoid life is likely to be 
a genetic defect perpetuated by continual cloning of the 
same flawed DNA structure, and s[[m ulated and eJl;aggerated 
by racial memory and psionic empathy passed on from 
generat ion to generation. 

The Runner, currently on Earth, was one o f several 
explor ing the mineral rich planet to decide whether It 
was ripe for mining dissectIon; a process In wh ich the 
planet Is actually spilt IntO sections llke an orange and 
processed. Somehow the ~Digger" that the Runner was 
aboard sei zed up, becoming immobile, followed by the 
f reak destruc tion of the entire crew except for a handful 
of robots and the one Runner. The Incredible power source 
still Intact, all systems were sh ut down and channeled 
exclusively to a single stasis chamber. Placing itself 
In stasis, the haleful allen laid dormant for 300,000 years 
until Tannr accidently disrupted the nearly eJl;hausted energy 
supply; awakenIng the Runner to an unsuspecting world. 
Driven by Its hatred for human life, it is determined to 
destroy, or at least disrupt, the world around It. Tannr 
his people, and the lava-men are the ideal pawns for 
its innial plans. NOTE: the digger, like all Mechanoids, 
was part machine and part living creature. Since the 
Jiving creature is dead, It would be impossible to reactivate 
the giant device. The computer system is also annihilated. 

THE RUNNER 
Real Name: None 
Alignment: Diabolic 
Attributes: I.Q. 20, M.E. 20, M.A. 
P.E. 16, P.B. 8, Spd. ISmph. 

16, P.S. 24, P.P. IS, 

300,210 Asexual Weight : 4600lbs 
lOft Width: Sft Hit Points: 44 

Height: 15ft 
5.D.C. : 200 

~~!!'~',,::Mean, cruel, sadistic, extremely hostile toward 
It's a careful planner and clever strategi st, 
Robot ics and Psionics 

i 690 I.S.P., 12th level proficiency; psionic 
attacks per melee: seven. Abilltiell Include: Bio-Regeneration, 
empathy, teleki nesis Bnd Telepathy and ALL secondary 
psi powers. (SEE H.U. rule book, pgs 69-75 for exact power 
descriptions). 



Runner 

Robotic/Bionic Enhancement Include: /A.R. 
14, 5.D.C. 300), Impervious to heat, Con~ 
stTuction: all s tandard items; basic environmental Dody 
armour, life support system, independent oxygen supply 
and recirculation system (indefinite capaCity), superior 
radiation shielding, insulation (electrical attacks do 1/3 
damage), coolant circulatory syste m. 
Special Additions 
Augmented Upper Body Strength: equal to P.S. 24, .. 9 
to damage. 
Augmented Lower Body Strength: equal to P.S. 24, enables 
the Runner to leap 12 feet long or 12 feet high. 
Speed: 15mph. 
Locking Body Jolou lall) 
Opt'Ci 
ALL See H.U. rule book pg. 41) 
Sensors 
ALL (See H.U rule book pg. 41) 
Weapons 
Laser Rod: the Runner's left hand Is a high Intensity laser 
intended u both a tool and weapon. Damage: varies, 
doing 1-6, 3·18 or 5-30; Range: 2400ft. 
Retractable Blades: in each finger of the right hand Is 
a I sharp blade that can be e.:uended or retracted 

I blade does 1-4 damage; a fuJI swipe does 
bonus). 

13th 
: Ph .D Medical (specializing in 

EngIneering and Astra 
Genetic EngIneer. 

genetics, 
Physics. 

scholastic bonuses) 

':~:~:.:::~~~'tO Earth sciences. Ali are at 
of • 

Basic Math 
Algebra 
Geometry 
Trigonometry 
Calculus 
Physics 
Astrophysics 
Navigation (space) 
Mining Engineering 
Electrical Engineering 
Computer Technology/Operation 
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Computer Programming 
Computer Repair 
Biology 
Anth ropology 
Medical Doctor 
Microbiology 
Surgeon 
Specialist (genetic reconstruction, cloning, neurology, neuro
surgery, bionic implants) 
Pathology 
Radiation T,«',"olo.:1' Medical 

89% 
89% ,,% 
65% 

Audio Communications 69% 
Combat Skills {all bonuses are Included) 
Auacks per Melee: Three hand to hand, or Seven psionic 
Bonuses to Strike hand to hand or with laser .2, Parry ·3, 
Dodge .1, Damage .9. Roll with Punch or fall .. 4. Pull 
Punch .2, Save vs Psionlcs .. 3, Save vs Toxin .. 1. Save 
vs Coma/Death .. 5, Ability to Inllmidate 65%. 
Punch or Stomp does 2-12 damage (plus damage bonus). 
La5ers do 1-6, 3-18 or 5-30 damage. Range: 2400ft . 
Personal Profile: The Runner is the Mechanoid Jack-of
all trades. Ali Runners have a rudimentary knowledge 
o f physics, genetiCS. biology, surgery, electronics, navigation, 
mechanics, robotics and com munication. The typical 
Runner is an expert In two of these areas; In the case 
of this speclfic Runner, It Is an ell.pert in genetiC engi
neering, surgery and mechanical engineering (specifically 
the areas of robotics). They are among the few free 
thinkers in the Mechaooid society. 

This Runner, like most of his kind, is possessed by 
an insane hatred of humanoid life and loves to spend ItS 
free time conducting hideous biological and genetic experi
ments on humans. It very much enJoys the thrill of the 
hunt and matching witS with Its Inferior human opponents. 
One of the fatal (Jaws of this powerful creature Is that 
It underestimates all humans. This can provide a valuable 
edge when forced to confront It. I must point out that 
the Runner Is not so c razed as to fight to the death or 
so egocentric as to make obvious blunders in logic. 



Mechanoid Oigger 
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GAME MASTERS SECTION 

~IOW TO PLAY 

The Justice Machine game book is !!.£!. a game In 
itself but a source book to be used with the Super Hero 
role-playing game Heroes Unlimited. Although the material 
in this book can be adapted 10 any game system it 15 
specifically designed for use whh Heroes Unlimited (avail
able 81 most hobby shops or directly from PalladIum Books. 
COSt Is $14.95 post paid). 

[n regard 10 equipmem or other needs, the usual 
game requiremems of dice, players and game masl er apply_ 

USEf"UL GAME JNFORMA T ION 

The following sect ion presents a smattering of game 
Information found In the Heroes Unlimited rule book. 
The Information which has been excerpted is very basic 
material that can be essential to game play and under
standing. II's been Included to provide quick reference 
fot players and game masters alike. Likewise, players 
who bought the Justice Machine source book 10 supplement 
their own knowledge of the characters or for inclusion 
InlO another game system would be lost wnhou t thiS 
Information. 

GLOSSAR Y Of TERMS 

Explanation of Term s 

f or someone not familiar whh fRP games. there 
is often a number of terms which may be confusing. 
As with any hobby, a certain vocabulary has de\·eloped 
with whi ch enthUSiasts converse. Here is a cross seclion 
and explanauon of the gamer's vocabulary. 

GLOSSARY 

ATTRIBUTE 

"' 

An a!tribule is a category, either menta! 
or physical , used to define a certain portion 
of a character. The set containing all 
of a character's attributes ddlnes that 
character In its most basic form. Altrlbute 

!~~~:~~~2J:',:j:i~~~~!;~~M~~.E.:f,/Mental P.s./ 
Prowess, 

Beauty, 
Spd./Speed. 



CAMPAIGN - A campaign is the term for a long standing 
series o f adventures based on one pani cular 
world, event, or set of charac ters. Camp
aigns are conducted by gamemasters, who 
are responsible for seiling things up and 
maintaining continuity. A well conducted 
campaign can provide countless hours 
of enjoyment over a long period of time, 

CHARACTER - A ch aracter Is a player's 
In a role-playing game. 
basic form it consists of 
bUies which vary depending 
game played. 

"plaYing piece" 
In itS most 

a set of altn
on the SpeCI fic 

OEATli Often In conversations among game players, one 
wi ll hear such phrases as "I gOt killed", "I died". 
"I chopped off Its head", "We wiped 'em out". 
etc. This can be rather disturbing t o the un-
101Iiated. but, in most cases. these phrases 
refer to their characters' actions in the game 
and nOl their real lives. fRP games cannot 
and should not, be classified as being overly 
Violent. ThiS is a func tion of the particular 
gamemaster and his/her group. and not the 
game IlSelf. 

DICE - All rant as)' role-playing games use dice of one 
f orm or another. Common dice come with 
four. six, eight. ten, twelve or Iwent) sides. 
In the context of mosl game rules, these vanous 
forms are distinguished by a capital "D", follo .... ed 
by a number which indicates the range .... anted. 
for example "OS" would IndiCate an eight-sided 
die. A number before the "0" indicates ho .... 
man) of the required dice one should role, 
i.e., "30S" indicates that three eight-Sided dice 
are to be rolled. 

fRP - fantas} Role-PlaYing games. 

GM - Gamemasters (GMs) are those people who design and 
conduct fRP campaigns. 

H.U. The abbreviation for Heroes Unlimited which refers 
directl y t o the Heroes Unlimited Role-PlaYing 
Game/Rule book, which Ihis book is meant 10 
supplemenl. 

J.M. - The abbreviation for the Jusllce Machine superhero 
team. "J .M. the comiC book" refers to the or iginal 
comic book from which most of this book is based. 

MEGALOMANIA - This is a menial disorder charact erized 
bv delusions of grandeur, wealth, po",er 
etc. ii's important to point ou t that 
characlers suffer ing from megalomania 
are nOt Wide eyed, babbling pychopalhs 
out to rul e the enlire world. People 
"'ho are megalomaniacs generally en
Vision themselves as being superior t o 
their fellow man and are dTiven to 
prlwe this delUSiOn of grandeur through 
their actions. They need the adoral ion 
of the masses t o have their apparent 
genius, superiority, acknowledged and 
praised. These individuals musl be 
the best, ... not one of the beSt or 
second best, but the ~ best. Many 
great, good and wonderful people 
have achieved marvels because o f this 
Insatiable need to prove themselves 
the best. This condition does I'I()t, in 
Itself, make a person great nor a 
mastermind, it simply spurs the person 
10 tTy his besl or, perhaps, attempt the 
impossible. Consequently, jusl because 

PLAYER 

a person is a megalomaniac, II doesn't 
mean thai he is a genius but only 
that he believes himself 10 be superior. 

A player IS a person who plays in an FRP 
campaign. 

ROLL-A -TWENTY -SIDED This means t o roll dice and 
generate a number within 
the staled range. In thlS 
case a number from 1-20 
would be obtained. 

ROLL PERCENTILE - ThiS means to generate 
from 01-100. To do 
ten-sided dice are 
one die Indicates the 
the other the ones. 

a number 
this 1 .... 0 
reqUITed: 

lens and 

RUN - This term can mean to conduct a campaign or 
or 10 pia)' in a game. Examples: "He runs a cam
paign.", "I run in a campaign". 

SAVINGS THROW - A system t o give playe rs one lasl 
chance 10 survive some adverslt}. 
By rolllOg under, or over, a cen ain 
value, as 3et by the GM, player$ are 
permllled to somehow avoid unpleasant 
circumstances. 

SCENARIO - A speCific adventure or series of events 
which a GM has drawn up 10 challenge 
the players wllh. A scenariO can be 
as small as one or tWO room house, or 
as large as an entire baulefleld. 

STAT - An abbreviation for STATISTIC. See ATTRIBUTES. 

THE EIGHT A1TRIBUTES 

12. 

CREATING A CHARACTER 

The c reation o f a hero is no small thing and requires 
the consideration of several elements. Those elements 
include: 

I. ) Determining the eight attributes. 
2.1 Hit points and S.D.C. 
3.) Type of power / abitities !see random power tablel. 
4.) Alignments 
5.) Educational level, skills and occupation 



THE A1TRIBUTES 
All characters, whether Ihey are ordinar), humans, 

mutants, or aliens, are composed of eight (8) attributes. 

r.Q. 
Mental Endurance 1M. E.) 
Mental Arfinity (M.A.l 
Physical Strength (P.S.) 
Physical Pro ..... ess (P.P., 
Physical Endurance lP.E.) 
Physical Beauty (P.B.J 
Speed (Spdl 

Each of these attributes mdl cate Ihe character's 
base strengths, weaknesses and natural abilitIes. They 
rna) also help determine a character ' s occupation. 

DETERMINING ATTRIBUTES 

Three six-sided dice 8Te rolled to determine each 
IndIvidual 8unbute. The higher Ihe number, the grealer 
the abIlity. Generally, a roll of 3-7 is considered 10 ..... 
8-10 average, 11 -15 high and 16 or greater exceptional. 
I am a fIrm believer in rolling up a character and sticking 
wllh the origLnal rolls without adjusting or re-rolling very 
10 ..... or average Stats. Keeping 10 .... rolls are Doth fun 
and realistic, addmg personality to a character. It forces 
the player to really think aDout his/her deficiencies as 
welt as the exceptlonal-aiiTIitles. Not all charac ters have 
to be perfect or muscle-Dound. Play that character with 
an I.Q. of 5, P.S. of 20 and super-powered. Strong, but 
dumb. 

ATIRIBUTES: A BRIEF DEFINITION 

Intelligence Quotient II.QJ: This simply indicates 
the Intelligence of the character. For the exact I.Q. 
multiply the attribute by ten. Exampl y I.Q. 5, a real 
I.Q. of 50, I.Q. 10 • real I.Q. of 100, I.Q. 15 • real I.Q. 
of ISO, and so forth. 

Mental Endurance (M.E.): This Indicates how much 
mental and emollonal stress the character can withstand. 
Mental Affinhy (M.A.): This IS the character's personal 
magnetis m/chansma. Many powerful men, such as Hitler 
and President Lincoln, were not physically attractive but 
possessed Incredibly magnetic personalities. The sign of 
a natural leader. 

Physical Strength (P.S.): ThiS IS the ra..... physical 
power of the character. 

Physical Pro",ess (P.P.): This indicates the manual 
dexterity and agility of a character. ThiS applies to the 
use of the hands and the nimbleness of movement (not 
to be confused with speed). 

Physical Endurance (P.E. ): This Is the strength of 
the character's constitution; the amount of physical puni sh
ment (hit points) the character can withSllnd and resistance 
to fatigue, disease, coma, and so on. 

Physical Beauty (P.B.I: This Indicates the physical 
attractiveness of the character. 

Speed (Spd): This is specifically how quickly the 
character can run the mile. Speed ODES NOT apply to 
the use of weapons, tools or number of attacks, parries, 
or dodges; all of which fall under the physical prnwess 
(P.P.) category. 
Maximum Runnlnl Speed: Spd X 20 • how many yards 
(meters) per minute (one minute four melee rounds) 
a character can run. Example: Spd of 9 X 20 • 180 yards 
per The physical endurance (P.E.) Indicates ho .... · 
long the character can maintain this maximum 
Spd. of 9 X 20 • 180 yards per minute; 
P.E. the person can maintain that speed 
for II minutes before tlrln8. Total yards run in II mmutes 
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would be 1980 ( that's 5940 ft or a little more than a 
mile). Upon reachmg the P.E. limit of I I minules, the 
person's speed is reduced by half. Recovery Time: 30 
minutes rest for full recover}. 

ATIR IBUTE BONUSES 

Exceptionally high rolls of 16, 17, or 18 provides 
the character with speCial bonuses or conditiOns/abilities 
in conjunction with that attribute (see bonus chart), 

Furthermore, the roll of 17 or 18 allows the player 
to roll an additional bonus die for thai particular attnbute. 
The bonus IS applied onl) to the Btlnbute In whIch 17 
or 18 was rolled. When a bonus attribute ro ll happens 
the player ro ll s one additional 6-sided die, adds the number 
rolled to the specific attribute and check s the attribute 
bonus chart for the bonus abIlities. 
NOTE; Altrlbute bonuses apply to both ordinary humans 
and super-beings in addition to any skill bonuses, t ramlng, 
or super-powers. 

DESCRIPTION OF AlTRlBUTE BONUSES 

I.Q.: The allribute bonus thart indicates the bonus percent
age added to !.!! of the character's skills including occupa
tional, scholastIc, and secondary, ThiS IS a one time skill 
bonus applied to all skills at first level, It IS not added 
again with each new experience level. only once-at the 
beginning of the character's training/Study. 

M,E.: Indi cates the bonus added to saving thro ..... s against 
psionic attacks and Insanity. 

M.A.: Reflects the incredible charisma of that person, 
The chart Indicates the percennge probability of the char
acter invoking trust o r IntimidatIon of others. 

P.s.: Shows the bonus to inflict damage in hand to hand 
combat. 

P.P.: Reflec lS the character's exceptional qUickness and 
dex tent y, providing bonuses to parry, dodge, and strike, 

P.E.: Indica tes JUSt how much physical punishment the 
character can withstand, providing Donuses to survive greal 
phYSical punishment, coma/death (add to percentile roll ) 
and Donuses to save vs. polson and radiat ion. 

P.8. : Reflects the cha racter's incredible physical beauty/ 
appearance. The chan Indicates the percentage probabiht}, 
of people belnl charmed and/or impressed by the person'~ 
sheer attractiveness, 

Spd: the Increased speed factor is like a Donus In and 
of itself, being able to run the mile very quick I)'. A Spd 
of 22 IS equal to aboul 15mph although an average person 
cannot malnnin that Tat e of speed for a full hour. As 
a reSU lt of the charac ter's speed and nimbleness he can 
ohen move (run/leap) OUt of harms ..... a)' and Is I"en 
a bonus to dodge. See chart. 
NOTE: All att ribute bonuses are In addition to an~' other 
skill, training, or superpower bonuses. 



AITR IBUTE BONUS CHART 

16 17 18 19 20 

I.Q. add to !!!I sk Ills. .3% .,% • ,% .6% .,% 
Thi s is a one l ime bonus 
M.E. save vs. I1:s ionics • I .1 .2 . 2 .3 
M.A. Irust/charisma ,,% ' 0% '0% 60% 65% 
P.s. Hand 10 Hand -I ., ·3 ., ., 
Combat : damage 
P.P. Bonus to parry. -I .1 ., ., ·3 
dodge, & strike 
P.E. save V$. coma! .5% .6% .,% .,% .9% 
death. 
save VS. (OXIllS -I • I ., ., ., 
P.B. charm/lmpress ' 0% ,,% '0% 55 .. 6O"" 
Speed: Bonus to dodge .1 • I • I . , ., 

PHYSICAL STRENGTH AND WEIGHT 

A character can easily carr} 10 times hiS physical 
strength (P.S.] attribute of weight in pounds. Thus, a 
character with a P.S. of 10 can carry 100 Ibs (45 kg); 
P.S. of 12 " 120 Ibs; and so on. The character can 
carry this maximum load IP.S. X 10) while executing 
light activilles, wa lking, jogging, standing. for four t imes 
his P.E. attribute before he must SlOp and rest. Examl1:le: 
P.E. 11 X 4 • 44 minutes of light exertion before needing 
10 rest. Heavy exertion, running. combat. etc. takes 
its loll much qUicker. allOWing the person to carry the 
load for only half as long: P.E. X 2. 

Resting for 10 minutes will enable the character 
to resume his pace of activity ummpalred. AllOWing 
no rest reduces Spd. by 10% every half hour. 

Extremely Strong Characters 

Characters with a physical st rength of 15- 19 can 
carry 20 times their P.S. attribute, Characters wlth 
a P.S. of 20-23 can carry weight 30 times their P.S .• 
and those with a P.S. of 24 or higher can carry wei ght 
50 times their P.S. attribute. 

The same conditions for exertion apply as mentioned 
earlier. 

Lifting We ight 

lifting weight/objects is different than carrying 
weight. To lift a weight requires a lit t le leverage, an 
adrenalin rush. no (or lillIe] movement, and is usuall y 
sustained for a short period of time. 

A character can lift a weight that Is 30 times 
his P.S. attribute. This means a character with a P.S. 
of 12 can lift a weight up to 360 Ibs. 

The effort exerted is great and cannot be maintaIned 
for any great length of time. Maximum length of time 
is one melee/ 15 seconds for each P.E. attribute POint. 
Example: a P. E. of 10 • 20 melees or twO and a half 
minutes that Ihe weight can be held up. This can be 
repeated after one mi nute of res! up to five times in 
a row. After that the duration is CUI by!. 

El:tremely St rong Characte r 

Characters wilh a physIcal strength of 1:'-19 can 
lift 40 times their P. S. attribute in weight. Charac ters 
with a P.S. of 20-23 can lift weigh t 60 l imes their P.S .• 
and those with a P.S. of 24 or higher can 11ft we ight 
100 tImes their P.S. 

The same conditions for exertion apply as mentioned 
prevlousl). 

21 22 2J " 25 26 21 28 29 30 
• ,% ·9% .1 0% 011 % .12% .13% .14% . 15% .16% . 17% 

.3 ., . , .. ., ., .6 .6 ., ., 
' 0% 75% , ... "" 88% 90% 92% 94% 96% 98% 

.6 ., ., ., -1O -II .12 -1 3 ·14 ·15 

., . , . , ., ., .6 • 6 ., ., ., 
- 10% .11 % .12% • 1 3% .1 4% ·15% • 16% .17% .1 8% .19% 

· 3 "", ., •• •• ., ., . 6 .6 ., ., ., 
'0" " .. ,,% " .. ,,% 90% 92% 94% ,,% 

.3 .3 • 3 •• •• •• •• •• ., 

Throwing Extremely Heavy Objects 

Extremely strong charac ters with a P.S. altribule 
of 15 or higher can hurl any extremel ~' heavy objec t 
that can be ca rried o r lifted, one foot for each P.S. 
pOln! of strength. Example: P. S. 17 • 17 feet. Dam age: 
Hurled heavy objects do 1-8 damage for every 100 Ibs. 
Effective range for thrown objects weighing less than 
one pound IS approximately 60 feet and do 1-6 damage. 

Move ment and uenion 

To keep the game simple and as quick moving as 
possible, light aClivity such as walking, jogging. standing 
guard, d riving. doing repairs and so on do not affe!;'t 
the character's P.E. or Spd. Even intense aCllvit)" 
such as I:' minutes of combat, follo ... ·ed by light activity 
or rest enables the character to func t ion at t OP errlcienc~. 
It is all a matter of pacing oneself. 

Prolonged periods of combat or hea\'y exerll on 
Ian hour or more of intense physical exertion) will take 
it s toll on the character. Reduce once every hour: 
-2 Spd 
-I initiati ve 
-I 10 parry and dodge 

HIT POINTS 
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HIT POIf'fTS (life points) and 
STRUCTURAL DAMAGE CAPACIIT (S.D.C.) POINTS 

Hit poinu might besl be thought of as life points, 
because they indicate how much physical damage lcuts, 
brui ses, etc.] a character can withstand before helshe 
dies. Structural Damage Cap&Clty (S.D. C.) points are 
similar to hit points but represent physical tOughness 
or endurance rather than life. Damage absorbed by one's 
S.D.C. might best be thought 01 as superficial damage. 
aches and pa ins. While damage to one's hit POints are 
considered severe and oft en life threatening. 

Both S.D.C. and hit pOintS are observed during battle 
(or melee] to determine how much damage is being inflict· 
ed on friend and foe. Each time a character is struck 
by a weapon he takes phYSical damage. The indiVidual 
players keep score of ho .... • many hit points or S.D.C. 
points their charac ter has by subtracting the damage 
from his character each t ime that character is hit by 
a weapon. Likewise. the game master keeps score of 
ho .... much damage the player Inflicts upon hiS opponent. 



Combal, S.D.C, and Hit PointS 

ThIS Is ho.... It all works in a combat situat ion. 
When a character Is struck by a weapon (bullet, blast, 
energl bolt, knife, club, punch. et c.l he t akes physical 
damage. The damage is subtrac ted ftr st from the S.D.e. 
Althought painful , the damage absorbed b) S.D.e. is 
NOT lethal, This is ho.... in a John Wayne movIe he 
can be riddled wit h bullet It but they' re all only flesh 
wounds and he's ambltng oH an hour later to take on 
t ..... ent) bandil$. Ah, the stuff of heroes. 

After all the S.D.e. poInts are depleted (ze ro) the 
damage tS Subtracted from the c haracter' s hit points, 
ThIS is sellere damage and a great loss of hit points 
indtcates a possible hfe threatening situallon. When a 
character has zero hn potnts he lapses Into a coma and 
.... 111 soon dIe unless extenSIve medIcal aId is applied. 
When a charac ter's hit potnts have been reduced far 
belo .... zero, he IS dead and beyond salling. 

Determining Hit Points 

I. ) Base Hit Points: Halltng rolled up your eight 
attributes you will recall th at one is Physical Endurance 
(P.E.) The physical endurance score indIcates your chara
c ter's base/starling amount of hit POints. ThIs tS the 
number of hll pOint damage that character can sust ain 
before lapSing Into a coma. 

2.) Building Hit Points: After determIning your base 
hit points, pick up I sl;I(-sided dIe, roll It and add the 
number rolled to your hit POlOt base. Only roll I 5[;1( 

sided dIe, one t ime. 
As your character gro .... ·s In kno .... ledae and e;l(perie nce 

so wil l he al so mature physicall y, increasing his hIt point s. 
Each time a character attains a new experience level 
roll I SIx-sided dIe and add it to the e;l(isting hit points. 

S.D.C. determination IS quit e dlHerent. Each Random 
Power ca tegory prOllides a cenatn number of S.D.e. 
This usually reflec ts the nature of training or speC Ial 
physical traiu such as mutant or alien. Additional S.D.C, 
are gained th rough phYSIc al traimng. 

RECOVERY OF IllT POINTS 
After a ball Ie, c haracters who halle sustained phy

SIcal damage must tend to their wounds. The allending 
of wounds can be administered b)' fellow charac ters, 
trained medical personnel or by oneself If the c haracter 
has fIrst aId skills and is nOt physicall), impaired. 

first aid type skillS Include baSIC and Immediate 
medical treatment such as bandagtng and c leaning of 
wounds, stopping of bleeding, and so on unt il the character 
can recellle better medIcal care. 

Recollery: non-professional t reat ment. Thi s Is basic 
fir st aId type treatment by oneself or non-medically 
tra ined and professiona lly experienced people. This type 
of Ireat ment may be used if the characte r does not 
want to inlloille the police or hospital s. It is not necessa
Tlly Inferior treatment, especially for not tOO serious 
a ilments, but JUSt lacks the full fa cilit ies and experll se 
of a ma jor medical institution. Rate of Recollery: 
Two hit points per day (24 hours). 

Recovery; professional t reat ment: This is medical 
treatment from a doctor, clinic or hospital. Rate of 
Recollery: two hit points per da)' for the firsl two days, 
and four hit poInts per day for each foll owing day until 
the character has regained all his/her original hit points. 

Recollery of S.D.C. Points 

Characters naturally recOller their S.D.C, a t a rale 
of hlle (5) per each hour of reSI and relaxallon. ThIS 
mea ns th aI the charac ter must rest or sleep to rebuild 
his phySIcal bod}' sHength, ---without rest the c haracter 
does NOT regain his S.D.C. POInts. 
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DAMAGE 

Serious Physical Damage 

A character recellles serious physica l damage .... hen 
he loses a great amount of S.D.C. or hit points. The 
following Is a liSt of side effects from physical damage. 
The affects of the damage are genera lly temporary and 
cumutalllle. Thus, If a character su ffe rs the loss of 
a great deal of hI! point s or S.D.C. wit hin a short time 
he lIIill suffer the multiple affects o f phYSIcal dam age. 
Roll each time sellere damage Is endured. 

Side-dfecu f rom Physical Damage (S.D.e.) 

Roll on thIs table when 80'110 or more (altl S.D. C. 
poin ts are depleted. Im pa irment Is temporary, lasting 
2-8 days Iroll 2 four-sided dIce). 

Roll 
Percent ile Dama&e 

1- 14 Minor bru ises and lacerations 

15-29 Sellerel y bruised and battered 
muscles 

30-44 Damaged (sprain, pulled, cut , 
e tc.) arm or shoulder 

45-59 Damaged leg or hlp 

60-74 Damaged hand and/or wr is t 

7$-89 Head Injury 

90-00 Da maged back or pelllis 

Minuses 

Spd -2 
-I to dodge 
P,P, - I 

~ 
P.P. -3 

Spd is ! 
-2 to dodge 
P.P. - I 

.S. -2 
-5% on all 
skills, Spd -2 
P.E. -I 
P.P. -2 
Spd -3 

NOTE: none of these effects are permanent nor life 
threatening. Minuses apply to that one limb. Speed 
minuses affec i the whole body. Remember effects are 
cumulatille; roll each time the c haract er Is badl), hun. 



Side-effects from Physical Damage (Hit Poi ntS) 

Roll on this table when 75'1b to 99% (almost all) 
hit points are depleted. Impairment Is temporary lasting 
1-4 ""eek s Iroll I four-sided die}. 

Roll 
Percentile 

1- 10 

11 -20 

21 -29 

30-39 

40-49 

50·59 

60-69 

70-79 

80-89 

90-00 

Damage 

Severely battered '"' bruised 

Torn "m muscle 

Torn leg muscle 

fractured bone: "m 
frac tured bone: I •• 

fractured bone: ribs or pelvIs 

Broken bone: "m 
Broken bone: I,. 

Broken bone: fibs 

Severe ConcuSSion 

Minuses 

Spd -2 
-3 to dodge 
P.P. -3 
P.S. -2 
Spd IS ~ 
-2 to dodge 
P.P. -2 
P.S. -3 
Sod IS ; 
-4 to dodge 
P.E. -2 
Spd is 2 
P.P. is ~ 
P.S. is i 
Spd IS 1/3 
-6 t o dodge 
P.E. -3 
P.P. -I 
~ 
-8 on all 
skills, Spd -3 

NOTE: None of these errects are permanent nor lIfe threat
emng, ahhough painful and debilitating. Minuses appl y 
t o that one particular 11mb. Speed minuses affect the 
whole body. Remember, effects are cumulatIve. 

About blood loss. When a character is severely 
hurt , has onl)' 15% of his hit pOintS, and is bleeding; 
he will soon die of blood loss unless he or she receives 
ImmedIate medical attention. Even a basic fIrst aid 
and no or little movement can bind wounds and prevent 
further blood loss/damage. Withou t me<!ical aid the person 
will continue to lose blood and take one point (hit point) 
of damage every minute' " melee rounds. 

Surviving Coma and Death 

When a character's hit points are reduce<! to zero 
lor lessl he/she collapses; lapsing into a coma. Thi s 
character is near death and "" 111 die in a mailer of hours 
unless he/she r eceives immediate medIcal treatment. 

Ho.... much damage below zero a charac ter can 
undergo Is Indicated by the physical endurance (P.E.) 
attribute. A character can take one point of damage 
below zero (negative I , -2, -3. etc.1 for each P. E. POint. 
Example: A character with a P.E. of 9 Wi ll lapse into 
a coma 8t zero hit poIntS, but still Jives up to negative 
9. However. If the character receives more damage 
(which is very possible) than the P.E., he is dead with 
no hope of recovery. Thus, If a character with a P. E. 
of 9 takes 10 points, or more. below zero, exceeding 
hIS P.E., he Is beyond medIcal help and dies. 

Coma Length 

The length of time a char acte r will survIve without 
treatment In a coma Is again indica ted by the P.E. 
Add one hour f or each P.E. point. Example: P. E.9_ 
9 hours; P.E. 10. 10 hours, and so on. 

Recovery from a Coma 

Whether a character survives the coma and IS stabil· 
Ized tbrought back to at least one hit point above zero} 
is determmed b) the roll of percentile dIce. If the player 
rolls tWO successful recover)" rolls out o f three tries, 
the character breaks OUt o f the coma and is no longer 
In danger of dyi ng. ThI S also means that he IS brought 
up to one hit point above ~ero. Recovery of hit point s 
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from that time on are sundard; see Recovery of Hit 
POIntS. NOTE: This can be attempted every hour. 

Recovery Ratio (roll 2 out o f 3) 

Treatment from non- professIonal medIcal mdl\ldual, 
but with medica! skills, 1-18%. 
Trea tment from an Intern or nurse IR.N.} 1· 32%. 
Treat ment from a doctor without proper facilities 1-46'1.:. 
Tr ea tment from a doctor at a clinic tralr f aclli u esl 
1-56% 
Treatment from a hospital 1-66%. 
Treatment from a major, large hospital 1-70'1.:.. 

Roll on this table when a charac ter has lost all 
o f his/her hit pointS and has been near dea th leoma I. 
Impairment is permanent as a resul t of the grave ph}SICal 
damage. NOTE: This Is nOt a mandatory table, but IS 
left up to the gamemaster' s discretion. 

1- 10 
11 -20 
21 -39 
40-55 

56-70 
7 1-82 
83-92 
93-00 

No permanent damage. 
MaJor stiHness in joints; reduce P.P. by 2. 
M inor stif fness in joints; reduce P.P. b) ). 
Legs impaired; walk with a lImp; reduce 
Spd by 2. 
Major scarring; reduce P.B. by 2 . 
Chronic pain; re<!uce P.E. by J. 
Minor brain damage; reduce I.Q. b) J. 
M ajor brain damage; reduce I. Q. by 
M.E. by I. 
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BODY ARMOUR 
NATURAL BODY ARMOUR 

Some of t he superpowers. as well as unusual Halts 
of alIens, and mutant s, prOVIde a character with a natura l 
bod)" armour. This means the character ha~ a natural 
ph)'sical defense whether it be scaly skin, physical trans
formation, or invulnerabil it y, ThiS is NOT t o be confusE'C 
with S.D.C. poi nts which Is physical endurance and nOt 
a body armour. 

All natu ral body armour has two condItions Armour 
Rating (A.R.) and Struc trual Damage Capacity (5.D.C.). 
Unl ike artificial armour, natural armour provides much 
greater protection. Any atucks rolled under t he natura l 
A.R. do absolutely NO damage; bullets bounce off, knIves 
glance off harm lessly, punches don' t hurt, and energl 
blasts do half damage. An)' other condllions concerntng 
natural bod) armour ..... itl be explained In deuII under 
each specific power descrIption. 

How a natural A.R. works is simple. Any sHike 
to attack rolled under t he A.R. does no or l ittle damage. 
A strike rolled above the A.R. does full damage and 
IS subtracted f i r st from the S.D.C. and then hit points. 
Example: A superhero has an A.R. or 14; an allacker 
Is shOOllng a .45 aut omatic pistol and rolls a 12 to sHlke. 
The bullet DOES STRIKE, but does NO damage because 
It dId not penetrate the natural body armour. Another 
bullet, another roll to str ike, and a 16 IS rolled. This 
time the bullet strikes and penetra tes the natura l bod} 
armour's A.R. of 14. The bullet hi t s and does fULL 

damage. NOTE: for t hIS example I ha\"e not included 
the superhero's option to dodge the bullets whIch he 
cert ainly cou ld do In the game. 

The Struc tural Damage Capacity (5.D.C.) of natural 
body armour IS how much damage the armour can sustain. 
S.D.C. from natural body armour is In addition to S.D.C. 
gained from physical tra ining. 



STRUCTURAL DAMAGE 
CAPACITY (S.D.C.) 
STRUCTURAL DAMAGE CAPACITY (5.D.C.) 

Most things living and non-living have a Structural 
Damage Capacity. 

The 5.D.C, of objects and structures such as doors, 
wal ls, &ares, tables, hand-cuffs, cars, et c. is the amount 
of damage that the object can withstand. These S.D.C. 
points function exactly like hit poi nt s. Any damage 
susta ined is subtracted from the 5.D.C. When the S.D.C. 
is reduced to zero 11 Is broken or smashed beyond repair. 

The 5.D.C. of living c reatures including humans, 
mutants, and aliens Indicates the enrB physical body 
Strength or endurance of a character. All superheroes 
and villains staTt with a certain degree of S.D.C. pOints 
depending on wh ich Random Power category they fall 
into. Additional SO.C. can be bu ilt up through many 
of the physical training skills. How can thiS work you 
ask" WeI!, StOp and think about h. Trained athletes, 
especially boxers and wrestlers have built their bodies 
up so that they can endure phYSical pumshmem. Thus, 
their S.D.C. IS generally quite high. Compared to an 
ordinary person Wit h no or Int le phySical trainin~ !like 
mel a boxer is considerabl y more powerful. The boxer 
can take a punch from an o rdinary guy without flinching 
!think of Mr. T), but a punch from the boxer IS likel y 
to knock the air out of the ord inary guy and do phYSical 
damage iaffectlng S.D.C. or e\'en hll pOints). The reason 
is Ihe boxer has a much higher S.D. C. Cha rac ters wil h 
a high S.D.C. can surVlve greal falls, shootings. et c. 
without suffering bodily harm, hus t lik e a John Wayne 
movle!l. 

When a charac ter is hurt the damage is first sub
tracted from hiS S.D.C. After t he S.D.C. pOlms are 
deple ted the damage IS subtrac ted from the character's 
hlt POints. There is r-;O ARMOt.:R RATIr-;G Involved 
In thiS type of S.D.C. II is not a body armour per se, 
bUI a phySICal toughness. 

Natural body armour has a similar S.D.C. but IS 
lougher and is In addition to regul ar S.D.C. If an attack 
does nOt penetrate the A.R. of a nalural bod) armour 
no damage is taken, not even off the S.D.C. It Is only 
If the attack penetrates the A.R . that dam age is subtract · 
ed. Damage IS first subtracted from the body armour's 
S.D.Co; onCE" depleted the body armour is ineffective 
and damage is subtracted from the S.D.C. of Ihe phySical 
body. After the S.D.C, of the phYSIcal body is depleted, 
da mage is subtracted (rom the hl l poims. 

Artificial armour such 85 buJ!et proof vests and 
bIOniC or robotic arm ou r also has an armour ra t ing (A.R. ) 
and S. D.C. The armour rallng indicates exactly how 
much protection is afforded b\' the armour and how easily 
il IS penetrated. The hlghe~ the A.R. the better. If 
an attack roll 10 strike is less than the A.R. of the 
armour, the armour absorbs the attack; subtract the 
damage from the armours S.D.C. When the arm ou rs 
S.D.C. is depleted it no longer affords protec t ion and 
is useless. 

If an attack roll to strike Is higher than the armours 
A.R. it penetrates the armour inflic llng damage 10 the 
physical body's S.D. C. (not the armours S.D.C.) andlor 
hit points. 



RECOVERY OF 5.D.C. 

Natural body arm ours which are the result of a 
superpower will list eltactl)' how many S.D. C. are recover
ed per hour. 

Typical physical 5.D.C. recovers al a rale of five 
IS) per hoor of test. ThiS means that as a c haracter 
rests and recuperates the phYSical st rength of the body 
(S.D.C.) is restored. 

See hit points. $.D.C. and Physical Damage sections 
for side effects and extenuating circumstances regarding 
Ihe recovery of 5.D.C. and hit points. 

SUPERHERO 5.D.C. TABLE 

All superheroes get a bonus Structural Damage Capa
CIt\ IS.D.C.l. The S.D.C. table conveniently Im s the 
bonuses for each random power c stegory. The indlviduitl 
po ... er calegory descnptlons will also lis t the S.D.C. bonus: 
D! r-..Ot Count the bonus listed there again as II IS onl) 
a reminder of what the S.D.C. bonus IS for that categor) . 

ALPHABETICAL LIST 

OF SUPERPOWERS 

Aher PhySical Structure 
Anima l Abilities 
An imal MetamorphosIs 
Control lot hers) 
Conltol Elemental forces 
Create Forcefield 
Darkness Cont rol 
Energy Absorption 
Energy Eltpulsion 
Elttraordlnary PhySical Endurance 
Extraordinary Physical Prowess 
Elttraordlnary Sltength 
Flight Iwjn,lled) 
Flight (wingl ess) 
Glide 
Gravity Manipu lation 
Growth 

SUPERHERO STRUCTURAL DAMAGE CAPACITY I$.D. C.) TABU Healing Fact or 
Heightened Senses 
Intangibilit y 
Invisi bil ity 
Invulnerabilit y 
Magnetism 

Robollcs 
BioniCS 
Special Training 
Mu tants 

Special/AT! ificlal 
Special{ Artifi Cia l 
30 S.D.C. 
40 S.D.C. or SpeCial 
30 S.D.C. plus bonuses 
40 S.D.C. or SpeCia l 
20 S.D.C. 

PhYSical Training 
Experiments 
PSlonics (non-mutant) 
Hardware 20 S.D.C. and/ or SpeCial 

SO S.D.C. or SpeCial Allen 

NOTE: Arllflcisl a rm our or mechanical gI mmick s like 
force-fIelds provide varYing degrees of protecllon. Specific 
Structural Damage Capaci tieS depend upon each type of 
armours construc tion, cost and special propert ies. 

In the case of mutants, experiments and aliens some 
of the super· powers produce an Increased S.D.C. or creates 
a speCial bod~ armour or force fIe ld. 

The following Is a li st of common objects and structures 
and their 5.D.C. rating 

5.D.C. 

100 
170 
. 0 
25 
100 
200 
350 
600 
250 
10 
100 
150 
75 
50 
350 
800 
120 
60 
150 
120 
.00 

St ruc ture 

Common wooden door 
Heavy wooden door 
Common door lock 
Slide or chain lock 
Dead bolt lock 
Reinforced dead bolt lock and door jam. 
Met al grill door 
Metal door 
Metal grill wlndo ... · 
Glass Window 
Car windshield (note: bullets ..... il1 penetrate) 
Car door, locked 
Padlocks 
Safe deposit type box (locked) 
Safe, light 
Safe, heavr 
Hand cuffs 
ChainS, light 
ChainS, heavy 
Plas ter and wood wa ll (6 foot square) 
Brick or concrete wa11 14 foot square) 
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Mim ic 
Radar 
Shape-Changer 
Shrink 
Sonic POll er 
Speed 
St retching 
TeJepon 
T ransf e r ai/Possession 
Underwater Abili t ies 
Vibration 
WeIght Decrease 
Weight Increase 

RANDOM POWER TABLE 

Roll Pe rcentile Dice 

1- 10 
11 -20 
21 -30 
31 -S0 
SI-60 
61 -70 
71 -80 
81 -90 
9 1-1 00 

Power-Type 

Robotics 
Bionics and Implants 
Special Training 
Mutant s 
Physical Training 
Experiments 
Psionics 
Hardware 
Alien 

Crealins Heroes and Superheroes (and villains) 

After the attributes are determIned the pla~'e r rolls 
on the Random Power Table. This will indIcate ""'hat 
superpower c ategory the character falis Into. The pla}er 
then flips ahead to that category to determine the nature 
o f his superpo .... er /abili tles. If the po ... er categor> of 
mutant, or experiment, or allen is rolled up the pla\'er 
will also roll on the Superpowe r Table. See H. U. ru le boOk. 

Once the superpowe rs and abilities are determined 
the player then determines hi s or her educational leve l 
and skills. These skills should be chosen 10 supplement 
the charac ter's superpowers and goals. 

The player then continues to develop hIs cha racter 
by determIning alignments, hit pOint s, equipment, opt ional 
personality Modif iers and so on. 



WEAPONS 

ANDCOMBAT 

Weapons and Combat 

Anyone c an use, or attempt 10 use, any weapon. 
Ho .... ever . .... hl'lOul a .... eapon proficiency ( ...... P.) t he) attack 
.... nh NO BONUSES to strike, or parr). 

Weapon Proflclencies (W.P.) chains and so on. 

A person trained in a pa rticular .... eapon skill hypel 
gains 8 certain degree of expertise .... ith thai .... eapon 
type. This e xperllse is reflec ted by the gaining of bonuses. 
Proflclencies fo r ancient weapon types like sword, knife, 
bow and arrow Include bonuses 10 strike, parry, Ihro ..... 
Ihe weapon, and (when appropriate) rale of fire. Moder n 
,..-eapons pro/lclenCles Include a bonus t o stnke, and a 
number of hi ts per c l ip (accuracy). 

fencing Includes W.P. sh. sword, W.P. l arge sword, 
and " .P. knife. 

Archer)' Includes all 00.... and arro .... .ype weapons; 
W.P. bo'" and W.P. c rossbow. 

W,P, Blunt Incl udes clubs, staves, and mace type 
weapons W.P. Chain includes all t ypes of chain type 
weapons such as ball and chain, weighted chains, ordlnar, 
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COMBAT NOTE: When a player rolls to strike; an) 
roll of 5-20 Wlil strike unless parried or dodged. Any 
ro ll under five (1 --4) Is an automatic miss. Try agam. 

HAND TO ~IAND COMBAT SK ILLS: these are skill s and 
techniques used in fisticuffs and close-quarters. one on 
one, combat . Each t ype of combat has lis o ..... n o rienta tion 
and techniques. There are four specifiC types of Hand 
t o Hand Combat: 

BaSIC 
Expert 
Mart ial Arts 
Assassin 



Hand to Hand combat IS a crucial skill if a character 
desi res more attacks lactions! per melee andlor specia l 
bonuses to parry, dodge. damage and others. 

The follo" 'mg IS a brief e;ll;planatlon of terms found 
under these skill abilities. See Combat Section for speclflc 
ru les. 

(.! Plus to damage: this 15 the damage bonus gained in 
combat training. ThiS Does NOT apply {O pistols. automatic 
or energy types of .... eapons. 
(.) Plus to parry/dodge: thi S Is the bonus gained to block 
or avoid an opponents attack /strike. 
Attacks per melee: Indicates the development of speed 
and de;ll;terity in combat providmg a greater number of 
auacks/actlons per melee. 
Pull punch; IS the abllllY to control the force of the an ack/ 
punch. 
(. ) Plus to rol l with punch/ rail: th iS ability enables the 
character to roll or move .... lth the force of the blo .. 
or fall taking halfW damage. 

Kick attack : thiS is an offenSive assault using the foot 
and leg Strength. much like a karate kick. The mart ial 
kick anack l! a specifiC type of kic k a ttack doing s light ly 
more damage. Neither kick Is an additional anack. but 
an opllonal attack ability. 
Knock-out/stun: thiS appIJes to a natural. unmodified, roll 
to slrlke. The assault IS so .... ell placed and devastati ng 
that it tem porarily s tuns!rncapacnates ones opponent for 
1-6 melees. 
Critical strike: like the knock-out. thiS auack is so power 
fu l and/or placed at a nerve or .... eak spot. that It does 
double damage 10 his opponent. CrU lcal slTikes are applic
able only on natural rolls, thai is. rolls not subSidized 
by bonuses to slrike. 
Critical s trike from behind: is a sneak allack doing double 
damage to one's opponent. 
Critical strike from behind (;11;3): a sneak allack doing 
triple damage from behtnd. 
Death Blo .... ; the assassin can become so skilled th at he 
IS capable of strlklOg down and killing an opponent With 
a Single blo... An instant kill IS scored .... hen a natural 
20 (unmodified b)" bonuses to strike! is rolled. 

BONUSES IN COMBAT 

All bonuses add to the charac ter 's abllit) to success
full y accomplish some aClion. Bonuses are added 10 
the die roll modifying the fin al outcome of the roll. 
Most bonuses are cumu lative. 

Attribute Bonuses 

These are bonuses gained through natural physical 
or mental strengths that give a character an e;ll;tra added 
degree of agility. strength. endurance. etc. (see the 
ela;ht attributes). 

Physical Training Skills 

Additional combat bonuses can be gained from many 
of the phYSical skill areas. These bonuses are the result 
of euenslve HalOmg and praClice. 

Weapon Proficiency (W.P.) 

Weapon proficlencies .... ill provide bonuses to stTike 
and/or parry .... ith that parllcular weapon oniy. These 
bonuses are applicable ONLY .... hen the weapon IS used. 
If the weapon is not belOg used then the W.P. bonuses 
do NOT apply. NOTE: A person can use a ..... eapon 
for .... hich he has no W.P .• bUI has no bonuses to strike 
or parry. 

Bonuses to Strike and Parry 

Most characters will have a bonus (or cumula llve 
bonus) to sl rike or parry. The bonus 10 strike and parry 
is added to the number roiled on the t .... enl y SIded die. 
boosting the chance to successfully st rike and/or parry. 
Eumple: If a chilracter has a .1 to st r ike and he rolls 
a 13, it would be modified to a 14 due to the bonus. 

Bonuses to Dodge 

Dodge bonuses work exact ly like the bonus to parry 
or strike. adding to the die roll. increasing the chance 
to successfully dodge. Eumple: A 14 Is rolled to dodge 
by a charac ter with a .2 to dodge; the fina l modified 
result is a roll of 16. 

Bonus to Pull a Punch 

A character cannot automallcall)' pu ll a punch. 
but must roll an II or higher to successfully pull hIS 
punch. If a 9 is rolled. the character will fai! 10 pull 
his punch and unintent ionally strike doing fULL damage. 
Ho .... ever. if he has a bonus of .3 to pull a punch It 

is added to the die roll of 9 • 12. success full~ domg 
less damage. 

Bonus to Roll with a Punch or fall 

The bonus to roll .... ith a punch works exac t ly like 
a parr}. To roll " 'i th a punch the c haracter mUSt malch 
or better hiS attacker's roll to slnke. The bonu~ to 
roll with a punch/ fall IS added to the number rolled on 
t he twenty Sided die Increasing the chance of success. 

To roll with a fall the player must roll a 14 or 
higher on a twent y sided die. In both cases a failed 
roll means the charac ter takes full damage. 

Bonuses to Damage 

Damage bonuses indicate the amOUnt of extra damage 
Inflic ted 10 a hand to hand a tt ack. A damage bonus 
may be gamed throua;h combat training. phySical Skill s, 
ra'" phYSIcal Strength. super-power. or any combination 
of these. Eumple: ou r hero has bUilt up hiS physical 
bod} to a P.S. of 16 providing a damage bonus of ·1. 
he also has a ·3 to damage fr om hiS hand to hand: E;II;pert 
skill (4th level). for a lo tal of .4 to damage. 

Minuses 

Mmuses to strike, parry, dodge. or damage are 
usualJ} the result of gases. to;ll;ins, drugs. illness. fatig ue. 
super-powe r or some olher outside Influence. These 
penal lies are subt rac ted from the die roll decreasmg 
the chance of a successful maneuver. 

Action or Aflack 

Since most actz vll~ durmg a meie(' round IS combat; 
we have concent rat ed on combill aCllon such as attacks 
per melee. Slrlke, parr}, and dodge. Yet. there will 
be times when a character wi ll fore-go comba t to do 
somethmg else whether it be to t ie his shoe laces or 
t n to reach some device before it blo .. s up. AClllllues 
ot'her tha n combat are called aCll ons. A c haracter can 
attack, ac t. or do nothmg durmg a melee. 

ALL characters have one action per each attacl< 
per melee. ThiS means a character " Ith t .. o attacks 
per melee can Opt to perform twO ac tions; a character 
with four auac ks per melee c an Opt to perform four 
ac tions. An ac tion is an) fL:LL mO\ement. Example: 
the hero unhooks hi S grapphna; hook fr om hi S belt (one 
ac tion) throws it across to the neighboring roof lap (second 

action). tests the lme to see If it 's secure (3rd 
action). and then leaps off his buildmg swingIng down 
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10 the ol her (41h aCl ion) in an an empt to smash through 
a wlndo ..... in tha t buil ding. To del e rmi ne if he success
fu lly hit s and smashes through the window the pl ayer 
must roll t wenty sided die 10 strike his I8rget. 
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HAND TO HAND BASIC 

Level I 
2 
3 
4 
; 
6 
7 
8 
9 

10 

" 12 
13 
14 
15 

. 2 to pull / roll with punch/ fall 
·2 te parr)'/dodge 
2 attacks per melee 
- 2 to str ike 
. 2 to damage 
Kick Au ack does 1-6 damage 
One additional attack per melee 
Crll ical slnke from behind 
Knock-oul /s lun on a rol of 19-20 
An additional -2 to parr)'/dodge 
One addit iona l au ack per melee 
CrIIlcal slt ike on a roll of 19-20 
An addit ional ·2 10 roll with punch/fall 
An additIOnal -2 to dama ge 
An additional ·1 to strike 

HAND TO HAND EXPERT 

Leve l I 
2 
3 
4 
; 
6 
7 
8 
9 

10 

" 12 
13 
14 
15 

.2 t o pull punch/ roll with punch/ fall 
2 attacks per melee 
-2 to parry/dodge 
· 3 10 strike 
Kick attack does 1-6 damage 
-3 to damage 
One additional att ack per melee 
Knock-oui /s tun on a ro ll of 18-20 
Crllical strike from behind (X31 
One additional attack per melee 
An additional · 2 10 damage 
Crit ical st r ike on a roll of 18-20 
An additional . 2 to parry/dodge 
An additional - 2 to s t rike 
Death blow on a ro ll of a natura l 20 

HAND TO ~IAND MARTIAL ARTS 

Level I 
2 
3 
4 
; 
6 
7 
8 

9 
10 

" 12 
13 
14 
15 

. 3 to parry/dodge 
2 attacks per melee 
.4 10 pull punchlroll with punch/ fall 
Kick attack does 1-8 damage 
-3 to strike 
One additional attack per melee 
Knock-out /stun on a roll of 17·20 
Body throw (J udo li ke flip) does 1-6 damage 
vic t im loses imative and one att ack th at melee, 
One additiona l auack per melee 
Crillcal str ike on a roll of 18- 20 
.4 10 damage 
An addi tional . 2 to pa rry and dodge 
One additional attack per melee 
Death blow on a roll of a na tural 20 
An addi ll onal . 2 to damage 

HAND TO HAND ASSASSIN 

Level I 
2 
3 
4 
; 
6 
7 
8 
9 

10 

" 12 
13 
14 
15 

.2 to St r ike 
2 attacks per melee 
. 3 to pull punch/roll wit h punch/ fall 
· 4 to damage 
One additional auack per melee 
· 3 to parry/dodge 
Knock-out/sl un on a roll of 17-20 
One additional attack per melee 
Kick aH ack does 1·6 damage 
Critical St rike on a roll of 17-20 
An additional . 2 to s tr ike 
Death blo ... · on a roll o f a nal ural 20 
One additional attack per melee 
An addu lan ai .2 to da mage 
An addi u onal _ 2 to str ike 



Ordinary Hum ans 

Ordinary humans are people who do not possess any 
extraordinary powers or traIning fa r Deyond the norm. 
Their 8 attributes are limIted to the base roll of 3 six · 
sided dice. with possible attribute bonuses added. Thi s 
does not mean that all ordinary people are stupid. incompe' 
tent, or clumsy. On the COntrary, many ordinary people 
may be smarter. more agile. stronger andlor more skilled 
than a partIcular superhero. However. they do not have 
the superhero's extra power(s) or training. Conversely. 
an ordinary person with an exceptional attribute does 
..!!2!. make himlher II mutant or superhero. Example: A 
characler may have an exceptionally high I.Q. of 20 (or 
strength, or pro .... ess) placing him or her above his peers 
as a gemus. but does nOI automatically make thai character 
a superhero or even superhero material. Attacks per 
Melee: one unless hand to hand or other combat skIlls 
are studied. 
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Non-Heroes and tile Untrained 

Ordinary people .... ithout combat Hain lng such as 
boxing, .... resiling or one of the hand to hand skills are 
at a ddinite disadvantage In a combat situation. They 
have only one attack or action per melee and do ~t 
get an automatic parry attempt like heroes and combat 
trained people. The player must announce whether the 
character is attempting to parry or dodge; no announce· 
ment means no parry or dodge. The only bonuses that 
may apply to parry are from a possible weapon skIll 
(W.P.) or from P.P. attribute bonuses. Lacking a skIll 
at arms. any such defensive maneuvers count as an attackJ 
action. This means that if the character attemptS to 
parry or dodge he forfeits his next strike. To prevent 
the lou of an attack the normal person must hold his 
ground, take damage from the attack, and then strike 
back. 

Only superheroes, superviltains. and combat trained 
indIVIduals get an automatic attempt to parT} an attack. 
Like ..... ise. only the~ gel an extra attack per melee and 
additional attacks through hand to hand combat skills. 

SAVINGS THROWS 

Savings throws appl y to attacks o ther than hand 
to hand combat Including. poison, toxic gases. insanit y. 
coma. some super·po .... ers. psionics and other mind controll 
attacks. As wllh all combat . savings throws are deter
mined by the roll of a t .... enty sided die. Like a parry. 
the higher the number rolled. the better. Also like a 
parry. a successful savings thro .... means that the person 
has blocked the attack and Is not affected. There are 
some toxins and gases .... hlch s t ili do half damage even 
if a successfu l roll Is made. 

Each type of attack has a base strike ratio thaI 
must be equalled or bettered by the ddender in order 
t o succeS5fully save. 

The rollo_ing are the BASE savings throws needed 
each category, 

" 6 

~~~;1:' lil.~51:_': dodge out of the way). 
15 (non,pslonlCs). 10 (psionic characters). 

" -"''''''''- (see coma and hit points) 



ALIGNMENTS 
TH E ALIGNMENTS 

Good: Pri nc ipled and Scru pulou~ 
Selfish: Unpri nc ipled and A nar..;hiSI 
Evil : Mi screant , Aber rant a nd Diabolic 

Alignments aTe an important faClor in developing 
a character, his/her attitudes and moral pnnCIples. AL L 
pi avers must choose an allsnment for their char<lcler. 

Heroes 

Most heroes w,1I be: o f 8 good al ignment, prinCipled or 
scrupulous. These characters have a great regard fo r 
li fe, just ice and freedom. They will never (or r arely) 
intentiona lly uke the life of even a villam. 

Anti-her0e5 and Vigilantes 

These c harac ters aTe besl suit ed 10 Ihe selfish a lig n
mentS of unpr incipled a nd anarc h,sl. The e vil a lignme nts 
of abberant and even miscreant may appl~' depending 
on Ihe characte r 's rega rd or dis rega rd o f life, just ice . 
and the la w. 

The se characters tend to have t heir o ..... n code of 
ethiCS and vle ..... s of Justice ..... h ich usually conflictS ..... it h 
the la ..... . Ami-heroes, and ohen vigilames, are ruthless 
and merciless charac ters who blatently break the la ..... 
and Viola te the rights of the Individual. It IS not un
comm on for e ither to threaten or beat up a person If 
they fe el justified, break int o homes and offi ces, steal 
documents, item s (and even dirty money I; destroy propert ) 
and act as Judge, jury, and executioner' The end always 
Justifies the means! 

Many may argue that these are both appropriate 
and necessary aCtiOns to combat those vllhans who are 
~beyond the law". But in the eyes of the law these 
ac tions are JUSt as Illegal as the c r im inals these charac t
ers bring to their just ice. The degree of violence, cruelt y 
and mercy lS8iso a fac tor In an anti-hero alignment. 
Those who have a $t rong personal code of honor and 
regard for Innocent people are likely to be aberrant. 
Anti-he roes who have little regard for others and have 
no code of honor are likely to be anarchist or miscreant. 

No Neutral Ali8nments 

There is no suc h thing as an absolute or neutra l 
a lignment. An absolute, true neutra l person could not 
make a deCISion, fight crime, go advemuring, kilt, or 
take any ac tion of any kind wllhout leaning toward good, 
eVIl, or self-gratification. It 15 humanly ImpoSSible and 
is therefore elimlnal ed in the context of Ihis game. 

I realize that some of the philosophers OUt there 
may disagree wll h this , but that's a tOPI C for ph ilosophi cal 
debale and not a fa c tor of thIS game. Sorry. no neutral s; 
this 15 one of the very few definitive, unbending rules 
of th is game. 

GOOD ALIGNMENTS 
Principled 
Scrupulous 

JUSt bec8use a character is of a good ahgnmem It 
does not make him or her a saint. Good characters 
c an be JUSt a5 Irrilating, obnoxious, arrogant, full of 
quirks, and even prejudiced. Likewise they may find 
them selves stepping outside the boundTles of the law 
In the tt quest to combat evil and injusll ce. To these 
heroes life and freedom are of the highest priority. 
Such a person can al ways be trusted in a life and death 
situallon. 

Principled (800d) 

PrinCIpled characters are gene rall y the strong moral 
type. Superman IS of a prinCipled alignment wit h the 
hi ghest regard for the lives of o thers, their well being, 
truth, Justice, and honor. They will always all em pi 10 
work wH h and lI'Ithln the law. 

Principled Characters Will 
I. Always keep his word. 
2. Avoid lies. 
3. Never attack, harm , or kill and unarmed foe. 
4. Never harm s an Innocem. 
S. Never tOrtures for an)' reason. 
6. Never intentionally kills. 
7. Always helps others. 
8. Always works whhln the lall' whenever possible. 
9. Will never break the law unless cond.llons aTl~ desperate. 

This means no breaking and entry. theft . tonure, 
unprovoked assaults, etc. 

10. Respect s authority, law, self-diSCipline and honor. 
I I. Works weli in a group. 
12. !'lever likes "dirty" money or Item s. 
13. Never betrays a friend. 

NOTE: Dirty money, inc luding propert y, is money 
or item s that belong to cnminals. It doesn' t matter hOIl 
the money or item s were gained, the hero ..... ill nut touch 
it even If destitute. As far as he is concerned it is 
blood money, 

Scrupulous (good) 

Scrupulous characters value life and freedom above 
all else and despise those who would depr ive others of them. 
ThiS type of hero IS typIcally portrayed in man) Cl inl 
Eastwood and Charles Bronson films; the person who IS 
forced to work beyond t he law, yet for the lall, and the 
greater good of the people. The)' a re nOt vicious or vin
dicllve men, but are men driven to r igh t injustice. I 
must POint out thai these characters will always attempt 
to work with or within the law whenever possible. 

Scrupulous Characters Will •• . 
I. Keep his word to any other good person. 
2. Lies only to people of selfish or evil alignments. 
3. Never Bttack or kill an unarmed foe . 
4. Never harm s an innocent. 
5. Never tortures for pleasure, but may use muscle \ 0 

elttrBCI informat ion fr om c riminal s or evil charac ters. 
6. Never kills for pleasure; will a lways allempt to bTlng 

the villai n to just ice al.ve no-mallet how vile he 
may be. 

1. Always helps o thers. 
8. Will attempt to work wit hin the law whenever possible. 
9. Will bend and occassionaUy, break the law when deemed 

ne<:essa ry. This means the)' may use slTong arm 
te<:hnrques, harass, break and enter, theft, and so 
00. 

10. DistrUSt authority and fears the law may not be an 
effective weapon agains t crime. Ho ..... ever, they will 
try not to blatantly break the law. 

I], Work wit h groups, but disli ke confining la ... ·s and bureau
c racy {red lapel. 

12. Never takes "dirt y money" or he ms. 
13. Never betrays a friend. 
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SELfiSH ALIGNMENTS 
Unprincipled 
AnarchIst 

Selfish alIgnmentS are nOt necessarily evil but are 
charac ters who always have their best Interest and opinions 
In mind above all others. 

Unprincipled (selfish) 

ThiS is still a bas lcall) good person ... ·ho tends to 
be selfish, greedy and holds hiS personal freedom, welfare 
and opinions in the hl/i!htest regards. He dIslikes confining 
la ... ~ , self-dIscipline and dlstrusu. authont~. He vle ... s 
the la ... as well Intenti oned but clumsy and ineffective. 
Keeping hIS best Interests In mInd he will always loo~ 
ou t for himself. ThiS tends 10 be an arro@:ant. impetuous, 
schemer seekmg the praise of mIllions and makmg a buc k 
to boot. He IS a freebooter who "" 111 do what he must 
to achIeve hIS goah>, stoPPing short of anarch) Clnd a 
tOlal disregard of the law. ThIS guy IS likely (0 be a 
VIgilante type whose Intentions are good. tnes to be faIT 
and honest but finds the la ... too confining to be effective, 
Thus. he goes hIS own more effiCIent route (al least that's 
ho ... he sees 111 working outSide the law, 

ThIS character IS also likel y to take Rdirt) mane} R 

and Itt'm~ "'lIh tht' concept that It ... iII help him In hi S 
crusade agamst eVil. An \TOntC t"'l5l of Justice as he 
sees H. After all, Ihe loss of money/hems will hurt the 
vllhans t oo. .....111'1 thIS in mind, he may also desHoy pro
pen} of kno ... ·n c Tlmlnals. He WIll not deal in illega l 
activities, drugs, or take money from innocent or good 
people lonly known criminals), The unprincipled character 
may associatt' wllh bOth good and evil characters and 
o f len has paid informants. spIes. and stoolies. He is often 
templed 10 lie and cheat and hates himself for being 
loyal to his ideals and helping o thers. He is basicall) 
a good guy. 

Unpri ncipled Characters Will . •. 
I. Keep hIS word of honor. 
2. Ue and cheat If necessary (especiall) if anarchist 

or evil alignmenlS are Involved). 
3. Never kill s an unarmed foe, but WIll cerlalnly take 

advanl8ge of one. 
4. Never harms an innocent. 
~. Does not use tonure unless absolutel)' necessary. 
6. Never kills for pleasure. will aHempt to bring the 

villain t o justice alive, or ruin hIm. 
7. Usually helps those In need. 
8. Rarely attemptS to work within the la ... ·• 
9. Will blatantly break the la ... · to achieve his cTlme

busting goals. 
10. Dislikes and distrusts authorny. the law, and bureau -

craC). feels t he) have been corrupted and abused. 
II. Works wnh groups. espeCIally if 11 serves hiS neeos. 

IS pro f ilablc, andlor he's In the limelight. 
12. Will lake RdlTlY money~ 
13. Never betrflYs a friend. 
14. Has a hIgh regard for life and freedom. 

Anarchist (selrish) 

This type of charac ter likes t o indulge himself In 
everything. He IS the Insurgent. gambler and high roller. 
The uncommi lted freebooter .... ho Is more likely to be 
a cnmefighler because he enJOYS the thrill o f danger and 
excitement than an) caUSl:! . ThIS character will at least 
conSider doing anything If the pnce is r ight or the cha
llenge greal. like moths dra .... n to a flame, the anarchISt 
is attracted t o the lure of the impossible, dangerous and 
the underdog. They are intngued by po .... er, glory. and 
wealth. Life has meaning but hIS has the greateSt meaning. 
Innocent 1I,'es are protected. but OCC&Slon"lI~ some must 
be sacrtflced f or the greater cause. 

Laws and rules infri nge on hI S person al freedar!" 
and were meant 10 be broken. He ",,11 nOt hesita t e 31 
uSing st rong arm techniques. breaking and entering. theft, 
harassment. destruction o f private proper!}. am! ~(. on. 
ThIS Includes aCllng as Judge, jury, and executioner. After 
all, there is the wrong way and hIS way. These Charclers 
are usua lly the daring vigilante or aOli~hero who fee ls 
the end just ifIes the means. The anarch,st aligned per sor 
is always looking for the best deal and self-gratIfIcati on. 
and will ... o rk with good, selftsh or evil 10 3t1 alO hi S goal~. 
The anarchist is continually teetering between good and 
eVIl; rebel!lng and bending the la ... to fll hiS needs. 

Anarc hist Characters Will 
I. May keep hiS word. 
2. Lies and cheats as he feels necessary. 
3. Are not likely to kill an unarmed foe. but cerullnl y 

knock-out, attack or beat - up an unarmed foe. 
4. Never kill an InnOCent, but may harm or kIdnap. 
~. Will use I Orture to extraci Infor mation, but not hke l) 

to do so for pleasure. 
6. Seldom kills for pleasure. 
7. Is not likely 10 help someone without an ultenor mOIlVe 

even If II'S only to sho ... · o ff. 
8. Rarely works wllh,n t he la .... unless it serves his pur pose. 
9. Constantly breaks the law t o achieve hIS goals. 

10. Has little respeci for authoru)', t he la .... . or self-discipline. 
II. Does not work we ll withi n groups. tends to do as 

he pleases despite orders to the contrar). 
12. Will take -dirt} mone)~ or Items ... ·lthout hesitation. 
13. May betray a friend. 

EVIL ALIGNMENTS 
M iscreant 
Aberrant 
Diabol ic 

All evil charact ers are not benl on global domination 
or universal genocide. They are not manIacal people schem
Ing to harm Innocent people. Nor are all evil charact ers 
sadIst ic and untruSlworth). Man) eVIl characters rna) 
ac tua lly seem kind or likeable. 

There Is nothing wrong wi th playing an evil character 
although he may not su rvive t OO long if he breaks the 
law. or betrays or harm s too m any people. Remember. 
th!s Is a fantasy role-playing game, not realit y. You 
can pis)' any t ype of make-believe character you destre. 
However, If an evil character IS chosen be prepared 10 
play in character. 

Evil alignmenlS are a step beyond the self-gratifIca
t ion of the selfish alignments. Evil cha ract erS are usually 
ruth less indiViduals who are will ing to sayar do anything 
t o achieve the i r goals. Human life has lillie meaning 
t o them while friends tend t o be (but nOt always) people 
to use and discard .... hen they are no longer of value. 
Evil aligned people do not automallcally slay any good 
person because o f di fferent ethics and philosophy. All 
the beller to use good and the la .... t o achieve thelf o ... ·n 
goals. for Ihe end al .... ays Justifies the means. 

Game masters, if a good charac ter Ignores hIS align· 
ment guide lines, betraying fri ends. and breakinG t he la ... . 
uSing unnecessa r) violence: drop his alignment to the 
apprOprtate selfish or e"11 alignment. 
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Miscreant levit) 

This self-serving, unscrupulous character is only out 
for himself. Power, glory, wealth, position and anYlhing 
Ihal will make his life more comfortable or pleasurable 
IS his goal, It doesn't matter ... 'ho gets caught 10 the 
middle, as long as he comes out smelling hke a rose. 
ThiS person will lie, cheal, and hurt anyone to allain 
hiS goal1>, 

If a miscreant characler becomes a vigilante/hero 
u wil l be for some personal reason or vendeua, This 
character can be no more than an anti-hero unless he 
changes hiS ways, IYes, Just as good characters can fall 
InI O an enl alignment, evil aligned characters can up 
grade themselves Into good alignments. To change to a 
good ahgnment the character must work at It and not 
break the gUidelines set for that speciflc alignment I. 

Miscreant Characters Will ..• 
I, \\111 not necessaTlI} keep hiS word to anyone. 
2. Lies and cheats Indlscrimlnatel) (good, evil, selfish). 
3. Will kill an unarmed foe as readily as he would a 

potential threat or com petitor. 
4. Will harm and use an Innocent. 
S. Uses torture for e.lltracting information and pleasure. 
6. May kill for sheer pleasure. 
7, Feels no compulSion 10 help without some sort of 

tangible reward. 
8. Has no deference to the law but will work within 

the law If he musl. 
9. Will blatantly break the la... for hiS own goals and 

pleasure. 
10. Dislikes and distrusts authoTity and the la .. ·. 
II. Work s wuh olhers If it Will help him alUm hiS personal 

goal. 
12. V.lll take MdlTlY monel M and Mhot M goods without hesuallon 
13. Wi ll betrav a friend if it serves his needs. 
14. Has lillie -respeci for other's lives. 

At:.errant (evil! 

The cliche that there IS "No honor am ong thievesM 

is false when dealing with the aberrant character. Th iS 
IS a person who IS driven to attain his goals through force, 
power, and intimidation. Yet the aberrant person stands 
apart from the other evil characters because of his person
al code of ethiCS (although twis ted ethiCS by the standards 
of good). He expects loyally from his minions, punishing 
disloyalty and treachery with a Swift, merciful death. 
An aberrant person will always keep his word of honor 
and up-hold any bargains. He will define hiS terms and 
live by them whether anyone else likes it or not. 

The aberrant character is an honorable man who' ll 
never break his personal code of honor. He respec ts cour
age, st rength, cleverness and sel f-discipline, even in hi S 
adversaries. 

If an anti-hero, he will completel y disregard the law 
and deal out Justice as he sees fit. He will never be 
cruel or vindIctive and wil l always be absolutely positive 
that the person is guilt y before he deals out his brand 
of lusllce. However, OfloCe he condemns a person he will 
see to it that the person is deslroyed. When he acts 
he will strike without mercy. 

Whether villain or anti-hero, the aberrant character 
looks upon people without honor or loyalty as worthless 
and disgustlng low hfe. likeWi se, neither will he allow 
anyone to interfere with hi s aCt ivllles. 

Do not think of the aberrant charac'ers as misguided 
good guys. They will break all laws with Impunit y, harass 
Iheir vic t ims, destroy property, beat and murder. This 
applies to both villain pnd anti-heroes. Onl y theIT methods 
and degree of violence rna) vaT}'. 

Aberrant Characters Wil l .•• 
I. Always keep hIS word of honor. 
2. lies and cheats those not worthy of his respect; good, 

selfish, and evil. 
3. Mayor may not !till an unarmed foe. 
4. Never kil ls an innocent. parllcularl~ a child, but m.H 

harm, harass, or kidnap. 
S. Ne\'er tortures for pleasure, but ... ·ill use II to extract 

Informat ion. 
6. Never kills for pleasure; will always ha\'e a reason. 
7. Mayor rna) not help someone lfl need. 
8. Rarel) attempts to work .... I\hln the la .... 
9. Wi ll break Ihe la ....... lthout heSltalion. 

10, Has no ust- for the la ... or bureaucrac\. but respecl~ 
honor, self-dlsclpllfle and the concept of la ... ~ amJ 
order. 

II. Will .... ork .... lIh others to allaln hiS goals. 
12. May take ~dltl) mone)~. 

13. Never be trays a friend. 

Diabolic (evit! 

ThiS is the category where the megalomamacs, vlolenl 
and most despicable characlers fa ll. ThiS is t he c ruel, 
brutal killer who trU Sts no one and has no value for an~ 
life other than his own. A diabolic person wi ll crush 
anyone or anything that gets In hiS .... a )'. The)' will lIe, 
cheat, use and abuse an)'one nOI more po ... ·erful than the m
selves. Aberrant aligned characters h nd these unhonorable 
people lUSt as revolting as good aligned characlers. 

Diabolic Characters Will •• . 
I. Rarel) keeps hiS word (and have no honor). 
2. lie and cheat anyone. 
J. Most certain I) atuck and kill an una rmed foe. 
4. Wilt hurt. and kill an innocent .... ithout a second thought 

or for pleasure. 
S. Uses tonure to extract information and for pleasure. 
6. Will kitl for sheer pleasure. 
7. Is like ly to help someone onl) on a wh im. 
8. Rarely attempts to work Wi thin the la ..... 
9. Blat8fltly breaks the la ..... 

10. Despises honor, authority and self-discipline. Views 
them as weaknesses. 

I J. Does nOI work well wit hin a group; constantly di sregard
ing orders and vying for power/command. 

12. Will always take ~dITl Y m oney~, hOI goods, drugs, 
etc. 

13. Wil l betray a friend; after all, you can always find 
another friend. 

14. Associates most ly with other evil alignments. 

C RIMINALS AND VILLAINS 

Crim inals and YilIainS Wi ll always be of an evil or 
selfish alignment. Most comm on alignments will be Anar
chist , Miscreant, Diabolic and then Aberrant. The follOWing 
Is a kind of general alignment category. Most of the 
petty thieves, robbers, stoolies, number runners, StTon(l 
men, and fl unkies tend to be of anarch ist and especlalll 
miscreant alignments. Armed robbers, burglars, murderer:., 
drug dealers, upper echelon gangSters, hit men and similar 
tend to be of miscreant alignment or possibl}' diabolic, 
anarchist, or aberrant. Especially brutal cTlminals. murder
ers, and rapists, are likely to be dia boliC or miscreant. 
Any crlmlflal can be of any of the eVi l altgnments or 
anarchist. Of-course. anyone can break tht'" la ... und(' r 
t he right CircumStances. 
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HERO IDENTrn' ______________ REAL NAM E. _______________ _ 

IQ __ _ ALIGNMENT _________ HIT POINTS ____ 5. D.C. (natural) ___ _ 
ME __ _ Age: Sex: Weight : ____ Height: Disposition: _____ _ 
MA ___ _ COMBAT SKILLS: Attacks Per Melee: Strike: ____ Parry: ___ _ 
P5 __ _ Dod8." ____ Dodge (only): __ _ Pull Punch : Roll with 

PP_-- Punch/Fail: Knock Out / Stun: ___ _ Prowl: __ _ 
PE __ _ Critical Strike: ____ Deathblow: Criucal Strike from 
PB __ _ 

Behind: Body Block: Kick Attack: Crush/ 
5PO ___ _ 

Squeeze: Pin Down: Balance: ___ _ 

Experience Level: ___ _ Leap: ____ Bac k Flip: Climb: Damagec' __ _ 

Experience Poinu: ___ _ 
Othere' --------------------------

Super Power Category 

EDUCATIONAL LEVEL: _____ _ SCHOLASTIC BONUS: _____ _ 

SCl10LASTIC SKILLS SECONDARY SKILLS WEAPON PROflCIENCIES (W.P.) 

OCCUPATION: ______ _ 

Occupation Bonus: _____ _ 

Sk ills Related to Occupation: 

PSIONICS: 

Inner Strength POints (I.S.P. ): ___ _ Major Abilities: Secondar)· Abilities: 

EQUIPMENT AND OntER INfORMATION: 
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HERO IDENTITY _____________ _ REAL NAME ______________ _ 

IQ __ _ ALIGNMENT ________ _ HIT POINTS ____ 5. D.c. (natural) ___ _ 
ME __ _ Age: Sex: Weight : Height : ____ Disposition: _____ _ 
Mo ___ _ COMBAT SK ILLS: Auacks Per Melee: ____ Strike: Parry: ___ _ 
P5 __ _ 

Dodge:~ ___ Dodge (only): Pull Punch: ____ Roli with 

pp--- Punch/Fall: ____ Knock Out/Stun: Prowl: __ _ 
PE __ _ 

Crilical St r ike: ____ Deathblow:~___ Critical Strike from 
PB __ _ Behind: Body Block: ____ Kick Attack: Crush/ 
5PO __ _ 

Squeeze: Pin Down: Balance: ___ _ 

Experience Level: ___ _ Leap: ____ Back flip: ____ Climb: Damagec' __ _ 

Experience Points: ___ _ 
Olherc' ------------------- ---

Super Power Category 

EDUCATIONAL LEVEL: ______ SCHOLASTIC BONUS: _____ _ 

SCHOLASTIC SK ILLS SECONDARY SKILLS WEAPON PROflCIENCIES (W.P.! 

OCCUPATION: _______ _ 

Occupation Bonus: _____ _ 

Skills Related to Occupat ion: 

PSIONICS: 

Inner Strength Points U.S.P.): ____ Major Abilities: Secondary Abilities: 

EQUIPMENT AND OTHER INfORMATION: 
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Hand to Ha nd Combat 127, 128, 129, 130 
Heroes 70-78 
Non-Superpowered 28-30, 57-65 
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Knowledge of; Mechanoid Runner 116, 117 
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Blazer 16, 17, 18, 76 
Challenger I I , 12, 13, 93 
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Demon 19, 20, 21, 77, 93 
Diviner 14, I S 
Foreverman, The 75, 76 
Free Force, The 67-70 
Hammel Dash 50, 55, 56, 57 
Havoc 69, 70 
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Maxinor 71-73, 32, 33 
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Nebo 73, 74 
Nightowl 69 
Snow Ghos t 78 
Talisman 22, 23 
Titan 24, 25, 26, 44 
Wanderer 74, 75 
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Big Brain 39, 40 
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DominatOrs, The 8 1-86 
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Hunk, The 4 1, 42 
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Lave-Men 107- 110, 113, 11 4 
Male factor 42, 43 
Man Hunter 92, 93 
Monolith 43, 44 
Nigh t Jightning 45, 46 
Nightshade 93, 94 
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Runner, The 116, 117 
Robots (eviJ) 34-37. 106 
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Speed Demon 85 
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YOU'VE PLAYED THE REST. 
NOW PLAY THE BEST!!! 

-----THE MOST COMPREHENSIVE 
HERO GAME ON THE MARKEr 

HerMS Unlimited captures and brinls to lift the entin' 
spectrum of comic: book heroes. 

Guess-work superpowers are replaced by exact power 
descriptions and a comprehensive skill system. Combat is 

'" 

MITED 

• BIONICS 

• ROBOTICS 

• PSIONICS 

• SPIES 

• MUTANTS 

• ALIENS 

• SPECIAL TRAINI NG 

• AND SUPERBEINGS Of 
ALL KINDS 

Str,.nko Conr! 

Gustoyich Interior Art! 

160 palH 
$14.95 (post paid) 
8 VJ x Itlrade paperback 

Palladium Books 
Dtpt. 0 
5669 Casper 
Dttroit . MI 48210 

Quick. clean, and playable . Sections include: Vigilantes 
and the Law, World Hot SPOIS, Gimmicks. Weapons. 
Vehicles. and more. Plus an introductory adventure 
scenario. 



Quickly becoming the 
most popular new 
fantasy game on 
the market! 

THE 
PALLADIUM 
ROLE
PLAYING 
GAME 
• ~lul('k n'all~tll' cum bat .~_\~to·nl 
• r-; 1I\('!t"'1\ ",-'CUp.l! I< 'lla I dl.1 r ,Id.·t 

r!a~",· ... 
• AI1.'xl'1tln~ ~E\\" m;l/-!I("'\ ... 1"111 

• :l~1J n1<lgll" "'p{'"~ plu ... IIH-,tIC 

(·Irclt,~. wanJ~ and runt'~ 
• M"nstt'r~ ("real un'" and 

a nimal" 
• A thr\'<· I .. n·[ ilun'ntUf\' III till' 

d t'IlUIll haulllt'U -'T"rnh ... O)f ( ;,-1"
sid, " ,U "tart ,\'our g;tnw 

5 19.95 'p,,~t p.lld -
i hr.- IIU' lIl..iud • .J 
By Kl' , 'in ~i t'mhit>d a 
Bea utifull y IIIu stra tt'd 
H' . xl I trud t' p a pt'rhur k 

NEW!!! 

PALLADIUM 
RPG BOOK II: 
OLD ONES 
The biggest book of 
cities eve r published! 
• TWt·lIt."UIW f(Jrt~ 
• Thlrh'-f"ur to\\'n~ and l'1!I"~ 
• Tlll'l'nlln' T lIlllr" KlIlgdom. IWI" 

lItll'~. hls'''f.\' and nntahl. , 11\1-
ll'n~ nu t lllwd 

• On'!" fill map~ III all' 

Plus .. 
• X",lrl\' a do~ .. n adH'ntUTt·,.. & 

Sl'l'nl'nO~ 

• Thl' :'I:E \\' <.:hara<.:!t·r rla~~ "I diu 
swnls! and nwnk 

• Em·"unkr !ahll'~ 
• T ran·1 .LIld 111"1'1' 
$ 14.95 'po~t p.Lld, 210 P" gt'H 
Writte n a nd Illustrated by 
Ke vin Sit'mbit-'da 

GAME
MASTERS 
SHIELD 

Th.- l',tlladlUIll ",,,nll' ~hl"ld I~ a 
r"n,'I~I' n·fton-rH·,· \ ,,,,1 tnl" hoth 
J!anH'-Jll,ht<-r~ .tnd plaY"I"~ allk,· 
'I'hl"l'\' parlt'l~ ,m _~tllnh .. ani ~t"l'k 
fold .. t" s' ·xll IIlrlw~ 

S I.95 'I-""t IMld , 

THE PALLADIUM 
WEAPON SERIES! 
Adaptable to all game 
systems! 

WEAPONS & 
ARMOUR 

Depicts over 600 different weapons 
and Iypes o f annour from around the 
world. A visual encyclopedia of an
Cient anns and annour that's bec()fl'le 
a "must have" play-aid 
$5.95 (post paid) 

WEAPONS & 
CASTLES 

European CaSIles and noor plans 
clearly i1IustrJted; plus a vanety of 
siege equipmenl. bows and cro~~how~ . 

$5.95 (post paid) 

WEAPONS & 
ASSASSINS 

Explore the aSS3\Sln ~octeties 

throughout hl \ IOry. )ouch a~ the N1OJ:I 
and Thuga and their methoos, looh, 
weapons . and pol~ons 
SliII $ 4.95 (post paid) 

WEAPONS & CASTLES 

OF THE ORIENT 
The palaces. floor pl:lns. armour 

and weapon~ of feud:ll J:lp:1O. Malaya. 
Korea and China. Beaullfully illus
trated. Still $4.95 (post paid) 

CONTEMPORARY 
WEAPONS 

Contains over 300 hand·held wea
po ns from around the wnrld 250 
illustrations Include pistols. nne ... sub
machine guns. machine gun, and 
various altachmcnt ~ 

Still $4.95 (pos! paid) 

EXOTIC 
WEAPONS 

From African Ihrowlng irons and 
Congo hatchcts 10 the tiger cl:lw~ of 
India. this complclely illustl'llte<l book 
SPOI lighls a host of ~!range and un
usual weapons from around the ",("Orld. 
NEW ! $5_95 (post raid) 

Send 50c (postage and handling), for 
o ur comple lc catalog o f Palladium 
prOOucts. 

144 

THE ARMS OF 
NARGASH
TOR 
Thl~ I';rlladlum rt l'(; "dn-nlun' 

("<lmhllH'~ .. II till' hl'-.I "~Pl'("t~ "I' 
\\' rld,' r l1'·"'~. town <lnd dung\'''11 'ld· 
\""Ill u n'~. \'I l ilans IllClud.· K "h,)ld~_ 

Ogl\''', lJ ruld~_ ]) ril)!"I1~ <l nd 
Bandit,.. 

$4.95 'p,,~! pila\' 
Ih IblHI\ .\ td"'dl 

COMING IN 
JUNE '85 . . . 

THE 
PALLADIUM 
RPG BOOK OF 
MONSTERS 
AND ANIMALS 

A ",ian! C"lIl'l·tl"n "j !'liE\\' m,m· 
_.;h·r~ and animal ... T\-;oll';!ICIIly rI· 
lu~'rill.·d II\" KI'\"ln S\I·nd",·d.t 
$1·1 ~j.'i Wllh·h fur il ~ 

Palladium Books 
Ilt' pt I I 
5669 ( ' a spt'r 
Bt' trull . :\11 -IH21U 
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