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The Justice Machine 
A SUPPLE MENT FOR HEROES UNU MJTED 

The Justice Machine game book is NOT a co mplete 
game, but a source book to be used with the Heroe s 
Unlimited game . As a source book we present a host 
of heroes, villains, char acters, robots, an alien world, 
cor rupt government, a secret society, and loads of ide as 
for you to build a campaign . Players should feel free 
to use these characters and ideas as they deem appropriate. 
You may use them in or out of context; add them to 
an existing campaign or create a brand new one. Each 
character Is designed so that they can be used as player 
characters or non-player character8 (or both). Adapt, 
modify and enioy. 

JUSTICE MACHINE, THE COMIC BOOK 

The Justice Mach ine Is the creation of Michael 
Gustovich, probably best kn own 10 most readers as an inker 
for Marvel, First and Eclipse comic companies . Mike's 
ventures in the field of comic books is long and varied 
including scripting, penci ling, inking and for a br ief while, 
co-publisher of Noble Comics . It was during his tenure 
as publisher that he breathed life into the comic book 
creation entitled The Justice Machine (along with Cobal t 
Blue). Actually, Justice Machine and Cobalt Blue were 
conceived a few years earlier for a rather disreputable 
alternauve press publisher that never got off the gro und. 

Unfortunately, a plague of financial and personal 
difficulties would doom Mike's ill-fated pro1ect. The early 
issues of the Justice Machine suffered from the inconsist
encies chat occur when working 10 find the right artists 
and writers; as well as printer. The resul t was an un
impressive superhero team book with interesting but un
developed characters and inconsistent artwork . Ah, but 
w11 h issue number four it all came together. A new format, 
FULL co lor repr oduction (painted by Kevin Siembieda; 
maybe you heard of the guy?) pencils by artis t B1II Reinhold, 
ughter script ... good stuff . 

Issue number five was better yet, co mbining Jeff 
Dee as Inker over Reinhold's excellent pencils and written 
by William F. Loebs (renowned for his Journey comic 
book). The book never looked better with Bill Willingham 
sitting in the wings t o Introduce his new cha racte rs, The 
Elemen tals , In the next publication. 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 Agents would appear some months later 
published by Texas Comics. Willingham's Elementa ls would 
also appear in that issue, but it would be the first and 
last issue published before that com pany would fold . 
A pity, for the ream of Gustovich, Loeb s, Reinhold and 
Dee looked like solid gold . 

The real tragedy is that the characters and co ncepts 
behind the Justice Mach ine never had t he chance co surface. 
A web of subpl ots, intrigue, inter-relati onships and drama 
that was only hinted at in the comic book t hat saw pri nt. 
The Justice Machiners themselves ar e the stuff of "classi c 
heroes" all the more heroi c because they must first t riu mph 
over their own weaknesses. 

for the first time Mike' s cha racters, heroes, villain s, 
relationships, suggested plots and senarios, which were 
to appear in future Issues of the comic book, are revealed 
here. Unique, deadly, three dimens ional cha racters pre
sented for your gami ng pleasure . The co mi c book may 
be dead but the saga continues . 
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TH E BOOKS FRONT PIECE 

The front piece to th is book is penciled by artist 
Paul Gula cy, known for his marvelou s stint on Marvel 
Comic's, Maste r of Kung-Fu and Six fr om Sirus mini-series; 
inked by Mi ke Gustovich. The piece was original y designed 
to be the co ver for the Justice Machine issue number 
six . That issue introduced the character of Ms. Liberty, 
a super-escape artist, in a relaxed sto ry that pits Dem on 
and the lady in a friendly but serious contesL of ski ll . 
The story was to give us further insight into Demon's 
obsession to win even a si m pie con test and his growing 
drug problem. It also was t o give us the return of Divin er 
and a dose of foreboding rega rding events to come . 

THE CO MI C BOOK S ARE STILL AVA ILAB LE!!! 

For those of you who would like to read the exploits 
o f the Justi ce Machi ne in comic book form the first f i ve 
issues ar e sul I a\ ail able fr om Mike Gustovich. There's 
a very limned quantny rema inin g of issue number one 
whi ch spores a John Byrne co ver, but the other issues 
rwo through five, are fairly plentiful. I recommend issues 
number four and five. 
Purchase co mi cs dire ct ly fr om: 
Mi chae l Gustovic h 
153 Bonni e Bra e N.E. 
War ren, Ohio 44483 
$15.00 issue number one. 
$10.00 issue number tw o (Terry Austin cover). 
$2.50 issues number 3-5. 
J.M. Annual is NOT available! 
NOTE : Th e Justi ce Machin e comic books are NOT ava i labl e 
fr om Palladium Books. Purchases must be made directly 
from Mik e Gustovich. Palladium Books WILL NOT be 
responsible for any co mic book orders sent to us. We 
do not sel l the Individua l co mic books and we will not 
make any attempt to forwa rd or return any comic book 
orders we may receive. The Justi ce Machine game supple
ment for Heroes Unlimit ed is a l icensed property. Palladium 
Books is not directly affiliated with Mike Gustovich or 
any books orproducts he may produce independently . We are 
merely trying to let interested people know I hat the comic 
books are avai lable and how t o get them as a service 
co our readers. 



The Justice Machi ne Is a group of surer powered 
or spec ial ly trained 1nd1v1duals who sough, co destroy cor
rup11nn, in1ust1ce and evil wherever lh ey found il. 
Challenge r : team leader, Sl ro ng, bo ld, capa ble; a master 
strategis t tr ained as a criminal invesuga1or . A man o f 
ex1raor din arv pr1nc1ple, co mpassion and high ideals . 
Blazer: the youngest and perhaps most powerful of the 
team, a woman full of life; clever, honest. A prisoner 
of lhe very powers that makes her a superhero. 
Demo n: a man compelled co be the best there is, even 
If il means his own dest ruction . Cocky, daring, cunn ing 
and deadly in hand to hand combat. He's said to be 
the fastest man on Geo rw ell . .. perhap s. 
Diviner: a mild mannered huntress o f amazing abilily . 
Locked beneath her qui er facade I here seethes dark secrels 
and turmoil of frightening intensity . 
Talisman: a mathematics and compu ter wiz, his mutant 
power enable s him l O inf luence rhe odds 10 his favor . 
A petty, selfish, deceitful man, he's an unlik ely champion 
of Justi ce. 
Titan: the gia nt; powerful, 1rus1 worthy, fights In silent 
torment over lhe death o f his fam1lv. 

The Justi ce Machiners are no~ fr om our planet Eanh, 
but fr om another d1 mensi onal world no1 cerribl y unlike 
our own. It was on their homeworld, Georwel l , that lhey 
were selected b) lh e go\'ernment co co mbat evil. Individ 
ual ly they each earned a reputati on as crimefighlers with
out peer, togerher they beca me the Justi ce Machine; the 
people's champions. Super-pan1oc s, the Machiners believed 
t hey fought for the people of Georwell crushing only chose 
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who would prey upon the Innoce nt and unf ortunate . Blinded 
by their loyalty co the government, as well as v ictims 
of their ow n high ideals, they fought in ignorance helpin g 
lO perpetuate an insidious evil far wor se t han any they 
brought to justice . The Georwellian government , corrupl 
thr ough and thr ough, manipulated the Justi ce Machine 
like puppet s on a sering to impl ement its schemes of poli 
tical intri gue, terrorism and intim idation . Onl y now that 
the J.M. are on the wrong side of the l aw do they begin 
to rea l ize just how perv erse and v i llainous the government 
reall y Is. For it is a supi ne organizati on bui l t to supply 
and ma i ntain power and wealth for but a handful, plundering 
a wor ld whil e it s population basks in the glory o f their 
golden age; coo ove rwh elmed to see the creep ing shadow 
o f doom. Sadly the Justi ce Mac hine was little more than 
a propaganda veh icle serving t o crea te the illu sion of 
justice . The cr iminals they brought to Justice were of ten 
those th at interfe red with the gove rnment' s own ill egal 
activities, while the al leged diss idents wer e often only 
the unfortunate who learned of the government 's treachery 
and requir ed si lencing . A s government law enforcer s it 
was the Justice Machine's duty t o protect both the welfar e 
o f the State and it s people, a duty they ca rried out with 
righre ous dedi cauo n. They did not question evidence or 
inconsistencies . If the Distri c t Tri buna l or Council Centr al 
decreed someone gui lt y o f a crim e, the J.M. believed 
them without dispute, assumin g the proper evidence had 
a lread~ been accumulated, and th at 11 was now thei r dur y 
t o bring the criminal t o trial / 1usuce . This unwavering 
loya lty made them wonderful tools . Th ose who were 



criminals feared them as infamous enemies of crime; those 
who opposed Lhe decadent government feared them as 
deadly pawns of villainy . 

The Justice Machine's usefulness came to an abrupt 
end when the Jealous Chief Prosecutor Zarren implicated 
them in treason . Zarren had weaved a cunning net of 
hes and false evidence that would inevitably lead the 
Council Centra l to brand the J.M. as enemies of the state. 
Zarren had cleverly given the Justice Machiners false 
authorization to pursue the rebel Maxinor , public enemy 
number one, to the other dimensional planet Earth. Once 
the J.M. had gone he presented the Distri ct Tribunal with 
a pile of false documents alleging that they were secret 
allies of the imfamous Maxinor and that they had gotten 
so bold that they used the top secret dimension lock to 
teiepon to his side on Earth. Although the false evidence 
Zarren presemed was expertly contrived, it was not enough 
ro convince the Council Central. The Council was fully 
aware of Zarren's ambition and desire for vengeance as 
well as the J ust1ce 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 
bemg able co monitor or Influence rhe J usuce Machine 
themselves, they cou ldn't risk that Maxinor might sway 
them to his side, for the J.M . were dedicated to truth 
and JUSLice 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 
Machiner'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. 

lromcally, the Justice Machlner's would never have 
believed Maxinor or turn against the government, for they 
were far coo indoctrinated by Georwell's propaganda. 
They believed only the data they had on t he rebel leader; 
chat he was a ruthless, conniving, cut throat, and anarchist 
with 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 c lut ches of Pr osecutor Zarre n, whose 
very words and actions co rrob orated those of Maxinor, 
the J.M. couldn't bring themselves to believe that the 
government could be that corrupt . No; they decided, it 
was impossible fo r 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 consi dered 
if it hadn't been for Zarren's ove r-zeal ous assault giving 
Maxinor the credibility 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 treacherous, 
evil master full of deceit and murder. Without Investiga
tion, tria l or defense, the Justice Machiner's were con
demned as v ill ains, enemies of the State. Enemies to 
be destroyed . The propaganda networks were hard at 
work convincing an astou nded public that the famous heroes 
were actually treacherous rebel conspirators , plotting c rimes 
against the government 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 office empty; the computer 
files gone. Blazer found her mother under surveillance 
1n hopes that she might lure Blazer Into a trap. Titan 
found his family terrified, convinced of his evi l, and saw 
them die in a hand gun accident as they tried to protect 
themselves from him. Demon and the othe rs found fear 
and treachery filled the streets. They knew the system 
well enough to know that they would have no opportunity 
to prove thei r innocence for the lies had alrea dy been 
expertly stacked against them . The Council Ce ntr al c learly 
wanted them eliminated . They had too many questions 
that needed answers before they could take any further 
action . Questions that only Maxinor on Earth could answer . 
Without any other recourse the Justice Machine decided 
to flee Georwell . 

~ 
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To return to Earth the Justice Machine had to pene
trate one of the top security sections of Research Central 
that house the Dimension Lock teleportacion device . A 
conspicuously deserted complex chat enabled the J.M. 's 
darker government co unterparts, the Guardians, the oppor
tunity co waylay the disoriented heroes. However, the 
Justice Machine rallied; engaging the Guardians in a brief 
skirmish which lead to the apparent demise of Titan's 
bro t her Monolith. The tragedy would ;,llow the J.M . to 
escape through the Dimensi on Lock, sabatoging the gateway 
on Earth to prevent any immediate attempts of pursuit . 
(NOTE: See the Guardians, Maxin or, Prosecutor Zarren 
and Georwell for additional insight co these events. All of 
this is ch ronicled in the J.M. comic book, issue # I and 
2). 

The Guardian's failure and the Justi ce Machine's 
flight ro Earth has only served ro fuel the flames of para
noia on the pan of the District Tribunal's and Counci l 
Central. This will ultim ately lead to further attempts 
t o capt ure or destroy the renegade her oes. The further 
irony here is that even now the Justice Machiners, espe
cially Challenger, Blazer, Titan and Diviner, cannot bring 
themselves to r aise their hand against their home l and. 
They would prefer to put the past behind them, forgetting 
their complicity as pawns of the Georwellian government . 
However, the continual persecution at the hands of govern
ment assassins will ultimate ly prod them int o some sort 
of action against the forces of evil that longs for their 
death . This relentless hounding co upled with the J.M.' s 
high ideals, conscie nce and feeling of responsibi l ity to 
free their people from inJustice, will force them into 
act i on against Gerowell's al l powerful government. 



Game Maste r 's NOTE: The Georwellian gove rnment' s desire 
to destroy the Justi ce Machi ne is an excel len t reoc urrin g 
plot device th at can pit the J.M. against any varie t y 
of enem ies from home. For those games t hat don't in 
corporate the Justice Mac hine as play er characters , it 
must be pointed out that t he Georwellian govern ment's 
vendeua will include any alli es or associates of the rene
gade heroes . This desperate paranoia may even extend 
to rnclude the (attempted) obli terati on of New Haven 
or any thing or person who might a id or joi n the Justi ce 
Machine 1n overth rowing them. 

The pacing and type of assaults will vary fr om ca m
paign to campaign refle ct ing the game master's and his 
player's attitudes and game direction . Georwellian assaults 
may be few and far between or relatively fr equent (or 
not at all if so desired). The types of attacks ca n var y 
from subtle traps, to robot hlt squads, t o a lone assassin 
or the entire Guardians. The methods may be secret, 
quiet, subversive or blatent unadulterated, wham, barn 
combat. The choices are yours, Just be awa r e that they 
exist . In the comic books the Georwellian co nflict was 
co be a reoccurring theme that would c rop up every six 
to twelve issues. Sometimes the assailant would be a special 
operative (or operatives), perhaps backed with a handful 
of robots (or Mega-bots), that wou ld use some existing 
Earth criminal group to front for them as unw itting pawns 
in a deadly battle; making their existence known only 
when the Justice Machine have stepped into their trap. 
On another occasion a hired assassin was co be used. 
Later a master bounty hunter would be sent. Sti ll later 
Phaser, of the Guardians, would be sent on a solo mission 
accompanied by a new, human-looking robot hunter (a test 
model) to track down and eliminate the Justice Machin e. 
If this failed the entire Guardian team would try their 
hand. The frequency of the attacks would vary; sometimes 
one would quickly follow the ot her, while on oth er occa
sions there would be such a long ti me between incidents 
that the Jusnce Machine would begin co believe the per
secution had ended. Nor wou ld the attacks always be 
directed toward the Justice Machi ne; friends, lovers, and 
associates co uld jus t as easily be the target. A f avorite 
conce pt Big Brain, of the Guardians, l ikes t o prove ls 
that if you destroy a man's morals yo u inevitably destroy 
the man. Thus, the Guardians, Phaser and perhaps other 
assailants will try to st rik e at the J.M. th rough others. 

NEW HAVEN AND THE JUST ICE MA CHI NE 

The Justi ce Machine wi l l find at least a temporary 
home in the secret city of New Have n, the private facility 
of master-mind philanthropist, Hammet Dash. Alth ough 
they will find the ideals behind New Haven laudable, the y 
will find many of Its meth ods disturbin gly anarchist. 
The most dist urbi ng is Hammet Dash's blatent disregard 
for the law and his own unimpeachable power. The 
cleares t example of thi s (and most unaccep tabl e to the 
J.M.) is Dash's condemn ing of known, bur often unpr ovab le, 
crimi nals to a lif e semence of sleep in stasis cube. There 
is no tria l, no concrete evidence, no defense; Dash decide s 
1f a person should be put int o stasis and Dash alone. 
This misplaced omnip otence is 100 remini scent of rhe 
rampant co rrupti on and inJusrice of Georwell. Unable 
to condone such act i vi t y, and if unable co change lt, the 
Justice Machine will eventual!) leave New Haven . 

The Jus11ce Machi ne also has diffi c ul t y rn participating 
In vigilance ope r at ions and other activity encou raged by 
Dash. Remember, rhe Justi ce Mach ine have always been 
on the side of the law never oper ating outside it. Their 
feelings are t hat , no matter how well intentioned, a vigi
lante is taking the law Int o his own hands, twisting it 
to serve his Indi vidual perceptions of Justi ce. To condone 
vigilanceismis to co ndone anarch y and the death of society . 
This is not t o say chat the Justice Mac hine may not fi nd 
themselves workin g beyond the laws of Earth as self styled 
vigilances, but they will always attempt t o work within 
and for the law. They will never go so far as to judge 
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and sentence any person no matter how bad. Likewise, 
they are not likely to turn anyone ove r to Ham met Dash 
for incarce rati on in New Haven. The Justi ce Machine' s 
style of moderat e vigilanteism is to prevent crime by 
f oiling crimina ls and leaving them ro lick their wounds 
or dance around f or the local authorities . If the oppor
t unit y should arise, they will gladly work with a law en
f orcement agency . NOTE: in issues numb er one through 
five, the Justi ce Mac hine have never operated as vigilances . 

The Free Force and the Justice Machine have gotten 
of f on the wr ong f oor initiall y, but have patched things 
up. The Free Force, especially the mischievo us Nightowl, 
view the Justice Machiner's as friendly rivals and have 
engaged in a subtle , co mpetitive feud (but only on the 
part of the Free Force) . This feud incl udes showing up 
the other group, wise- cracks, put downs and pranks. How
ever, during a crisis all shenanigans are forgou en as both 
reams work t o accomplish whatever must be done; even 
if it requires working together . 
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Challenger 
CHA LLENGE R Leader of the Just ice Machine 
Real Name: Craig Lenniv 
A li gnment: Principled 
Attributes: 1.Q. 15, M.E. 14, M.A . 18, P.S. 18, P. P. 16, 
P.E. J 5, P.B. 14, Spd. 13 
Age: 43 (looks 30) Male Weight: 200 lbs 
Height: 6ft 2in H it Points: 61 S.D.C.: 74 
Disposition: Cool, confident, self-reliant, conservative, 
over-p rotective of the other Justice Machine members 
(espec iall y Blazer, the yo ungest and his ex-wife Diviner). 
Power Category: Special Training/Investigative 
Special Train i ng: Computer technology/operation 98%, 
Investigativ e 98%, Criminal Science/Forensics 98%, Surveil
lance Systems 95%, Cryptography 85%, W.P. Pistol (special), 
Hand to Hand Combat: Expert 
Level of Exper ie nce: 11th 
Level of Education: Four years of college. 
Scholastic Bonus: 20% 
Occupation: Law Enforcement 
Scholastic Skills (a ll include scholastic 
Basic Math 
Basic Biology 
Writing: Poetry 
Computer Technology/Operation 
Anthropology: Earth 
Basic Chem1s1 ry 
Electrica l Engineering 
Hlsrnry: Georwell Milit ary 
First Aid 
Acrobatics 
Gymnastics 
Boxing 
Swimming: CompetltJve 
Secondary Skills 
Automotive Mechanics (basic) 
Computer Programming 
Cook 
Drugs 

bonuses) 
98% 
98% 
74% 
98% 
98% 
98% 
98/98% 
98% 
98% 

98% 

95/80% 
95% 
98% 
98% 

Explosives (basic) 75% 
Pick Locks 86% 
Pilot Motorcyc le 98% 
Pilot 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 Skill s (all bonuses are included) 
Attacks per melee: seven 
Bonuses to Strike: +4; Parr y: +4; Dodge: +4; Damage: +8, 
Roll with Punch or Fall: + 11; Pull Punch: +4. 
Knock Out /S t un on 18-20 
Critical Str ik e from behind (+3 damage) 
Kick A tt ack does 1-6 damage 
Other A bil it ies: Balance 98%; Climb 98%; Climb 86/ 96%; 
Back flip 98%; Leap 24ft; Walk tight rope 98%; Prowl 96%. 

Personal Profil e: Challen ger is the oldest and most ex
perienced of a ll the Just ice Machine. A master strategist, 
he has been in a position of leadership for 25 years heading 
one government spec ial team after another . As team 
leader of the Justice Machine he is willing to work with 
others, however the J.M. is his alone co command . A 
right to command that is whole heartedly supported by 
his teammates . 

Challenger tends to vie w the Justice Machine members 
as family rather than mere co - worke rs and always places 
their welfare above his own . He is hardest on Diviner 
who is often the brunt of his fr ustrations and expec ted 
tO perform at maximum efficiency . This is c lear ly t he 
result of an unspoken resentment rooted !n the ir bro ken 
marriage. lrontca lly, he is sec retly most protective of 
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his beautiful ex-wife (for he still cares for her) and Bl azer 
the youngest and most innocent of the team . He has 
recently come to suspect that the impudent Dem on is 
still taking Georwellian "speed" 10 supplement his formidable 
agility. This both saddens and angers Challenger; for 
whil e he is not a sympathetic man, he has grown ro care 
very deeply for each one of his teammates . He doesn't 
make friends easi ly and cherishes those he does have above 
al l else. 

An unexpected quirk from this conservative, sometimes 
stick-in-the-mud hero, is that he's extremely self-conscious 
about his age. Consequently, he dyes his hair and works 
out more strenuously than necessary. Despite his years, 
his re f lexes and combat skills are second only t o Demon . 
Unbekn ow nst co Challenger, or his companions , he has deve
loped a slight heart murmur which, if undetected, may 
result in tragedy . 

Once a super-patriot, Challenger is only beginrnng 
ro 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 corruption t hat smothers 
the innocent people of Georwell. Falsely accused of trea
son and hunted by friends and enemies alike; reality has 
dealt a severe blow to his idea ls. Still, Challenger is unable 
to bring himself to raise his hand against his homeland . 
Secretly he wishes it all to be a tragi c mistake, but he 
is too wise to believe it. Sooner or later he knows he 
wi 11 have to draw the Ii ne and take a stand against the 
people who made him what he is; and on that day a part 
of him will die. 

CHALLENGER'S 
GI/NS 

UTILITY WAIST BELT 
WITH SPECIAL 
COMPARTMENT.5 

/ 
~HOLJWER. 
1/TILITY 
B £'1T 

Challenger's Specia l Weapons 

Challenger' s guns are designed to fire both a variety of 
cartridges and energy blasts . Cartrid ges includ e: a bullet 
equal to an Earth .45 long doing 4-24 damage and has 
very good penetration . Arm our pier cing/ tefl on c artridge 
does 5-30 damage, excellent penetration . Expl osiv e shell 
does 6-6 0+6 damage (roll six, 10-sided dice) . Flare shell 
fo r signa ll ing and light does 2- 12 damage as a weapon, 
lights up a 160ft diame t er area. Mi ni -grappling hook 
fires a folding grapp l i ng hook and co rd wi t h a t est strength 
of l 200lbs. Spike and l ine oper ates muc h like the grapp l ing 
hook, does 1-8 damage as a weapon . Smoke shell exp lodes 
on impac t r eleasing a dark billowing clo ud that obscures 
30 square feet . Tea r gas causes eyes and skin to burn, 
impairs vIs Ion. No saving t hrow. Victims are -6 to stri ke, 
parry, dodge and lose ini t ia t ive. Tranquili zer darts : saving 
t hrow vs tox i ns, 15 or hi gher; takes effec t within six 
melees. ALL cartridges have a maximum effective range 
of 160 feet; the guns hold six shells at a time . 
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The guns can also be quickly conve ned to become 
energy weapons with a few quick adjustments and insertion 
of a small energy c lip (takes Challenger 20 seconds). 
Energy clips inc lude: Stun Bla st; disrupts the person 's 
nervous system, temporarily stunning its victim . Saving 
throw: J 3 or higher. Range: 90ft; four shots per clip; 
attacks per melee: entire clip, four. Electri cal Charge: 
Damage: 6-36 ; range: 90ft; shots per clip: two; attacks 
per melee: full c lip, two. Laser; Damage : 6-3 6, range: 300ft , 
shots per c lip: four; allacks per melee: full clip, f our. 

Cartridges and energy clips are stored in his utility 
belts around his waist and over his shoulder . The smoke, 
fla re, tear gas, and explosive shell s can be ignited by 
hand and used as a thrown pellet-grenade . 

PANELS £XERP£0 FROM 
ISSUE lv'UMBER 3 OF THE 
vllJTICE MACHINE CQNIIC. 

Geor well Cri minal Recor d 
Subject: Crai g Le nniv 
Code Name: Challenger 
Treason; thr ee co unt s 
Conspiracy; three co unt s 
Kidn aooln,g of Prosecutor Zarren 
Leading rebel siege against government installation: 
Dimensi on Lock . 

Sabotage of Dim ension Lock 
Illegal flight int o the other di mensio nal world know as 
Earth 
Accessory to the atte mpte d murder of special operative 
Mono li th . 
Br eaking and illega l entry of government installation; t wo 
counts. 
Destru ction of government propeny; six co unts 
Resisting arrest; three count s. 
Assault on government agents; two counts 
Suspect ed in the manufacturing and distributi on of illegal 
drugs (thi s last one is the result of Demon's indiscretions) . 

NOTE: All of these inflated, false or twisted charges 
are the result of events that occurred in the Justice Ma
chine co mi c book, issues number one and two . Just for 
the record all charges of treason and co nspiracy are false 
as is the charge of kidnapping (although Cha ll enger has 
since allied himself to the forces of New Haven who cur
rently hold Prosecutor Zarren prisoner) . The rebel siege 
was the Justice Machine's attempt to escape gove rnment 
persecution on trumped up charges of treason and con
spiracy . Accessory to attempted murder, false; injur y 
t o Mono lith was the result of a fell ow agent's actions 
in co mbat. Drug cha rges are also comple tely untrue. 
Charges of sabotage, assault , damage to property, breaking 
and entry, resisting arrest and illegal flight are t rue in 
th e sense that they all happened in the Justi ce Machine's 
efforts to escape Georwell . 

J'UST S TA ND AS IDS AND 
W ATCH WH Y THEY CALL ME --· 

\3'--~-"---------------------
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Diviner 
DIVINER 
Real Name: Saara Lenniv 
A li gnme nt: Scrupulous 
Attributes: 1.Q. 16, M.E . JO, M.A. 15, P.S. 17, P.P. 17, 
P.E. 12, P.B. 15, Spd. 15 
Age: 32 Female Weight : 120 Height : 5ft 6in 
Hit Poi nts: 41 S.D .C.: 32 
Disposition: quiet, withdrawn, melancholy, sel f-conrident, 
bitter about her co ndition, broken marriage, and life in 
general. However, she values life, beauty and freedom. 
Despite her feelings she work s well with the group and 
cares strongly about her ex-husband, Challenger. 
Power Category: Bionics (Implants) 
Special Abilities/Implants: A sensory web is woven int o 
Diviner"s cape which transmits sensory dat a to a dozen 
special sensor units Implanted In her nervous system and 
brain. Through these devices her natural senses are in
creased far beyond the range of normal humans. Hearing, 
sme ll, taste and touch are all enhanced (as detailed in 
the HEIGHTENED SENSES power description In Heroes 
Unlimited, pg. I I 3). 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. Ultra-Violet: picks 
up ulr ra-v1olet light spectrum, range 300 feet. Heat: 
picks up and pin-points heat emanations; range 140 feet 
wnh a 20 foot radius. Motion Detectors: range 140 
feet w11 h a 20 foo t radius. Radiat ion Detec t or measures 
the amount of radia1 ion within a 30 foot radiu s. Bio
Scan alerts Diviner to her physical condition (pluse, respira-
tion, etc.) -
IMPORTANT NOTE: Without the sensory web in her cape, 
Diviner instantly lapses inro a comatose state of sensory 
deprivation. In this state she is unable to experience 
even the most rudimentary physical sensations. In this 
condition Diviner Is little more than a vegetable whil e 
her mind wanders in a dream-like world, seemingly exper
iencing any number of hallu cinatory sensations and events. 
If condemned to this condition for more than a month 
or two she is likely to go mad (Roll percentile dice; 
1- 34 still sane; 35-80 phobia; 8 1-90 affective disorder; 
91-00 neurosis). Recently she has undergone this dreaded 
condition when her sensory web was destroyed by the 
villain Blood Master. Fortunatel y , the physicians and 
technicians of New Haven were able to diagnose her con
dition and create a new sensory web. Until th is incident 
none of the Justice Machine, including her ex-husband , 
Challenger, were aware of her unique condition. 
Level of Exper ience: 8th level 
Leve l of Educa t ion: 3 years of college 
Scholas ti c Bonus: + 16% 
Occupatio n: Law Enforcement 

Scholastic Skills 
Basic Math 98% 
Basic Biology 96% 
Writing: Fiction 78% 
Philosophy 96% 
World History (Georwell) 96% 
Investi gative 86% 
Crime Science/Forensics 9 1 % 
Surveillance Systems 86% 
Foreign Language: Earth English 98% 
Gymnastics 
Hand to Hand: Expert 
General Athletic 
W.P. Blunt 
Secondar y Skill s 
Escape Artist 65% 
Pick Locks 78% 
Pick Pockets 83% 
Pilot Automatic 98% 
Pi lot Manua l Transm lssion (stick) 98% 
Pil ot Small Truck/4 Wheel Drive 98% 
Pilot Motor/Speed Boats 98% 
Sleight of Hand 64% 15 

Medical: First Aid 
Study Literature 
Study Philosophy 
Cook 
Swimming: Basic 
Drugs 
Com bat Skill s (all bonuses are 
A t t acks per melee: five 

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

included) 

Bonuses t o Strik e +6; Parr y +5; Dodge +5; Damage +5; 
Roll with Punch or Fall +6; +2 to Pull a Punch; +4 on 
ini t i at ive; + I t o St ri ke on a Body Bloc k (does 1-4 damage) . 
Knoc k Out/ Stun on 18-20 
Ki ck A tt ack does 1-6 damage 
Othe r A bili t ies: 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 
Specific Odors 98%; Recognize Raised Letters 94%; Identify 
Substance by Taste 98%; Identify Toxins, Poisons, Chemicals 
by taste 70%; Estimate dist ance and Speed by Sound 98%; 
Recog nize specific Voice 98%; Enhanced Sense of Hearing 
(see Heightened Senses; H. U. pg. I 13). 

Personal Pro fil e: D iv iner or iginally joined the team while 
still married to Challenger in a futile at.tempt to get 
closer to him and save their marriage . The marriage's 
failure has added more bitterness co a life she perceives 
as full of pain and failure. After a brief sabbatical, 
Diviner returned to the team with seeming dignity and 
reserve . However; beneath her facade of gentleness and 
calm seethes a tormented woman who despises her condition 
and reliance on the artificial devices chat give her life. 

She blames her parencs for bringing her into the 
world and not destroying her at birth, for It Is only through 
the bionic implants and her sensory web that she can 
perceive even the tiniest sensations . Mute and stunted 
senses that, when supplemented by the sensory web, enables 
her to hear the smallest sound or recognize the slightest 
odor. Senses so great ly enhanced that she has become 
famed as an uncanny huntress and skilled co mbatant . 
Yet even the implants cannot restore Diviner's sightless 
eyes. Eyes blind at birth, forever lost to dar kness despite 
the mechanica l wonders that enable her to function better 
than any sig hted person. She has lived this lie cleve r ly, 
concealing her disability from all the Justice Machiner's 
including her ex-husband Challenger . A secret well kepl 
unril her brutal assault at the hands of the assassin Blood 
Master. The sensory web cape destroyed in combat, 
Diviner fell like a straw dol l , plunging Into the loathsome 
dream-state imposed by sensory deprivation . Only four 
times since her bionic sensors were implanted has she 
experienced this stace which is both beautiful and horrible . 
Time is suspended, emotions soar, t wist, and plummet. 
It is only here in these dreams that the eyes have sig ht, 
but what she sees are phantoms . . . more l ies 
more t orment . (As seen in the Justice Machine comic 
books #3 & #4). 

Always suppressing her 
is not an emotionally forceful 

deepest feelings, Diviner 
person preferring to take 

as many unobtrusive paths as 
is nobody's foo l ; intel l igent, clever 

possible . However, she 
and resourcefu l. 

Georw ell Criminal Recor d 
Subj ec t: Saara Lenniv 
Code Name : Diviner 
Ident ical co Challenger's 
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Blazer 
BLAZER 
Real Name : Mitri an Stovic h 
Alignment: Scrupul ous 
Attributes: J.Q. 14, M.E. 13, M.A. 16, P.S. 15, P.P. 11, 
P.E. 15, P.B. 18, Spd 17 
Age: 24 Female Weight: J36Ibs Height : 5ft ?in 
Hit Points: 40 S.D.C.: 44 + 200 when aflame 
Disposition: Friendl y, co urte ous, talkative. 
Power Category : Mut ant 
Super Power: Alt er Physic al Stru cture (Fire), (see H.U. 
pg. I 00- 10 I ). Includes: Radiate Heat : 40ft radius; Shoot 
Fire Ball : range 450ft; da mage 5-40(m ax.), +2 to strike 
a ta rget in addit !on t o co mbat bonus. Bolt of Flame: 
range 36ft, damage 5-40(max.). Wall or Circle of Flam e; 
ca n c reate 1L up to 120ft away for a maxi mum durati on 
of 30 melees/7 .5 min ute s. Super Nova: sel f destru c t; 
Flight : 40m ph or hover, +2 to dodge when in fli ght ; 
Special : A .R. 14 and S.D. C. 200 when afl ame. 
NOT E: Super power unco ntr o l lab le w it hout art i fi ci al means. 
See personal profile fo r de tail s. 
Level of Experience : Sch 
Level of Education : One Year of College 
Scholastic Bonus: • 8% 
Occ upation : Law Enforceme nt 

Scholasti c Skills (all i ncl ude scholas t ic 
Baste Math 
Basic Biology 
MUSIC (sing) 
Pilot automa t ic 
Swimming: Basic 
Foreign Language: Earth Engli sh 
Theology /Philosophy 
Athletics: Gener al 
Dance 
Hand LO Hand: Basic 
Secondary Skills- 
Au dio Communi c ati ons 
Phot ography: Film (Include s stud y 
of and appreci ati on of fit m making ) 
Computer Operau on 
Cook 
Drugs (know ledge) 
Study: Fil m 
St udy: L11erarur e 
Study: TV/Vid eo 
Pilot Single Engine Plane 

bonus) 
98% 
83% 
60% 
98% 
98 % 
90 % 
78% 

78% 

55% 

65% 
85% 
90% 
85% 
75% 
75% 
75% 
92% 
98% Pi lot Manual Tr ansmi ssion (sti ck) 

Combat Skill s (all bonuses incl ude 
and hand t o hand basic) 

physica l 

Attacks per Melee: four 

training skills 

Bonuses t o Strike +2; Parry +3; Dodge +3; Damage +2; 
+3 to Roll with Punch or Fall; +2 t o Pull Punch. Body 
Block +3 t o Strike, Does 1-4 dam age. NO weapon 
profi c ienci es. 

Georwell Criminal Record 
Subject: Mitrian Stovich 
Code Name: Blazer 
Treas on; three co unt s. 
Conspira cy; three counts. 
Kidnapp ing of Prosecutor Zarr en 
Assault on Government Agents; four counts. 
Acco mpli ce in the at rempted murder of special agent 
Monolith. 
Sabotage of rhe Dimensi on Lock 
Ill egal flight int o th e other dimen sional world known as 
Earth. 
Resistin g arrest; four counts. 

As with the othe r Justice Machiners, Blazer's charges 
are either trumped-up, infl ated or the result of her flight 
from Georwell to Earth . The charge of accomplice to 
the attempted murder of Monolith is false and resulting 
in th at it was her flame powers that incapacitated Monolith. 
See rhe J.M. comic book issue #2. 

NOTE: Blazer's senile mother ls her only living rela
tive and may be used by evil Georwell forces to lure 
her back to Georwell or manipulate and compromise her 
position on Earth . Game Masters, this can make an in
teresting device to move into a scenario in which Blazer 
must return home to save her mother or seemingly turn 
against New Have or her fell ow Justice Machiners. Or 
you could use it as a plot device in which non-J.M. heroes 
ele c t that it is to o 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 situati on with many and multiple 
potenti al uses and sub-p lots. However, Blazer Is a very 
good and honorable person who will NEVER bend to evil 
or sac rifi ce her friends no matter how personally painfu l. 
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Personal Profile: Blazer was recruited by the Georwell 
special servi ce at an early age. A mutant, Blazer's flame 
power suddenly manifested itself a week before her four
teenth birthday. Powers she didn't understand nor able 
to contr ol, that threatened to destroy her and half a city 
as it rag ed out of co ntro l. It was only through deft gov
ernment intervention and pure .luck that disaster was averted . 

Placed in a specia l energy absor bing, damper c hamber 
Mitri an's mutant energy was cont roll ed enough to prevent 
her fr om reaching criti c al reaction as a super-n ova. While 
the devastating energy was contr o lled and put to con
structive use powering 35% of the secret comp lex, the 
environment of the chamber was into lerable t o nor mal 
human beings. For five years she lived in seclusi on, her 
only co mpanions a battery of scie nti sts and technicians 
clad in specially constru cted envi ronmental suits . After 
what seemed an eternity she was presented with at least 
an acceptable remedy . A special environmental suit con
structed of unstable mutant elements that could withstand 
and help control her awesome energy . The fabric of t he 
sui t itse lf was accidenta ll y developed by the space program 
and its unique molecular construction and energy bonding 
propen ies are not yet understood. 

The suit Is able to respond and alt er with Blazer's 
physi cal transformation allowing precisely measured amounts 
of access energy t o escape and burn off harmlessly . 



The ten whit e ovals of the costume are the control circuit 
pads that constantly ana lyze, regulate, distribute and re
lease the mutant heat energy. The ovals frequen t ly c hange 
to a yellow colo r when energy levels are extreme ly high. 
As a safety feature only five of the co ntrol pads are 
needed to maintain the suit. Consequently the suit can, 
theoretically, sustain considerable damage without mal
functioning . However, If six or more of the ovals are 
damaged Blazer'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 increased control over 
her powers, but even with her absolute concentration she 
will nova within 24 hours irregardless of the amount of 
energy she may attempt to release. 

Blazer's environmental suit is comp letel y beyond 
Earth understanding (as well as Georwelllan) and is unable 
to be duplicated by the scientists of New Haven. Con
sequently, if the sun should be severly damaged It could 
mean death to Blazer and countless bystanders. The only 
othe r suits (4) in existence are locked away in a security 
vault on Georwell. While the Justice Machiners know 
tts location, getting co the vault would be a test of skill 
and cunning with possibly deadly consequences . 

INSERT INTO BLAZE R' S 
PERSONAL PROF ILE 

Blazer ca n never enjoy 
a completely fullfilled relation
ship with a man because her 
mutant powers would burn 
him to a crisp the minute 
she disrobed. Frustrated, 
she has plunged herself into 
the world of film and literature 
to keep her mind off her 
woes. She's found a particular 
wealth of material on Earth 
transforming her 1nt0 quite 
an authority, not co mention 
fanatic, about Earth film s. 
She loves all the classics from 
Frank Cappra to Howard Hawks 
and Alfred H11chcock. Blazer's 
particularly fond of the swash
buckler's and anti-heroes such as 
(both) Fairbanks, Errol Flynn, 
Bogan, Cagney, Eastwood and 
even Tish1ro Mifune. To list all 
her favorites would be foolish 
as she loves them al I (including 
the creature from t he blac k 
lagoon). Consequently when she's 
nor crime busting, she's at tend
ing film festivals, movies, going 
to the theatre, catching late 
night movies or reading about 
the subject. New Haven' s vast 
video library has proven co 
have been quite a boon to her . 

• 
• I 

• 
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Game 
Masters Note : Remember nobody except a handful of 
Georwell officials (and possibly a special Georwell agent/ 
assassin) are aware of Blazer's condition! Even among 
the Justice Machine only Challenger, Diviner and Blazer, 
herself, know t he entire story behind her powers. This 
means that there is absolutely NO reason for any antagonist 
to attempt to destroy or disable her suit. As far as t he 
wo r ld(s) is concerned she's Just another costumed superbein g. 
The Costume's Other Properties 
-Im pervious to heat and cold (cold still affects Blazer). 
-Seemingly indestructable: Armour Rating 14, S. D.C . 400; 

regenerate s by siphoning Blazer' s mutant energy (regen
erates at a rate of IO S. D. C. per hour). NOTE: The 
ova l control pads do NOT regenerate. le is also important 
to point out that the suit doesn't provide any additional 
protec ti on to Blazer, she sti l l takes normal damage from 
attacks even though the costume is exceptionally tough. 
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Demon 
DEMON 
Real Name: Carl Valent I 
Alignment: Anarchist 
Attributes: I.Q. 10, M.E. 11, M.A. 8, P.S. 26, P.P. 18, 
P.E. 23, P.B. 18, Spd. 19. 
Age: 27 Male Weight : 175 Height : 5ft I 0in 
Hit Points: 44 S.D.C. : 129 
Disposition: Schemer, 1akes chances, very insecure, arrogan~ 
obsessed ~11h being the bes1 mania! arrIs1 in h1s1or}, 
fights diny/chea1s. 
Power Category: Physical Training 
Training : Boxing, Wrest I Ing, Acrobat lcs, Gym nasties, Man !al 
Ans. 
Level of Experience: 61h 
Level or Educat ion: High School 
Scholastic Bonus: +5% 
Occupation: Professional Martial Anlst and Law Enforcement 
Scholastic Ski ll s 
Basic Math 
Basic ChemlSlry 
Dance 
Swimming: Competitive 
Athletics: General 
Secondary Skills 
Body Building 
Climbing 
Prowl 
W.P. Blunt 
Drugs 
Escape An 1st 
Sle1gh1 of Hand 
Pilot: Motorcycle 
Pllo1: Automauc 
Pilot: Manual Transmission (s11ck) 
Pilot: Single Engine Plane 
Speak, Read/Write Eanh English 

90% 
70% 
75% 
98% 

49/64% 
68% 

90% 
65% 
52% 
98% 
98% 
98% 
96% 
82% 

Combat Skills: (all bonuses are included) 
Attacks per Mele e: seven 
Bonuses 10 Strike +5; Parry +8; Dodge +8; Damag e + 11; 
Roll with Punch or fall • 14; Pull Punch +4; Save vs Tox ins 
+4; Save vs Coma/Death 12%. 
Knock Out /Stun on 17-20 
Critical Str i ke natural 20 
Kick Attack does 1-8 damage 
Body Block/Tac kle +2 to strtke does 1-4 damage; 60% 
hkehhood 10 knock opponen t down. 
Pin/Incapacitate (by holding) on a roll of 18-20 
Other Abilities: Crush/Squeeze does 1-4 damage; Balance 
98%; Cltmb Rope 94%; Climb 56/76%; Back flip 96%; 
Leap 16ft high & 17ft long, Walk Tight Rope 98%; Prowl 85% 
NOTE: See the effects of drug inroxicauon for add11lonal 
bonuses and minuses. 

Personal Profile : Demon, the quick, cocky swash-buckler 
or the group , prides himself as the fas1es1 manial artist 
altve. Unfortunately, while Dem on ts one or the very best 
mania! an 1sts on e1ther Georwell or Earth, he Is NOT 
"the" best. A fact 1ha1 eats away at his ego and drove 
him 10 cheat t o get to the top of Georwell 's mania! 
arcs elne. So insecure and obsessed with fame and glory 
he has resorted lo augmenting his natural speed and agIhty 
w1th dangerous Georwelhan speed. He has used and kicked 
drugs several limes In his life, but never has he been 
so dependent on ll as he is now. Demon must be the 
absolute bes1 1hat the world has ever seen, orever will 
see, irregardless of the cost. He has graduated from 
occasionally popping pills 10 a regular schedule and has 
recently begun shooung the drug directly into his blood 
stream for more Immediate results. He bel ieves 1ha1 
he cannot be t he bes1 without 1he amphe1amtne, a psycho
logical addic11on as deb1licaung as his physical add1c1ion. 
This Is 1ragIc for this super-hero Is at his prime and could 
be JUSt as good wit hout the drug as he is w1th it . 

Although the Georwelltan speed is a type or ampheta
mine it Is very different chemically than 1he Earth am
phetamine. The Georwellian speed actually temporarily 20 

heightens ones awareness of his senses resulling in quicker 
reaction time as well as inducing an euphori c high . The 
Earth amp het amine known as "speed" or an upper will 
not produce the same effect and is so chemically different 
that it will nor satisfy Demon's physical addiction . This 
means that he must somehow replenish hts drug supply 
from Georwell or face a painful and traumau c withdrawal. 
Preferring death over being less than the best, he w i l l 
seek to return 10 his native plane t to obtain more of 
his precious drug. 

Dem on is a shallow, selfish person who values his 
agility, strength, skills and macho-image far more than 
any moral cons iderati ons. Sadly, he believ es he must 
always be the wisecra cking, muscle man capable of feats 
or daring-do. Wnh the added high from the speed, he 
believes himself able 10 handle any foe or sttuatton. 
lnevnabl y this leads to heedlessly taking unnecessary 
risks, acting without th ought, and being overly quick to 
accept any challe nge. He must win at all costs and will 
Ile, cheat and back stab to do so. 

His onl} regular weapon is his steel reinforced bi ll y
clu b, although he is equally adept wnh any blunt weapon. 
The billy-club Is specially designed to be perfectly balanced 
making it a lethal weapon in hand or thrown. A section 
of the club has a narr ow, hollow tunnel in which Demon 
stores many of his pills. 

GAME MASTERS NOTE: Demon's drug addiction 
Is certain to destroy him, begining wnh his integrity and 
self worth. While it has seemingly increased his natural 
abilities it has only served to increase his own fears of 
inadequacy. This psychol ogical bar ri er has made him sub
consciously sabotage his own efforts ((minus) - 12% on 
all skills and - I to strike, parry and dodge wtthout the 
drug) convincing him th at he must have the drug to perform 
at peak efficiency . As his secret stash dwindles he will 
become inc reasingly nervous, quick t empered and even 
paranoid (+ I on initiative). Consequently he will emphatically 
support any suggestions regarding the return to Georwell. 
He will volunteer for assignments of espionage, recon
naissance, sabotage, delivery of a message, anything that 
will get him back to his homeworld to repleni sh his supply 
of speed. Howeve r, he will Jeopardize any such mission 
by first making his drug connecuon . This will include 
deserting friends and allies on the most crucial or dangerous 
assignments . He must have his drugs! Of co urse, upon 
buying or stealing his precious chemicals he will reunite 
with his teammates to conclude their mission with his 
whole-hearted support. Questi oned about his mysterious 
departure he will offer any host of convincing Iles , fr om 
fo ll owing an important lead to having been momentarily 
detained by at1acke rs. No one will question his rash actions 
as Demon is infamous for his heedless bravado. 

As for the problems this may cause, Dem on's absence 
alone may endange r a mIssIon based on the strength of 
the total group or one that's based on a strict tim e tabl e 
whi ch will not allow his little detour. Likewise, his solo 
escapades could result in his capture or injury at the 
hands of either the government or criminals (he has a 
plenitude of enemies on both sides of the law). Worse 
ye t, even word of his return to Georwell, let alone his 
actions, is lik ely to agitate the fe arful Georw ell governm ent 
who will easily constru e Demon 's actions as the J.M.' s sup
port of the rebel underground at work to overthrow them. 
Should this happen the already paranoid holders of power 
belie ve it necessary to take immediate and decisive action 
against ALL the Justice Mac hine. This cou ld lead 10 
robot assaults, assassins, e laborate tr aps, assaults by hired 
Earth super villains, or Georwellian super-agents such 
as the Guardi ans; possibly even an out and out siege on 
New Haven if its location Is ever learned . 



If Demon can 't gel aulhorized entry to Georwell 
he will sneak into the Dimensional Lock, built by Maxinor 
In New Haven and return to his homeworld on his own . 
This can generate all the problems previously discussed 
as well as possibly disrupting or antagonizing the rebel 
underground, ror Maxin or 's dimensi onal teleporc connects 
directlv with his rebel commanders on Georwel l. Unless 
Demon· is careful he could lead the evil forces of the 
Georwell government right to the rebels and the Dimensional 
Lock that connects Georwel l with New Haven . (G.M .'s; 
although heedless and headstrong, Demon is not likely co 
be that careless, at least not the first few times) . 

Challenger is familiar with Demon 's history of drug 
abuse and suspects that he's hooked again. He will try 
to help htm kick the habit, but this kindness is likely 
to prompt Demon to act in desperation and in haste . 
Confronted without actually being caught in the act Demon 
will emphalically deny his drug use with the appropriate 
amount of righteous indignation. If caught popping or 
shooting up he will refuse help, demandi ng that it 's his 
life and no one elses' business. Once alerted to his com
panions' knowledge of his drug use he will become some
what withdrawn and secretive. 

Demon's personal battle with himself and his addiction 
will be his ultimate battle, for it is a battle he MUST 
win. It will be a terribly difficult, demora liz i ng, pai nful 
struggle that will rend both body and soul. In the end 
he will be far better off, but it will be a long arduous 
Journey that will test his skills and loyalty. Be_cause of 
his emotional/mental addiction and fears his withd rawal 
will be chat much more difficult. There will be times 
that he will find his inadequacies without the drugs to 
be maddening and be often tempted to cake them again . 

The effects of withdrawal will be more severe than 
normally expected; see Withd rawal Symptoms (cold turkey) 
in H.U., page 146. Add 10% to skill deficits and likelihood 
of caking the drug if its available to each week . Add 
15% to the likelihood of returning to drugs fo r the next 
year. 

The effects of drug intoxication 
The Super syndrome: believes his abilities are heightened 
by the drug, providing the following bonuses when high; 
+ I t o strike, parry and dodge, +6% on all skills . When 
not high he is (minus) - I to strike, parry and dodge and 
(minus) -12% on all skills. NOTE: these bonuses or minuses 
vary with drug use and are NOT included in the skill 
or combat bonuses. Demon is high on Georwellian speed 
50% of the time and always during combat . 
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Georw eli Criminal Record 
Subje ct : Car l Valenti 
Code Nam e: Demon 
Treason; three counts 
Conspiracy; t hree counts 
Kidnapping of Prosecutor Za rr en 

SECRET HOLLOW C0NTA!tY.S 
OEM0N'.5 OR UGS 

Siege against government installat ion: Dimension Lock . 
Sabotage of Dimension Lock. 
Illegal flight to the other dimensional world know as Ear t h 
Resist i ng Arrest; three counts 
Assau l t on government agents; eigh t counts 
Assault with a deadly weapon; e ight counts (his hands 
are weapons) 
Destruction of government property; th ree counts 
Trafficking in illega l drugs 

As with the other J. M. members most cha rges are 
either false, inflated or the resul t of his flight from 
Georwell. Howeve r , Demon is guilty of transpo rting large 
(dealer) quantities of i l legal drugs as we l l as ext reme 
violence, i.e . assaults . 
NOTE: The Georweii officials know of his drug addiction 
and will use that knowledge to capture him or compromise 
his position with the Justice Machi ne. It 's Important to 
point our that even as sel f centered and mercenary as 
Demon is he will never betray any of the J.M . unless 
under-going severe withdrawa l and promised drugs in return 
for information. Even t hen there's only a 28% chance 
of betrayal; a situation he will attempt to reverse, prevent 
or avenge after he receives his drugs . However, he _i_§_ 
likely to betray or use anyone he dislikes or cares little 
about including Ham met Dash, the Free force , Maxi nor, 
Youth-quake, and possibly all of New Haven and the rebel 
underground on Georwel l. Despite the bitter words , quar
rels and apparent resentment betwee n Demon and Tal isman, 
rhere 's a st range bond between the cwo men that will 
prevent one from betraying the other. 



,'<E/NHOLO /Gi/STbV/CH- 22 



Talisman 
Ta lism an 
Real Name: Rodney Carlson 
Al ignment: Anarchist 
Attrib ut es: I.Q. 14, M. E. 13, M.A. 10, P.S. I 0, P.P. 12, 
P.E. 14, P.B. 14, Spd. 12. 
Age: 40 Male Weight: 160 
Hit Points: 5 I S.D.C.: 40 

Height: 6ft 

Disposition: Brag~ cocky, exaggerates, cheerful but 
annoying; very self absorbed. 
Power Category: Mutant 
Super Power: NOTE: this unusual super power is not found 
in the H~r oes Unlimited rule - book, but is newly developed 
t o coin cide with the Talisman comi c book character . 
Karma: the character 1s able to influence his luck and 
Lhose around him via a son of karmi c aura. This influence 
is . ~pparent in the form of bonuses during dangerous or 
criti cal co nditi ons. Bonuses for the karmic character 
(Talisman) : +4 t o parry or dodge, +2 co strike, +10 Lo 
ro ll with punch or fall, Death blow only stuns, +10% save 
vs t oxins, +20% save vs coma/death, +10% on all skills. 
Rem ember , these bonuses appl y onl y under threatening 
co nditi ons. 

Bonuses for chara c ter s under the karmic influence. 
These bonuses apply Lo all a llie s within a 60fL diameter 
and requ i res the karmi c-chara c ter (Talisman) co concentrate 
on that particular person's ac ti ons to influence them. 
Example: Come on; you can do it . . .; pick that lock; 
and so on. Bonuses: +2 t o parry or dodge; + I to strike, 
+2 to roll with punch or fall, +5 on a specific skill/action, 
+8 to save vs coma/death. 

Karma is an energy of positive or negative energy. 
The aforementi oned bonuses apply when the motives are 
good and honorable. Reduce them by half if motives 
are solely selfish. If evil intent, the following penalt ies, 
rather than bonuses apply, working against the character . 
Penalties (minus) -2 co strike, par ry, dodge or roll with 
a punch or fall, - IO on all skills. 
NOTE: Gamemasters may include the Karma power as 
a new super power if they like . Now back to Talisma11's 
specific stats . 
Level of Exper ience: 9th level 
Level of Education: Bachelor's Degree in Science (math/ 
co mputers) 
Scholastic Bonus: +25% 
Occupation: Law Enforcement 
Scholastic Skills (all include scholastic 
Basic Math 
Al gebra 
Basic Chemisty 
Computer Operation/Technolog y 
Computer Programming 
Computer Repair 
Trig onometry 
Geometry 
Calculus 
Physi cs 
Investigative 
Surveillance Systems 
Research 
foreign Language: Earth English 
W.P. Blade 
W.P. Energy Pistol (his cane) 
Secondary Skrn s 
Basic Electronics 
Basic Automouve Mechanics 
Escape An 1st 
Pick Loc ks 
Pick Pockets 
Medical: first Aid 
Pilot: Motorcycle 
Pilot: Automatic 
Pilot: Manual Transmission {stick) 
Pilot: Large Truck {semi) 
Pilot: Single Engine Plane 
Pilot: Twin Engine Plane 
Pi lot: Motor/Speed Boac 

bonus) 
98% 
98% 
98% 
98% 
98% 
98% 
98% 
98% 
98% 
95% 
98% 
98% 
98% 
98% 

85% 
85/60% 
70% 
74% 
79% 
84% 
98% 
98% 
98% 
72% 
98% 
98% 
98% 

Swimming: Basic 
Dance 
Prow l 
f orge ry 
Hand to Hand: Basic 

98% 
85% 
64% 
65% 

Comb at Sk ills (Karma bonuses NOT included) 
Atta cks per Melee: five 
Bonuses to st ri ke +2; Parr y +2, Dodge +2, Da mage +2, 
Roll w it h Punch or fall +2, Pull Punch +2. 
Knoc k Out /S t un 19-20 
Crit ical St rik e from behind 
Kick Att ack does 1-6 Dam age 
Personal Profil e: Tali sman is an obnoxious, abrasive indivi
dual and the lease li kable of the Justice Machine . Greedy, 
he treasures his wardrobe and possessions above the com
pany of people . While he would like to chink of himself 
as a ladies man, his sardonic t ongue and arrogant, patron
izing attitude prevents him from achieving his w ishes. 

Although bl ind to his own shortcomings , Talisman 
has an answer for everything and a criticism fo r everyone . 
Like a typical dandy he would prefer to stand on the 
side-lines offeri ng some bit of st rategy or pearl of wis dom 
co others rather than soil "his" hands in co mbat. Always 
thinking of his own welfa re or profit, Ta l isman makes 
a terrible leader as well as an unreliab le teammate. 
Suprisingly , he rea l ly does ca re about the other Justice 
Machine members and is unlikely to ever betray any of 
them. The J. M. are the closesc thing to friends or family 
he has ever known. Though he would never admit it he 
would rather die than lose them . Yet even among the 
J.M. he's an outcast , neve r quite meshing w ith t he others, 
pulling away when anyone tr ies to get close . However, 
he secretly watches out for the i r wel fare never showing 
how much he really ca res. 

Despite their constant bickering and arguing he is 
closest to Demon. Perhaps this is because both men are 
so simi l ar in their attitudes or perhaps Talisman sees 
himsel f reflected in the tragic Demon. Whatever the 
reason, Tal isman considers the swashbuckling mart i al anist 
to be his c losest friend although the feelings are not mut ual. 

In addition to Ta li sman's karma/luck power he's a 
computer and mathematics genius, making him a valuable 
asset to the. team . On his own he Is a clever, capable, 
lone wo l f with an eye for a scam and a st reet wise savvy 
equal to none. With the possible exception of Demon, 
he is che most treacherous of charact ers cleverly weaving 
lies and deceptions with the practiced ski ll of a confidence
man. 

Since he acc identa l ly kil led his land-lady on Georwe ll, 
Talisma n' s luck had t aken a severe t urn for the worst. 
However, recently his luck seemed to have ret urned . 
If he contin ues on his cu r rent path, supporting fr i ends 
and justice, his karma will remain balanced. 

NOTE: Talisman often uses a handsome walking stic k 
t hat is act ually a short range energy weapon, capable 
of releasing an electrical charge . Range: 20ft; Rate of 
fir e: two per melee; Number of Charges: eight; Damage: 
3- 18 each. The device is of Georwellian origin and re 
chargeable . 
Georw ell Crimin al Reco rd 
Subje ct: Rodney Carlson 
Code Name: Talisman 
Treason; three counts 
Consp i racy; three counts 
Murde r in the first degree (his land-lady) 
Kidnapp ing of Prosecutor Zarren 
Assault on a government installation 
Sabotage of Dimension Lock 
Il lega l flight into the ocher dime nsional world known as 
Earth 
Destructio n of government property; two counts 
Resisting arrest; cwo counts 
Assaul t on government agents; one count 

While most charges are f alse, i nflated or the result 
of his flight f rom Georwell, he is guilty of the accidental 
murder of his land-lady . The woman fell, striking her 
head, when Talisman struck her in an attempt to prevent 
her from alerting the authorities. See the J.M. comic 

23 book issue number two. 
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Titan 

Titan 
Real Name: Jemin Lefkosky 
Alignment: Scrupu lous 
Allributes: 1.Q. 12, M.E. 14, M.A. 14, P.S. 27, P.P. 15, 
P.E. 16, P.B. 15, Spd. 17. 
Age: 33 Male Normal Weight: J 80 
Normal Height: 6fl 3in Hil Poi nts: 46 S.D.C.: I 04 
Disposition: Calm, gentle, sensitive . perceptive~ cour
teous. Currently he Is suffering the emotional trauma 
of his family's death, feeling no grief or other appropriate 
emot1ons. Instead he has bottled-up his emotions, denying 
his anger and sorrow. 
Power Category: Mutant 
Super Power: Growth (See Heroes Unlimited, pages 112-
113 for complete explanation). Maximum size possible 
is 32 feet, however Titan loses conscio usness within 2-
8 melees If he grows beyond 20 feet. He is most confon
able at 15 feet but will not hesitate LO grow up to 20ft 
if circumstances require it. The following bonuses apply 
only when in giant-size. Statistics are given for 15ft 
and 20ft which are his most common heights. Bonuses 
at 15 feet tall: body weight increases (add 270Ibs); 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 10 damage, combining for a rocal of +21 when 
15ft tall. He is +2 to strike, speed becomes 34, and 
he can carry or throw up to 1500 lbs and lift up to 3000 
lbs. (Minus) -2 to parry and dodge. Bonuses at 20 feet 
tall: Weight increases (add 420Ibs); S.D.C. +56; P.S. +5 
provtding an additional damage bonus of +I I, this is in 
addition to his normal bonus of +14 combining for a total 
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 of 3200 lbs. (Minus) -2 to parry 
and dodge. 
Level of Experience: 6th Level 
Level of Education: One Year of College 
Scholastic Bonus: +8% 
Occupation: Law Enforcement 
Scholastic Skills (all include scholastic 
Basic Math 
Basic Biology 
Music: Flute 
Automotive Mechanics 
Investigative 
Law: Criminal 
Swimming: Competitive 
Boxing 
Wrestling 
Acrobatics 
Secondary Skill s 
Body Building 
Hand to Hand: Basic 

bonus) 
98% 
78% 
64% 
88/68% 
68% 
68% 
86% 

Computer Operation 90% 
Basic Electronics 90% 
Speak, Read, Write Earth English 82% 
Sewing (basic) 90% 
C~ 9A 
Pilot: Automatic 98% 
Pilot: Manual Transmission (stick) 98% 
Pilot: Race Car 74% 
Combat Skills (all bonuses are included) 
Attacks per Melee: Five 
Bonuses to St r ike +2 (+4 when giant); Parry +2 (none when 
giant); Dodge +2 (none when giant); Damage + 14 (+21 
when 15ft tall and +25 when 20ft); Roll wi th Punch or 
Fall +8; Pull Punch +2. 
Kick Attack does 1-6 damage (plus damage bonus) 
Can Carry 1350 lbs and lift up to 2700 lbs at normal 
~ize. 25 

Other Abilities: Balance 98%; Sense of 
Walk Tight Rope 98%; Climb 56/76%; 
and 17ft long (32ft high and 34ft long 
feet tall). 

Direction 98%; 
Leap 16ft high 
when 15 or 20 

Personal Pro fil e: Titan, the gentle giant with the heart 
of a lion. family man, loving father, husband and patriot 
he has recently seen his entire world crumble around 
him. Falsely accused of treason he sought co flee his 
native planet with his family. Unfortunately, the Georwell 
government anticipated his actions taking special pleasure 
in convincing Titan's family of his guilt. Supplemented 
with subtle brainwashing , his wife and children had become 
the witless pawns of the government. Thus, to Titan 's 
horror, his family greeted him with anger, fear and con
tempt. Confused and threatened, his estranged wife tried 
to protect her children with an improper ly set energy 
pistol. With a flash of energy Titan's wife and twin sons 
were consumed, leaving a pile of ashes to mark where 
they stood. He screamed a shriek that seemed to belong 
ro someone else, body heaving, growing, uncontrolled as 
had happened so many ti mes in his youth when his problems 
seemed too large to handle. Gone! His darling Trinika 
the twins, his country, his joys, his hopes and dream; 
all gone. Ashes scattered across the kitchen 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 ace of defiance to the state. 

Later, Titan will not mention the tr agedy or ever 
speak of his family again . It is a painful chapter in his 
life 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 to forget and go on ... for 
now. (G.M. NOTE: Titan is suffering from an emotional 
state of shock, but sooner or later he ~ give vent to 
the terrible sorrow and anger that he now denies. If 
f ortunate, that release will be among friends and expressed 
in a healthy over-due cry . However, it cou ld just as 
easily be fueled by an enemy, especially an agent of 
Georwell. If he is forced to face his emotions under 
the stress of combat or accused/harassed by an enemy 
for 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) smashin g everything in his 
path and beating his enemy(s) within an inch of their 
life, blatently disregarding any orders or pleas to the 
contrary . Or he could sim ply become so overwhelmed 
that he uncontrollably grows to his maxi mum height and 
falls unconscious (67-00). 

Regar dless of how his emotions surface, his grief 
and anger will not be something that passes quickly. 
Gamemascers and players (if used as a playing character) 
will have to use thought and feeling co translate the char
acter's sorrow and frustration. The characte r may undergo 
a host of temporary changes in philosophy and attitude . 
He may become bent on revenge, or become more brutal. 
He may lose his zest for life developing a subconsc ious 
death wish (minus) -2 to parry, dodge, roll with punch 
or fall and - I 0% on all skill s); 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 to interpret Titan's 
rea ction as they personally feel appropriate. However, 
Titan is a ver y good and compassiona t e person whose 
attitudes, even fue led by anger and revenge, will NEVER 



give way to cruelty or evil. He will alw ays maintain 
he scrupulous alignment even though he may long to do 
otherwise. Eventually he will come to grips with his 
life and emotions, and while he will never forget his wife 
and sons he will find satisfaction and happiness . 

To com pound Titan's present mental and emotional 
state he wrongly believes himself responsible for the death 
of his older brother, the Monolith, a Georwell agent. 
Unbeknownst to Titan, or any of the Justice Machiners, 
the Monolith was not killed in I heir last confrontation . 
(Gamemasters; the return of the Monolith, with or without 
his fellow teammates the Guardians, could be an interesting 
sub-plot and confrontauon in your campaign) . All these 
events were depicted in the J.M . comic book, issue #2. 
NOTE: Titan's costume and metallic gloves and boots 
are specially bonded to his mutant metabolism so that 
they grow and shrink with him. 
Geor:well Criminal Record 
Subject: Jemin Lefkosky 
Code Name: Titan 
Treason; three counts 
Conspiracy; three counts 
Murder in the 1st degree; three counts (his family) 
Attempted murder of government agent Monolith 
Kidnappmg of Prosecutor Zarren 
Assault on a government installation 
Sabotage of the Dimension Lock 
Illegal flight into the other dimensional world known as 
Earth. 
Destruction of government property; six counts 
Resisting arrest; three counts 
Assault on government agents; two counts 

As w1th Challenger and the others. all charges 
either false or resulted from fleeing prosecution. 
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GEORWELL 

The Planet Georwell 
The Planet Georwell exists in a neighboring dimension. 

It is only slightly larger than our p lanet Earth with an 
almost 50/50 land co warer ratio. Geographically rhe 
planet is a l11tle coo ler than earth with fewer j ungles 
and greater temperate zones. The Southern Hemisphere 
1s the least hospitable, capped by the great polar ice 
glac iers. The Northern Hemisphere 1s cool but the great
est land mass has a remperate and friendly climate noc 
unlike Earth's North Ameri ca or Europe . The· most desirab le 
land areas are near or along the equator wich subtropical 
and tropical environme nts a1 its center . Sadly the govern
ment has not been conservation conscious which has led 
to a serious depletion of t he planet's natural resources. 
This ls especia ll y true in regards 10 the tragic destruction 
of 75% of the planet's wildlife; forests (80%) and petroleum 
deposits. 

The Government 
The planet 1s governed by one globa l government. 

lt 1s basically a Marxist scste whose military rule 1s more 
iron-fisted t·han Earth's U.S.S.R. Political power-plays, 
1n-f1ghtlng and corruption of every kind are al l pan of 
the daily bureaucratic chores . The most powerful, wealth y 
and elite of Georwe ll hold posi11ons in the governme nt. 
Positions that are Jealously guarded and hungri ly sought. 
At the lower leve ls of the government exists the political 
low life. Individuals or groups who have generally secured 
their position through political favors , fam i ly, outri ght 
purchase or black-mail. The back-stabbing, co rrupti on, 
Incompetence and petty feuds that exist at this level 27 

is patheti c. In many ways it resembles a feudal kingdom 
wi th it s thousands of lords and noble families in the throws 
of upheava l, fighting 10 maintain their territories or acquir
ing more by conq uerin g a neighboring kingdom. Yee this 
bedlam is not indicative of the entire syst em, but rather 
a conf using smoke screen that covers the real political 
movers of Georwell. For while t hese fools are complacent 
in pos1t1ons the y perceive as seats of power; the real 
powers of Georw ell have built an empire unlike any seen 
in the history of Eart h. A power that cont rols and profits 
from eve ry segment of society . Some would liken them 
to gods ... others to devils spawned in the rankest pits 
of hell. 

The Middl e levels of Georwell ' s government are held 
by infinitely more competent , although not any less un
scrupulous, individuals . These are the Distric t Governors, 
allegedly elected, o ften appointed, managers of specific, 
populated regi ons; St are Prosecutor 's who are appointed 
to defend the State ai:ains1 internal security threats and 
dissidents; the oldest and richest political fami lies who 
hold positions as Special Advisors co che Staie; and che 
People's Industri al Representatives; major industrial leaders 
assigned 10 the management of the People's Work Alliance . 
(This includes a ll legal industries which are al l controlled 
by the government . The) are a son of top management/ 
economic planners, conrrollers and uni on leaders al l rolled 
into one. They develop and execute production schedu les, 
long range development, economic balance, produce distri
bution, employment, wages, benefits, ere .). An unofficia l 
member of this upper-middle, political hierarch y are the 
c rim inal k ing-p ins. These men basically serve the same 
functions as the People's Industr ial Representatives (the 
People's Work Alliance) except that they manage operations 
of officially unsanctioned, a.k.a. crim inal, activity such 
as drugs, black market, illegal gambling, pro t ection rackets, 
extortion, and other immoral or crimi nal activities. 

The government's upper level is the law enforcers 
and global economic and sociological ove rseers . They 
are the Judges and agency heads who enforce rhe State's 
law s and national security. It is they who determine 
the punishments and repri sals against enemies of the state . 
It is their job to ruthlessly suppress all opposition political 
parties and deviation within the party/state. The _!.22 
leaders of this level of government are the District Tri
bunals: the keepers of the law; Judges, Jury, and execu
ti oners. It is they who can condemn a person with a 
word, for they are the law. It is the Tribunals who master
minds, develops and disseminates the government's pro
paganda to keep the people sausfied. It is their responsi
bility 10 make certain that th e state's plans and control 
of the economy is maintained 10 the satisfaction of the 
people (co Insure the "appearan ce " of prosperity and equality) 
and I he Council Central. 



Georwell's government elite 1s shared by eigh1 indivi 
duals. The same eight who were responsible for the esrab
lishmem of the global government 197 years ago. Generally 
the people revere them as demi-gods who have instilled 
global peace and prosperity LO a world once lost to eternal 
conflict. They alone comprise the Cou ncil Central, the 
law makers. Renowned for their wisd om, they are eight 
power hungry geniuses who not only tamed and united 
a world, but rule it with an iron fist hidden inside a velvet 
glove . It is the Council Central that controls every seg
ment of the government, from the District Tribunal and 
the People's Industrial Representatives to the crime lords 
and District Governors. They have created the illusion 
of an utopian world of equality and justice while they 
pull the people's strings like master puppeteers making 
their sad Incle marionenes dance to their song. 

Not all Georwelltans are blind to the government's 
corrupuon, but those who publicly speak-up tend to have 
accidents or disappear. Opposition from freedom flghnng 
idealtsts or the overly ambitious are not tolerated. Even 
chose suspected of deviant accivH1es or ideals are often 
branded traitors and eli rnlnated. Government sanctioned 
assassination, terrorism and extortion against the State's 
enemies are corn rnon, although publicly discreet. Neither 
the Council Central or the District Tribunal need to present 
evidence of consptraq to have a person or persons elimi
nated. Such blatant rnJustice is camouflaged by the flame s 
of fanatic paruo11sm kept a live by public displays, contrived 
(false) Incidents and a neatly woven web of propaganda. 
Fear is the Councils Central's next most effective t ool, 
enforced by trumped up charges, public humiliation, stiff 
punishment, public executions and the presence of the 
District Tribunal's Eltte Enforcement Officers (the E.E.O.) 
or ''lerro.r troopers" as they're ca lled by dissidents and 
rebels. 

COVNCIL CENTRAL 

The identities of the eight law-giver s are top secret, 
never appearing in publi c and impossible to get at in the 
maximum security fortress of the Council Central Building. 
GAME MA STER'S: The el ite eight of the Council Central 
are clever, cunning individuals who leave nothing to chance. 
It is extremely unlikel y chat even a full scale assault 
on the Council Central Building would turn up a single 
Council member (10% c hance per each member). While 
few of the Council members are physical fighters, the y 
are not wHhout their i ndividua l sources of protection or 
survival savvy. Each is trea c herous, each is dead ly. 
All Council member s are equipped with the following: 
portable f orce field: S.D.C. 400, maximum durati on: 3 
hours and an energy weapon of some kmd usually a laser 
or 10n type bl aster. Most also have a varlet y of persona l 
weapons and gimmicks, such as those descr ibed in the 
Hardware secuon of the Heroes Unlimited rule book, pages 
77-94. Remember the building itself has~ t op security 
system and is patrolled by a variety of robot sentinels. 

The Council Central 
THE COUNC IL CENTRAL 'S MYSTERIOUS EIGHT 

The Council Central is composed of eight men of 
exceptional foresight and abi l ity . They are each satisfied 
with their positions as co- rulers of the world. They are 
loyal to each other and work t oget her like a finely tuned 
machme. There is NO chance of one or l wo banding 
against the ochers, for to do so would jeopardize the deli
cate balance of power and their bid for immortality . 

The same eight men have ruled for 197 years which 
has given birth to the rumor that they have discovered 
an eltx1r o f irnrnortalitv. In truth this ls but another 
example of the eight's cleverness and ability to manipulate 
appearances to c reate masterful illusions. The mystery, 
the secrecy, the implications that they may be more than 
human are all ca r efully culnvated as are all their schemes. 
The longevity of the eight's rule is attributed to clever 
pl anning and incredible organization . 

After the eight had firmly established their new 
government, laying all the ground -work for their world 
wide network, six were put into stasis (suspended anima
tion) while two remained to manage world affairs. The 
two active members managed affairs while th e others 
sleep their ageless sleep. At the end of ten years they 
go into st asis after awakening the next cwo overseers . 
This process is repeated in ro t ation one after anothe r; 
effect iv ely each Cou nci l member ages cen years for eve ry 
forty. In the case of a crisis all members are awakened 
fr om stasis, a soluti on arrived at and returned to stasis 
unless they are personally needed to implement things 
themselves. This means the average age of each council 
member is approximately 70 years o ld (remember the 
average life expectancy on Georwell is 100 with 140 and 
higher being very common). The eight Council members 
estimate that in their present condition, and with medical 
and technological advancements, they are likely to attain 
the age of 200 years old without difficulty (that would 
mean another 400 years of co ntro l ling Georwell. There's 
also been some discussion of implanting their brains into 
bionic or robot bodies which cou ld, theoretically, add sev
eral more centuries to their rule) . The following is the 
order of management rotation of the eight Council members: 
No. one with No. six, No. two with No. five, No. three 
with No. seven, and No. four with No. eight. 

Capsule Personal Profiles: The Council Central 

NUMBER ON E: John Drake 
Alignment : Aberrant 
Attribu tes: !.Q. 23, M.E. 18, M.A . 26, P.S. 12, P.P. 14, 
P.E. 13, P.B. I 6, Spd. I 0. 
Age: 59 Male Hit Points: 80 S.D.C .: 38 
Dispositi on: Arrogant, confident, resourceful, deadly. 

28 Level of Exper ienc e: I 5th 



Skill Backgro und: Communications, politics, organizallon, 
creative writing, psychology, philos ophy . 

Number One was a wealthy statesman, political high 
mover, orator and philosopher. He Is an excellent strate
gist and tacucIan; a master of manipulation with an Incred
ible head for organiza u on. It is possible that he Is the 
most resourceful , adaptive and clever of his fellow Council 
members. Number One was essential in the direction, 
orientation and mampulauon of the people' s attitudes and 
percep11ons. It was he who established the fundamentals 
for the use and d1stnbutJon of propaganda. 

NUMBER TWO: Joseph Tolsto 
"The Reformer" (believed dead) 
Alignment: Anarch 1st 
Attributes : J.Q. 18, "1.C. 16, M.A. 19, P.S. 10, P.P. 9, 
P.E. 12, P.B. 11, Spd. 9. 
Age: 86 Male Hn Points: 76 S.D.C .: 34 
Disposition: Suffers from delusions of godhood, he's en
thralled with the auaImng of immortality; extremely arro
gant, he believes "he" knows what's best for the people 
irregardless of what they may want. Tends to be paternal 
and overbearing. Paranoid, trusts only his fellow Council 
members. 
Level of Experience: I St h 
Skill Background : Sociology, social reform, commumcauon, 
philosophy, cheolog), history, teaching, wntJng, business. 

Number Two 1s basically Georwell's Karl Marx, an 
outspoken social reformist who taught the concept of 
social equah t \ w11 h one basic class of people sharmg the 
wealth and resources of the planet led by one government 
dedicated to the people. He sought 10 Inspire the golden 
age of Georwell through the abolltJon of capitalism, free 
enterprise, ignorance and poverty. Believed to have died 
in the last global conflict 197 years ago. Tolsto 1s en
shrined as a nauonal hero and spintual leader . He was 
pivotal 1n the establishment of the new government's po
litical and sociological structure, laws, auuudes and pro
paganda. 

NUMBER THREE: General Joshua Zarren 
Alignment: Aberrant 
Attributes: I.Q. 16, M.E. 12, M.A. 21, P.S. 1.13, P.P. 14, 
P.E. 20, P.B. I 0, Spd. 14. 
Age: 68 Male Hi t Points: 118 S.D.C.: 94 
Disposition: Arrogant, Impudent, confident and calculating; 
a schemer willing to take a chance . Very charismat ic 
natural leader wuh def1n1te megalomaniac tra11s. 
Level of Experience: 15th 
Sklll Backgro und: Combat, weapons, cove n operations, 
tac11cs, strategy, military history, investigation and cryp
tography. 

Number Three is a mil1tary genius, a master of 
strategy and tactics with an uncanny sense of knowing 
how t•J best ut Jlize human resources. He was the greatest 
single hero of th e 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 Chtef Prosecutor Zarren 
(of whom he 1s not particularly fond or impressed with). 

NUMBER FOUR: Daniel Panoff 
Al ignment: Miscreant 
Attributes: 1.Q. 15, M.C. 29, M.A. 12, P.S. 14, P.P. 13, 
P.E. 15, P.B. 13, Spd. 19. 
Natural Psionic: 2 10 I.S.P. 
Telepathy, Telemechanlcs, Telekinesis, Detect Psionics, 
Mind Block, Sixth Sense, Total Recall, Hypnolic Suggesti on, 
ReslSl ftre. 
Age: 60 Male Hit Points: 77 S.D.C.: 50 
Disposition: Schemer, gambler; very analytical and ca lcu
lating; an excellent organizer with a knack for developing 
and executing new concepts and ideas. Paran oid , he's 
susptcIous of everybody 1nclud1ng Number Six. 
Level of Experience: 15th 
Skill Backg round: Mechani cal engineering, electrical engi
neering, physics, math, laser techn ology, computers, research, 
philosophy, business and the science of dimensional cele-

ponation. 
Numb er f our was the pioneer of the theorie s of 

dimensional travel whi ch would later be devel oped by 
Maxinor. He 1s responsible for the structure, devel opment 
and laws regarding industry. A scientist of great repute, 
his wonderful mind is given even broader scope wnh his 
formidable psionic powers. 

NUMBER FIVE: Br uno Slymans ki 
(Crime Boss) 
A lig nmen t : Miscreant 
A tt ributes: 1.Q. 16, M. E. 14, M.A. 15, P.S. 15, P.P. 16, 
P.E. 17, P.B. 15, Spd. 18. 
Age: 75 Male Hi t Points: 104 S.D. C.: 84 
Dis posit ion: Tough, impudent, self-reliant, c ruel, vengeful, 
merciless and ruthless. 
Level of Experience: 15th 
Ski ll Background: Cnme skills, street savvy, forgery, investi
gative, c rime science, prin ciples and skills of espionage; 
terrorism, as well as political psychology and computers . 

Number f ive was the wealth y criminal kingpin of 
the entire Northern Hemisphere. He 1s an excellent organ
izer and adminlstrat0r, innovative, resourceful and resilient. 
His own massive criminal network, know ledge and influence 
in the c rime world made him necessary for the inco rpora
ti on of the world's maior crime organizauons int o the 
workings of the government. He is also an expert in 
the art of coercion, intimidation and terrorism . It is 
number five who conceived and organized, with the assist
ance of number six, the Terror Tr oopers. 

NUMBER SIX: General Martin Cor mak 
Al ignment: Misc reant 
Att ri butes: l.Q. 14, M.E. I 0, M.A. 14, P.S. 20, P.P. 15, 
P.E. 17, P.B. 19, Spd. 14. 
Age: 83 Male Hit Points: 76 S.D. C.: 66 
Disp ositio n: Tough, mean, suspicious, vengefu l, resourceful, 
deceitful; a fanatic about self discipline. 
Level of Exper ience: 15th 
Ski ll Background: Combat, espionage, 1nvest1gauon , demoli
tions, terr orism, crime sciences, politi cs, and physical 
training. 

Number Six ts a capable leader and tactician, but 
his real talents lay in the an of espionage, covert opera
tions, assassinauon and the organizat ion and deployment 
o f such activities. It is he, along with number f ive, who 
established the Terror Troopers in addition to the ope ra
ti ons and code of conduct for the District Tribunals. 

NU MBER SEVEN: Kyle Santor 
Ali gnment: Miscreant 
A t t r ibutes: I.Q. 14, M.E. 16, M.A . 18, P.S. 14, P.P. I 0, 
P. E. 14, P.B. 10, Spd. 13. 
Age: 65 Male Hit Points: 61 S. D. C.: 30 
Di sposit ion: Resource ful, crea tive, logical schemer, ruthless, 
and also tend s to be mean, sadlsuc, vengeful. Suffers 
from paranoia and megalomania. 
Level of Experience: I St h 
Ski ll Backg round: Economics, business, politics, history, 
co mmuni ca tions, research, organizati on. 

Numbe r Seven was the head of State of the second 
large st nauon in the Southern Hemisphere. He is a poliu
ca l genius renowned for his skills as a diplomat and adm1n
istrat0r. He was a crucial component In the political 
co nquering of the Sourhern Hemisph ere as well as a ma1or 
cont ribut or in the manipulation of the new global gove rn
ment. 

NUMB ER EIGH T: Victo r Vosburg 
A li gnment: Mis creant 
Attrib utes: i.Q. 18, M.E. 12, M.A. 11, P.S. 14, P.P. 17, 
P.E. 13, P.B. 12, Spd. 8 
Age : 89 Male Hi t Poi nts: 70 S.D.C.: 20 
Di sposit ion: Easy going, laid-back, very calm and collected 
even in a crisis. Tends to be somewhat polnically naive, 
but a giant in managing industry, developing natural re
sources and the use and distribution of scientific knowledge. 
Leve l of Exper ience: I St h 

29 Skill Background: All math, physics, nuclear physics, me-



chanical engineering, electrical engineering, biology, surgery, 
research, computers, economics . 

Number Eig ht Is publicly hearlded as the father of 
robotics and a pioneer In bionics . le is largely through 
his efforts chat 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 che design of the Deathspencers 
and Hunter Droids. His private continuation of robotics 
and bionics far outstrip the current state of 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 Earth's own local police or state 
troopers. They are basical ly law enforcement offi cers 
for the protection and assistance of che people. Of course 
there are corrupt, officers and officials scattered through
out che force, but they are generally well Intentioned. 
They are also the unw1tcIng pawns of higher government 
officials , enforcing laws that support a co rrupt and evil 
system. 

Baste Requirements: I.Q. 8 or higher, P.S. 10 or 
higher; can be any alignment. No cr iminal record. 

Basic Trained Skills: W.P. Ion Energy Pistol, 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 to Hand: Expert or Marcial, 
W.P. Energy Rifle, and Demolitions. Skill bonus for basic 
rrainlng Is +8%. Skill bonus for special details is +15% 
(add four special training skills to basic skills). NOTE: 
physical activity/training is not mandatory, but greatly 
encouraged. 

Terror Troopers 
THE ELITE ENFORCE MENT OFFI CERS (E.E.O .) 

The E. E.O., also known as che "t err or tr oopers" , 
are specially trained, psychologically conditioned, soldiers 
of the State. Many are recrui t ed from the criminal rank 
and file while others are ordinary patriots. The Terror 
Troopers are a para-military organization (Georwell has 
no offic ial military) charged wtth the enforcing of the 
law and protection of the State. They are the 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 strong-arm 
of the law, bringing criminals of the Stace to justice. 
They do not question their orders, nor do they question 
the Innocence or guilt of their victims; they simply execute 
the desires of their superiors as quickly and efficiently 
as possible. 

Basic Requirements: !.Q. 8 or higher, P.S. 12 or 
higher (although a low P.S. could be acceptable if the 
person's P.P. and/or P.E. were high), any alignment although 
generally anarch ist or evil . Criminal record acceptable 
(even required if applicable 10 espionage) but al l such 
recruits must undergo a specia l training program (which 30 
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conditions t hem via subtle brainwashing and sublim1nals) . 
Basic Trained Skil ls: W.P. Energy Pistol (ion and 

laser), W.P. Energy Rifle, W.P. Blunt, Hand ro Hand: Expert 
(or Martia l or Assassin, depending on one 's background 
and specific agency), Body Building/Weight Lifting, Climbing, 
and Investigative. Special invesligators (detectives, weapon 
experts) and espionage agencies require a minimum 1.Q. 
of 10 and may include any of t he espionage type skills/ 
training (SEE H.U. rule book, page 123, for complete list); 
add any fou r such skills . Skill bonus for basic training is +10% 
Skill bonus for special or investigators or espi onage 1s 
+20%. 

The Three E.E.O. agency branches are .. . 
E.E.O. Regulars (patrols, rio t control, rebel eradication) 
Specia l Investi gators (detectives and special training) 
Speci al Operative s (espionage and assassins) 

All are considered Terror Troopers who serve the 
same general purpose only each in a spec, fie area of ex per-



tise. Generally the methods of any of the three E.E.O. 
branches are beyond question. The Council Central and 
District Tribunals demand results 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 co nduct and disregard for the law. They do not 
follow local district police procedure, conduct impromptu 
search and seizure raids without restriction, employ terror
ist and rather extreme physica l techniques to obtain infor
mat1on (torture and intimidati on are co mmon) , and are 
generally mean. The government also allows a certain 
level of corruption to exist, such as allowing the Terror 
Troopers to keep loot such as monies, weapons, drugs 
and propercy obtained 1n the shake down of petty, unsanc
tioned, criminals, or rebel conspira t ors. 
GAME MASTER'S NOTE: the government is likely to 
send a team of Terror Troopers, especially special investi
gators or special operatives (assassins), to Earth along 
w11h a robot or two, to seek out and eltmtnate the Justi ce 
Machine and Max1nor. 

The People of Georwell 

Desp1 te the tyrannical, corrupt and even evi I govern
ment, most of the inhabitants live in blissful Ignorance 
of their grim surroundings . They are generally well educated, 
happy and employed. Jobs, income, recreati on time and 
social services are very evenly distributed so that most 
people really do "seem" to share in the wealth. Most 
are employed (94%), most earn approximately the same 
amount, placing them in a middle class status. Few go 
hungry. Of course there are th ose who squander their 
fortunes away and others who feed on the dreams of the 
less fortunate, greedy and foolhardy. There definitely 
exists an uglier side 10 Georwell with brutality, corruptiorr 
and decadence among the common people. Most often 
they are most blatent in the old, decaying neighborhoods 
(both physically and spiritually) that are best to be avoided. 
It 1s in these places that Georwell's hungry, uneducated, 
under-privileged, crim inals and rebellious population abound. 
However, those places, these people, are shadows of the 
glluering towers of Georwell's grandeur . Places shunned 
by the more fortunate maiority . 

The government has masterfully hidden its indiscre
tions under the cover of patriotism . Reinforced through 
the use of subliminals, clever propaganda and heart stirring 
sentimentality; they have created a happy, fiercely proud 
people, unwavering in their devotion to their way of life 
and the government that made it all possible. They are 
blinded by ideals and achievements that were quietly 
strangled decades ago, but whose triumphs still live on 
in the hearts and minds of the people. The people don't see, 
or direct ly feel, the results of the government 's evils 
so they deny its existen ce. It is a good life; why uy 
to destro}' It just because a few have misused it. Most 
will not acknowledge even that, and so the evil grows. 

Technology 
Technological ly, Georwell is about fifty to seventy

five years ahead of our own Earth . Medical advancements 
in surgery, transplants and bionics makes Earth's look 
feeble by comparison . Robots, hover cars, computers, 
lasers, the newly developed anti-gravity transport tubes, 
even dimensional travel are all commonplace. The average 
life span is I 00 years and new wonders seem to be born 
with each passing day. 
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Research Central 
Scientists enjoy a special status on Georwell, while 

the best, like Maxinor, ca n achieve a status equal to the 
upper-middle level of government officials . Research 
Cen tr al 1s "the" maior complex for progressive (government) 
research. To be assigned here is a dream come true 
for most scientists . Research Central is actually a giant 
city covering approximately 9000 square miles with a 
popula t ion of nearly one mil l ion noted scientists , three 
mi ll ion assistants and technicians, seven million research 
related laborers and an additional sixteen million non
essential personnel (families, etc .). The city is divided 
into smaller research megalopolises which concentrate 
on specific areas of research such as bionics, robo tics, 
weapons, dimensional travel, energy, agricultu re, synthetic 
food substitu t es, medical and so on. Top secret govern
ment research often overlaps inrn many of these categories 
with major, independent Institutions such as the Dimension 
Lock complex. 



NORTHERN HEM/.SPHERE SOUTHERN 
HE/YIJ.5PHERE 

RE SEARCH 
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NOTE . THE SMALL BLACI<. 
OOTJ ARE SECRET 
REBEL STRONGJ.IOLOS 
WITH 0/,V,ENSION LOCKS 

The Dimension Lock 
This 1s the dimensional teleportat1on devic-e developed 

by the once famous scientist, turned rebel, Maxln or. 
The device Is sti ll considered to be top secret and experi
mental, ahhough 22 years of extensive expe r imentation 
have proven It to be qune reliable (only a 2% margin 
for error exists when using a second Dimension Lock as 
a receiver for the first!. The largest dimension lock 1s 
housed under maximum security at a research comp lex 
at Research Central; this is the one the Justice Machine 
used w escape Georwell. As far as the public knows 
11 1s the onl\' one in existence and still under development. 
In reallt't' there are four other government built dimension 
locks; two smaller versions in secret locau ons at Research 
Central; one in the District Tribunal's National Security 
Bu1ld1ng in the '\lonhern hemisphere; and one secreted 
a"'a't' in the Council Central Building. The latter ones 

THE DIMENSION LOCK 
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spec ifi c locauon is known only b} the eight Council mem
bers and 1s guarded by a squad of hunter dro1ds and death
spencers. 

The dimension locks ca n telepon up t o 100,000 tons 
on a one way trip into another dimension. A second d1men
s1on lock must be built on the other world which will 
permanent!_\ connect the rwo worlds as long as both mech
anisms functi on. The 1wo machines, transm11ter/recelver 
system allow s fo r an unco mplicated Journey avoiding other
wise danger ous variations in telep onauon (one machine 
can be used t o send, but there ls no way 10 return and 
the transp ort error fac t or increases ro 52%). 

In addnion 10 the government dimension locks, Maxin or 
has scattered several tiny vers ions at key rebel sanctuaries. 
These small version s are lim1ted 10 a total of six t ons 
per telep ort and are linked directly t o the unit on Earth 
1n New Haven. 
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The Rebel Underground 
The rebel undergr ound 1s generally a well organized 

global network of freed om fighters. Their ultimate goal 
1s to make the people or Georwell aware of the govern
ment's corruption, manipulation, cruelt y and injustice so 
that they can unite and put an end co its evil . The rebels 
include people from every walk of life, from common 
laborers to scientists and even a handful of sympathizers 
in the governmenr itself. The core of the rebe llion are 
the full ume activists and gue rrilla fighters. The former 
are skilled 1n the arcs of co mmunicau on while the latter 
in the skills of combat and espionage. The guerrillas 
concentrate on freeing imprisoned act1v1sts, aiding rhe 
persecuted and fellow rebels, gathering damaging documents, 
interfering wnh government plots, sabotaging government 
rnstallat1ons, wav - laying robot terrorists, foiling Terror 
Troopers, and generally making life miserable for rhe 
Council Central. Most importantly, the) must gather 
evidence that will conclusive!~ · prove the government's 
crimes against human11y. It 1s important to point our 
chat the rebels do NOT engage 1n assass1nat1on or ter rorism. 
1 his is largely due 10 Maxinor's exemplary leadership. 

The rebels have gro" n to be a force to be reckoned 
w11h, making bolder ad\ances w11h each passing day . 
The rebel's major lim1tat1on 1s that they lack the people's 
support. Support that Max1nor believes could be rallied 
if the world famuus patriots, the Justice Machine, could 
be convinced to champion the rebel's cause. The Justice 
Machine are so famous as champions of Just ice rhat even 
the government '5 accusal ions of conspi r acy and treason 
fall on the suspic ious and d1sbeltev1ng ears of the publi c . 
SEE Max1nor's personal profile for more information regard 
ing the rebel alliance. 

GAME MASTER'S NOTE: If you play the characters in 
this book wtthtn the context in which rhev interrelate 
in the J.M. comic book, it is inevitable that the Justice 
Machine and/or Maxrnor will come face 10 face with 
one or all of the Council Central. Thus you will find 
the following information cru cial to your campa ign. The 
10format1on given 1s not meant t o be all inclusive, but 
merely enough for you to use and develop should the 
need arise. 

The Execution Module 
The exec u11on module is usually reserved for the 

public execu11on of rebel dissidents and murderers. Each 
of the six containment units can hold one prisoner and 
programmab le for simultaneous, independent or sequentia l 
execution. Pris oners are placed in each conta in ment execu
uon unit which encloses the entire body up to the shoulders; 
at the moment of execution, a high intensity energy burst 
(or electr ic it y in some o ld models) consumes the prisoner, 
instant ly killing chem. The execution module can also 
be set to inflict much smaller amounts of damage for 
the purposes of torture; doing as little as 1-4 points o f 
damage per energy burst. 

The unit itself is constructed of extremely strong 
metal alloys so that chey can successfully contain even 
super-powered prisoners (NOTE: a strength of 28 or higher 
can force the co ntainment unit within 3-18 melees). De
pending on the type of super power a person may possess, 
the unit may inje ct a tranquilizer or sedative 10 help 
rest ram I he pr I son er. 

GAME DA TA: each individual containment unit has 
an S.D.C. of 200; the machine's base, which contains 
the power source, has an S.D.C. of 500 while the support 
struts and energy co nduits have an S.D.C. of 120 each . 
It 1s possible co incapac11ace an execuuon module by sever
ing the connecting support struts or by knocking out the 
power base. The latter is extremely dangerous, requiring 
a player to roll a narural 19 or 20 or a bonus enhanced 
roll of 23 or higher to strike. This precision st ri ke wil l 
temporarily knock out the trigger relay requiring a te ch-
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nician to repair ic. The repair is a simple one, rarely 
taking more than 15 or 20 minutes . Any attacks other 
than a precision strike will do damage to its S.D.C. When 
all S.D.C. are depleted the execuuon module will explode. 
NOTE: there's a 50% chance of explosion per each attack/ 
strike on che base when its S.D.C. falls below 200. The 
explosion will do 1000 to 4000 damage at the explosion's 
center; a 10ft r adius; 200-800 damage for the next 10ft 
radius and I 00-400 damage for the following I Oft radius. 
Total area affected is a 30ft radius (approximately a 60ft 
diameter! 



The Robots of Georwell 
Robots are rairly co mmon on Georwel l, used by the 

government, industr y and law enr orcement agenc ies, but 
are NOT available t o the genera l publi c . The offic ial 
status or robotics Is that it's a science whose mechanical 
creauons should work to the benefit or man- kind. The 
use of robots may not undermine the welrare or the people; 
this includes their use in the work rorce . Consequently , 
humans still comprise th e vast maJority o f the labor force 
even though robots could do many of the more menial 
physica l Iasks. This policy keep s the manuracturing and 
use or robots to a minimum . 

Robots are most commonly deployed by the govern
ment ror derense, security and law enforcement. Even 
here their use and vanetv are surprising ly limited in order 
to pacify a robot cons.c1ous (rearrul) publi c. Thus, t o 
avoid dissension among I1s people, the government has 
designed and deployed only six maJor robot types and 
most of them are used only in govern ment fac ilities and 
ror law enforcement; specifically the root ing out of alleged 
rebel cons pi rat0rs. 

GOVERNMENT ROBOTS 

Deathspencer 

The Oeat hspencer s are bion ica ll y supplemented, l iv ing 
creat ures used, l ike blood hounds, to t rack and usual ly 
destroy c riminals . They are excel lent for track i ng and 
exterminating criminals in extremely danger ous areas or 
environments, such as under ground t unnels, sewer s, ru i ns, 
etc., that make human or robot ent ry or effec ti ve ma
neuvering difficu lt. The deathspencer units can be pr o
grammed and electronically controlled . They are used 
only by Terror Trooper office rs, gove rn ment prosecut ors 
and the District Trib unals . 
Vit al Statis t ics: fundamental artificial intel li gence capable 
of limited subject i ve logic, enabli ng it to make independent 
decisions; rough ly equa l ro an i.Q. attribute of 7. Memory 
and programming allows complete assignments and desc r ip
tions o f hunted criminals to be di r ect l y logged into t he 
c reature 's brain and er ased when its miss ion is sat isfac
t oril y co mpleted . Average hi t points: 40. 
Special Additi ons 
Au gmente d Body Arm our : A.R . 6, S.D.C. 200. 

Extra Appendage/Tail : prov ides cwo attacks per me lee, 
equal ro P.S. 16; does 1-6+ 1 damage as a whip at tack . 
Ta i l is fitted with the foll owi ng; chemica l excreti on: can 
use any one of three dependin g on the requi r ements of 
i, s mission . Paralysis: victims are -6 t o strike, parry 
and dodge ror the first tw o melees affected before be
co m ing completely imm obilized . Durati on: 4- 16+10 mi nutes 
per i nJecti on. Sedati ve: Renders its victims unconsci ous 
wirhin 2- 8 melees . Duration: 4- 16+20 mi nutes per in
jection . Polso n: i njects a poisonous substance that does 
2- t 2 points of damage (orf hit points) every me lee for 
a t otal of 2-8 melees per inJec ti on. The injection of 
poison is used In the eterminarion of crimi nals, rebels, 
and ror publi c exe cutions . NOTE: All toxins take 2-8 
melees t o rake full erfe ct. Saving thr ows: for a ll to x ins 
are 14 or higher; if a person saves. vs toxins he is not 
affected . Each person 's physical resistance vanes; this 
Is why the amount of damage and durat ion varies from 
inje c tion 10 injection . 
Sensors 
Radar : Range 3 miles; can estima te speed, location and 
directi on of subjects within range at 65% proficiency. 
Reduce to 30% in the city . 
Mot ion: detects movement; range 140 feet, sensor field: 
20 foot radius . 
Radi o Co m- link : transmit t er and recei ver , r ange 4 miles 
maximum. 
Some are filted with micro-vide o cameras with a t hree 
hour maximum film time . 
Optics 
Night sight : Amplified light syscem t o see clearly in the 
dark . Range: 600 feet. 
Infr a- Red: sees in the infra-red spectrum of light; picks 
up heat. Range: 600 feet. 
Ult ra-Vi o let: Pi cks up ul tra - vi o let l i ght spectrum . Range: 
300 feet . 
Combat Skill s o f the Deathspen cer 
Atta cks per Melee : Two with tail or four with leg pincers 
(pincers do 1-4 damage each). 
Bonus es t o Strik e +2, Parry +2, Dodg e +4, Dama ge + I , 
Roll with Punch or fall +4, Save vs Toxins +6. 
Other Abiliti es: Track by Seem 89% (i ndoors as well as 
outdoors), Prowl 84%, C limb (rough surfaces such as bui ldings, 
conc rete wa I ls, trees , fences, etc .) 80/85%, Swim 44%, 
Speed 20; htt points 40, S.D.C. 200, A .R. 6. 
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Sentry Droids 
The sentry dr o ids are simple, 

designed fo r sec urity purposes. They 
and gove r nment to guard and protect 
sonnel . 

t)'pe t hree r obot s, 
are used by business 
items , areas or per-

Vital Statis t ics: fundamental ar11ficia l intelligence prog r am
med for protocol and comba t. Possi ble variations in pro
gra mming may include pi lot i ng ski ll s. Basic light body 
fram e and stan dard body, visua l, audio, voice and vocab ul ary 
units . 

Special Ad di t ions 
Augmented Body Armour: polyc ar bonated body p lates , 
S.D. C. : 150; total body weight 300l bs. 
Rotating Body Parts: upper t orso can ro t ate i n a f u ll 
360 degree circ le. 

Opti cs 
Infra - Red: picks up heat images . Range: 600 f eet , field 
o f v ision 40 foot ar ea. 

Opti onal 
The rollowing is a list of variations for the st andard 

sent ry droids : Locki ng Joints, retractable whee ls, extra 
lim b/arm, nig ht sight, heat sensors, motion sensors, spot l ight. 
and underwa t er capabilities . About 30% of al l sentry 
droids have one or more of these va riatio ns/add i tions . 



CombaL Skills of Sentry Droids 
Attacks per Melee: Two hand ro hand or by weapon. 
Bonuses to Strike +I, Parry +2, Dodge +2, Damage +2, 
Roll wiLh Punch or Fall: none; Pull Punch +2. 
Other Data: Weight: 300Ibs; Height: 6ft; PS. I 6; 
P.P. 10; Speed JO; S.D.C. 150 Damage from 
hand t o hand is 1-8 per strike . NO kick attack . 
Skills: W.P. Energy Pistol, W.P. Blunt equal to 4th level 
proficien cy. 
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Assault Droids 
LIGH T ASSAULT DROIDS 

These type three robots look identical to the sentry 
droid and are used exclusively by Lhe government. They 
are most often deployed ro proLecc government insLallations, 
items and occasionally presonnel. Light assault droids 
are also used to supplement Terror Troopers and in cr isi s 
situations . 
Vital Statistics: Reinforced body fr ame with standard body, 
visual, audio, voice and vocabulary units. Fundamental 
artificial i ntelligence programmed for comba r and possibly 
piloting skills. 
Special Additions 
Augmented Body Armour: light metal alloys, S.D.C. 600; 
total body weight 800lbs. 
Rotating Body Parts: upper torso can rotate in a full 
360 degree circle . 
Optics 
NighLsighL: amplified light system. Range: 600 feet. 
Infra-Red: picks up heat images. Range: 600 feel, field 
of vision 40 foot area . 
Targeting Sight: a special system Lhat superimposes Larget 
crossha1 rs. 
Sensors 
Heat: sensors rhat ca n pick up and pin-poinr heat emana
tions. Range: 220 feel; field of detection 20 foot radius. 
Motion: detects movements. Ran ge: 140 feet; sensor field 
20 foot radius. 
Radiation: detects and measures the amount of radiati on 
within a 30 foot radius of the robot . 
Radar: Range: 5 miles. Can estimate speed, location, direc
tion of objecLs within rang e. 65% level of proficiency, 
redu ce to 30% in the city . 
Radio Com-Link: a radio transmitter and receiver f or 
radi o communications. 
Combat Skills of Light Assault Droid 
Attacks per Melee: Three hand ro hand or by weapon. 
Bonuses to Strike +2, Parry +3, Dodge +3, Damage +3, 
Roll wi th Punch or Fall +2, Pull Punch +2. 
Other Data: Weight: 800Ibs HeighL: 6ft 1.Q. 8 
P.S. 16 P.P. 14 Speed 16 S.D. C. 600 
Damage fr om hand to hand is 1-8 per strike. NO kick 
attack. 
Skills: W.P. Energy Pistol, W.P. Energy Rifle, W.P. Blunt, 
Climb 40/50% 

HEAVY ASSAULT DROIDS 

These type three robots look like bulky, grey sentry 
or li ght assault droids. Their use by Terror Troopers, 
special government agenc ies and very occasio nall y, the 
local police, is authorized Q!!!y by the DistricL Tribunal . 
The droids are usual ly reserved for the protection of gov
ernment agencies, base personnel and crisis sicuar ions. 
They are also used during raids on rebel or criminal strong 
holds. 
Vital Statistics: Reinforced body fr ame (heavy) with stan
dard body, visual, audi o, voice and vocabulary unit s. 
Fundamental artificial intelligence programmed for combat 
and possibly plloLin g skills . 
Special Additions 
Special Body Armour: medium; heavy met al alloys , S.D.C. 
1800; total body weight I 200lb s. 
Augmented Upper Body Strength: equal LO P.S. 2 l (+6 
to damage) . 
Augment ed Lower Body Strength P.qual to P.S. 21 (+6 

t o damage) . 
Augmented Speed: equal to a speed of 22 ( 15m ph). 
OpLics 
Same as Light Assault Droid: Nightvision, infra-red, target
ing sight, plus ultra-violet (range: 300ft, 40 ft field of 
vision), and/or telescopic (range: 1200ft, 6ft area field 
of vision . 



Sensors 
Same as Llgh1 Assault Droid: Heat, Mot ion, Radi at ion, 
Radar, Radio Com-Link . 
Optional 

The folow1ng is a lisc of variations for the Heavy 
Assaull Dro1d: Locking joints, retractable wheels, hover 
Jets (80mph), sonar, micro- cameras; built in weapon sys1ems 
of mini blasters in hands (total two per hand) and/or laser 
eye beam or retractable claws or blades or explosive 
proJectiles. Only 50% of the Heavy Assault Droids have 
a bulll in weapons system (maximum of tw o different 
weapon types). 
Combat Skills of Heavy Assault Droids 
Attacks per Melee: Four hand LO hand or by weapon. 
Bonuses to Strike +3, Parry +4, Dodge -+-4, Damage +8, 
(with combat bonuses), Pull Punch +2. 
Other Data: Weight: I 2001bs Height : 6ft Gins 1.Q. 8, 
P.S. 21 P.P. 14 S.D .C. 800 Speed 22 (15mph) 
Damage from hand to hand is 2-12 per strike . 
Kick Attack does 1-8-+-6. 
Skills: W.P. Energ} Pistol, W.P. Energy Rifle, W.P. Blunt, 
W.P. Blade, equal to 4th level proficiency. 
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HUNTER DROID S 

These robots (type three) also resemble the golden 
sentry and ligh1 assault droids, but are infini1ely more 
dangerous. They are the robot assassins and stalkers of 
the District Tribuna l' s and Council Centra l. Their sole 
purpose is to seek out and destroy enemies of the State, 
reb els, dissidents, activitists, terrorists , criminals and any
body else marked for extermination by the Council Central. 
The Hunter Droids are never used by the police or Terror 
Troopers although th ey may be seni on missions thal coin
cide with police operations . 
Vital Statistics: Reinforced body frame (hghl) with the 
basic standard body, visual, audio, voice, and vocabulary 
units. Artificial Intelligen ce capable of subjective logic 
enabling it to make it s own decisio ns and deducements. 
Programmed for cracking, combat, Investigative, basic 
electronics, and pi lot ing ground vehic les. 
Special Addnions 
Augme nted Body Armour: light metal alloys, S.D.C. 600, 
total body weight 8001bs. 
Augmented Upper Body Strength: equal to P.S. 24, +9 
to damage. 
Augme nted Lower Body St rength: equal to P.S. 24, +9 
t o damage . 
Augmented Speed: speed 44 or 30m ph. 

Optics 
Same as Heav y Assault Droid: Nightsight, infra- red, 

targeting sight, ultr a-vio let and telescopic . 

Sensors 
Same as Light Assault Droid: Heat, motion, radi ation, 

radar, radi o com- link, plus sonar. 

Weapons 
Retra cta ble cla ws: 1wo inch metal claws char extend and 
retract from finger tips at will; does 2-8 damage (plus 
damage bonuses). 
Hidden spike and tow l ine: buil1 1nro the rob ot's left 
arm and wrist; fires a spike with 10w line used for climbing 
and scaling walls. Range: 120 feet, cord length I 000 
feet, test strength 2400lbs; does 1-6 damage as a weapon. 
M ini-f lame Throw er: fires a blast of flam e up to eight 
feet long, does 2-12 damage; attacks per melee : two, 
energy capacity : ten blasts . Built into the right arm 
and hand. 
Ion Eye Beam : Rate of fir e: Four per melee, does 4-24 
damage, range: 120 feet; energ y capaci1y: twelv e bl asts. 
Weapons Variations could include the substitution of l aser 
beams, electrical charge, retractable laser or ion blaster, 
explosive projectiles or chemical spray . 

Comba t Skills of the Hunt er Droid 
At tacks per Mele e: f our hand LO hand or by weapon. 
Bonuses to Strike .. 4, Parr y +6. Dodge -+-6, Damage + I 0 
(with combat bonus), Pull Punch -+-4, Leap 14ft high or 
long. Carry and Throw up to 1440lbs and Lift up ro 19201bs 

Othe r Data: Weight: 6001bs Height: 6ft S.D.C.: 600 
I.Q. 10 P.S. 24 P.P. 14 Speed 44 (30mph) 
Damage from hand to hand is 2-12 per strike (plus damage 
bonus). Skills: W.P. Energy Pistol, W.P. Energy Rifle, 
W.P. Blunt, W.P. Blade, W.P. Aucomat1c Pisto l, Investigative 
80%, Tra ck 60/55%, Pil ot al l ground vehicles, Pick Locks 
89%, Surveillance Systems 98%, Basic Electronics 98%. 
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Mega-bot 

The Mega - bots are giant, powerrul robots designed 
ror high visibilny in crowd control and police back-up . 
They are regularly deployed by the local district police 
and the Terror Troopers. 

Mega-bots are not terribly versaule or agile, having 
been designed ror raw strength and imposing stature ror 
the purpose or intimidation. 
Vital Statistics: Artificial intelligence (rumored to be t he 
surgically transplanted brain or a dissident wiped or its 
memory and brain - washed ror absolute loyalty and obedi
ence to the State). Programmed ror combat, equal to 
an 1.Q. attribute or 8. Relnrorced bodv frame (heavy) 
with standard body, visual, and audio units for base system. 

Special Additions 
Au gmented Body Armour: heavy; 1000 S.D. C. 
A ugmented Upper Body Str ength: equa l to P.S. 28; damage 
bonus + 13. 
Augm ented Lo wer Body St rength : equal to P.S. 2 1, damage 
bonus (kick/stamp) +6. 
Speed: 44 appro xi mately, 30m ph. 
Rot ating Body Part: Head : can rotate a complete 360 
degrees . 
Chemic al Spray : t ear gas; can be sprayed fro m t he mega
bo t 's fingers; range: 20 r eer. 

Optics 
Came ra and lens with video recording capacity, six hours 
per tape, selr loading, 6 tape capacity . 
Telescopic: Range: 1200 reet, fie ld or vis ion 6 root area . 
In fra-R ed: Range: 600 feet, f ield or vision 40 foot area . 
Ultr a-vi o let : Range: 300 reet, field of vision 40 root area . 
Target ing Sight: a special system superimposes target 
cross hairs. Range: 600 reet . 

Sensors 
Hea t: can pick up and pin-point heat emanations . Range: 
220 feet, field of detection 20 foot rad i us. 
Motion: detects movement. Range: 140 reet, field of detec
tion. 20 foot radius. 
Radiatio n: detects and measures the amount of radiation 
with i n a 30 foot radius of the robot. 
Rad ar: Range; 5 miles . Can estimate speed, location, 
direction of obJects within range at 65% proficiency . 
Reduce to 30% in the city . 
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Radio Com- lin k: a radio transmitter and receiver for radio 
comm unication. 

Special Items 
Spot li ght: a wide, intense beam of light that emanates 
from the head. Range of the beam: 60 feet, 8 foot radius . 
Ampli fi ed Voice: a loud-speaker that can ampl i fy the voice 
up to 90 decibels . NOTE: the Mega-bot's voice is purpose ly 
made to sound robouc/inh uman to add to its intimidat1on 
factor . 
Underw ater Capabi li t ies: waterproofing, sealing of internal 
mechanisms, and inclusion of flo t ation device. 

Combat Skill s of Mega- Bots 
Atta c ks per Me lee: Three (hand to hand: does 3- I 8 dam age 
plus damage bonus) 
Bonuses t o St r ike +2, Parr y +4, Dodge +2, Damage + 13, 
Roll with Punch or Fa ll +4, Pull Punch +4. 
Kick or Stomp A ttac k does 3- 18+6 damage . NOTE: t he 
legs are not as powerfu l as the upper body, thus it has 
a smaller damage bonus. 

Ot her Dat a: Weig ht; approximately 5800Ibs (three t0ns); 
Height: 22ft tall Speed: 44 (50mph) 
S.D.C.: I 000 Damage Modifi ca t ions: When S.D.C. is 
reduced about half (500); reduce the Mega-l>ot 's speed 
to 15, attacks per melee to two, bonuses t o stnke, parry, 
dodge by half. When S.D.C. is reduced to 300 or less; 
reduce speed to 6, attacks per melee to one, no bonuses 
to strike, parry or dodge; reduce damage bonus to +6. 
50% chance or collapsing, able to move onl} its arms 
and hands (roll everv 4 melees) . When all S. D.C. are 
gone the Mega-bot is completely destroyed . NOTE: these 
same basic modificauons can be applicable co 2.!l robots . 
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The Guardians 

The Guard ians are a team of government special 
operatives much like lhe Justi ce Mac hine once was; sworn 
to protect, defend and aid the people of Georwell. How
ever, unlike the Justice Machine, mosl of the Guardians 
are much less dedicated t o the benefit of their world 
than lhey are to their own twisted pleasures. 
Big Brain: team leader, a megalomaniacal energy being 
of incredible pslonic power whose motives are his own 
secrets. 
Crusader: second In command, a super-patriot duped by 
the very ideals he so values. 
The Hunk : fanatical disciple of the State who willingly 
executes the government's every command whether it 
be good or evil. 
Monolith : the older brother of the Justice Machine's Titan 
is a vindictive bully fond of ego games. 
Malefa ctor: an insane killer motivated by a genocidal 
hatred for all men. As a Guardian she can give vent 
to her anger with the government's blessing . 
Nightllghtning: a dead technician resurre c ted as a sadistic 
madman. He is the least stable and unpredictable of 
the group. 
Phaser: silent, deadly; a skilled hunter with a knack for 
kllling people. He Is qui ckly becoming the Council Cen
tral's favorite assassin. 

The Guardian's official posture is as a highly visible 
team of superbeings cha rged with the protection of the 
people, a deterrent to crime and evil-doers. The people 
revere them as heroes, champions of justice, loyal, honor
able; the people's friends. 

In reality they are an elite team of government 
operatives answerable only to the highest Georwell officia ls; 
the pawns of the Council Central. The Guardians are 
cha rged with locating and liquidating enemies of the state. 
Dissidents, malcontents and rebel traitors are brought 
to Justice without benefit of trial and with ext reme, often 
deadly, force. They are also particularly adept in covert 
assignments, assassination and terrorism. The Guardians 
operate with complete impunity; their motives, methods 
and results never questioned. 

While some members of the Guardians, like Cr usader 
and Mono lith, are not aware of the evil and co rruption 
they help to maintain ; othe rs like Malefactor, Night lightning 
and the Hunk cou ld ca re less. However, Big Brain (as 
well as Phaser) knowingly assist the Council Ce ntral in 
their bid for power through murder, manipulation, and 
subterfuge . Special assignments invo lving assassinat ion, 
terrorism, or other crimes against humanit y that can 't 
be easily defended as acts of patrio t ism are usually giv en 
to Malefactor, Nightlightning, or Big Brain. None of these 
individuals are hampered wilh high ideal s such as Justice , 
honor or freedom; thus they don't question the morality 
of any assignment. Assignments that can be disguised 
as actions against cr imin als or trairnrs usually involve 
the entire group including the noble fool, Crusader and 
arrogant giant, Monolith. 

Occ asional ly individual members of the Guardians 
are sent on solo assignments . Most often this will be 
Phaser for assassinat ion, terr orism and cov ert investigations; 
Big Brain fo r assassination, terrorism and elaborate plots 
of subterfuge; the Hunk for enforcement; and Crusader 
for real criminal or rebel investigations and man-hunts. 

Big Brain 
BIG BRAIN t he Leader of the Guardian s 
Real Name; Gunther Reicht 
Alignment: Aber r ant 
Attribute s: I.Q. 13, M.E . 19, M.A . 15, P.S. -, P.P. -, 
P.E. 14, P.B. 17, Spd. 11 (hover/glide) 
Age: 40 Male Weight : 201bs Height : --
Hit Points : 39 S.D.C.: 200 
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Disposition : Cunning, clever manipulator, con f ident, self
reliant. 
Power Catego ry: Experiment/Psionics 
Super-Power: Psionics (considered a natural psionic) 143 
Inner Strength Points (l.S.P.), abilities incl ude: Bio-Mani
pulation; can infli c t blind, dea f ness, mute, pain, para lysis, 
stun, tissue manipulatio n, range 160ft, cos ts 6 I.S.P., dura
tion 4-16 minutes (see H.U. , pg. 69). Telekine sis, the 
ability to move physical objects with a mer e thought; 
maximum weight 1500Ibs, range 720ft, duration 10 minutes, 
cos t varies (see H. U., pg. 73). Tele pathy , read sur f ace 
th oughts, mental commu nica t ions telepathic probe , ran~e 
340f t, duration 30 minutes maximum, I.S.P. cos ts 4 6 
f or probe) (see H.U., pg. 73). Secondary psi - powers include: 
Hypnot ic Suggest ion, induces his will upon anothe r through 
the power of suggestion; range l 2 feet, duration varies , 
I.S.P. cost 2 J.S.P. per suggestion . M ind Block; a ment al 
wall that prevents penetrati on of telepathy, empathy, 
empath ic transfer, and detect psionics; range: self, duration: 
IO minu tes per 4 I.S.P. Dete c t Psioni cs: a mental probe 
that detects psionics in others; range: 620 yards, duration: 
2 minutes, J.S.P. cost : 2. See Aura; allows the psionic 
to see the aur a of all thi ngs indicating general alig nment, 
level, conditio n, and so on; range: 120ft, duration: 4 melees 
per every 4 I.S.P. (see H. U., pg. 74 for detailed descripti ons 
of all secondary psionics). 
Level of Experience: I 0th 
Level of Education: Three years of College 
Scholast ic Bonus: + 16% 
Occ upati on: Law Enforce ment (special government operative) . 
Scholast ic Skills (all include scholastic bonuses) 
NOTE: Only skills that still apply t o the bodiless being 
are listed . 
Chemistry: Basic 98% 
Chemistry: Analyti cal 96% 
Basic Mach 98% 
Algebra 98% 
Trigonomet ry 98% 
Calculus 98% 
Computer Tec hnology/Ope ration 98% 
Research 98% 
Secondary Skill s (only those applicable) 
Speak, Read, Writ e: Earth English 98% 
Speak, Read, Writ e: Earth Russian 98% 



Speak, Read, Write: Earth Spanish 
Study Earth World Hist ory 
Study Georwell World Hist ory 
Study/ Read Georwell Literature 
Drugs 
Medical: first Aid 

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

NOTE : Big Brain ca n co mmuni ca te with all intelligent 
creatures via telepathy with out being co nversant in the 
actua l tongue. 
Combat Skills 
Attacks per Melee: Six Psionic 
Bonuses to Strike via Telekinesi s +2; Parry +2; Dodge 
+3; Damage none; Save vs Psionics +2. 
Damage Resistance : Electricity, heat, fire, co ld, radiation 
and energy attacks do half damage. Gas and physica l, 
kinetic attacks, such as punches, bullets etc. have NO effect, 
while psionics do full damage . However, he can protect him 
self from kinetic assault via a telekinetic force field and 
telekinetic parry and counter attacks . 
Personal Profile: The Big Brain is the vi ctim of his ow n 
chemical and radiation experiment that went aw ry. On 
that day Gunther Reicht, the man, died and was resurre cted 
as a living field of electro-magnetism , possessing great 
psiomc powers. A natural leader and strateg ist, he was 
recruited by the government as a secret agent and even
tually assigned as the leader of the Guardians 

Of all the Guardians he is the most aware of the 
government's corruption and the evi I of the Council Central 
However, Big Brain could care less. free of his corpo re al 
form, he Is becoming increasi ngly distant from the conce rns 
of the flesh . Now he derives pleasure in impl ementing 
his own strategies and manipu lat ion in his rise to power. 
His ultimate goal is to become a member of the Council 
Central where he can expand hi s games on a global scale. 

Aware of his intentions, th e Council has refrained 
from taking any action against him. for the tim e being, 
Big Brain is a useful knight in the co uncil 's own games. 
While this may be risk y they are wel l aware that Big 
Brain Is far too cautious to over step his bounds and not 
l ikely t o betray them as long as they serve "his" purposes. 
Indeed the Brain will not move against the Council unless 
he is confi dent of success or backed to the wall. The 
lauer is somethin g the Council Centra l makes a point 
to avoid. This provides him with minimal interference 
from authority, insuring his curr ent loya lty. (G.M. NOTE: 
Dependi ng on the ci rcums t ances It is possibl e that the 
Big Brain will join forces with the Justi ce Machine if 
he believes they have a real chance at usurping the control 
of Georwel!. Of cou rse, once the Justice Machine have 
served their purpose they will be eliminated. Currently 
he is the J.M.'s most deadly adversary for he' s a master 
of decept ion who controls che fanatics and madmen known 
as t he Guardians .) 

Surprisingly well balanced and adjusted t o his non
human condition , the on ly tell-tale emotional trauma is 
a phobia (f ear) of co ntam ination thr ough radiati on or 
chemicals . Physical ly the Big Brain is a r adiant aura 
of swirlin g energy . Even in this non-co rporeal form he 
can be damaged by physica l and· psioni c attacks . Thi s 
includes ene rgy (heat, co ld, electrical, laser, etc .) which 
do half normal damage, as well as more co nventional 
kin etic attac ks, such as punches, clubbing, st abbing, shooting 
etc . whi ch do one third normal damage . His str uctural 
damage capaci ty (S.D.C.) is much higher than normal which 
affords him a degree of natural protection in addition 
to his t elekineti c force field. Although he can be injured 
he doesn't suffer co nventional damage and ca n't receive 
conventiona l medical treatment. A natural healing facto r 
automatically engages when damage is sustained. Both 
hit points and S.D.C. are regenerated at the normal rate. 
If severely injured Big Brain may be for ced to go into 
hiding and wait while his body recuperates . 
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Crusader 
CRUSADER 
Real Name: Dirk Patri ck 
Alignment: Scrupulous 
Attributes: I.Q. 9, M.E. 13, M.A. 16, P.S. 20, P.P. 15, 
P.E. 17, P.B. 19,Spd.21. 
Age: 36 Male Weight: 200lbs Heigh t: 6ft Sins 
Hi t Points: 49 S.D.C.: 62 
Disposi t ion: Super patriot, Impudent, confide nt, self-reliant . 
Second in command of the group, the Guardians. Di slikes 
Phaser and Malef acto r because they fight for the better
ment of Georwell. 
Power Category: Special Training/Espionage 
Training includes : Hand to Hand: Marcial; Investigative 
Criminal Science/forensics 85%; Tracking 85/75%; Pick 
Locks 84%; Escape Artist 85%; W.P. Blunt (special shie ld); 
W.P. Energy Pist o l. Bonus: +5% on all espionage skills 
(in cluded in stats). 
Level of Experience: 9th 
Level of Educat ion : Milit ary Specialist 
Scho lastic Bonus: 15% 
Occu pation : Law Enfor ce ment (government special operative) 
Scholastic Skills (all inc lude scholastic bonuses) 
Basic Math 98% 
Algebra 98% 
Basic Bio logy 98% 
Computer Technology/ Operation 98% 
Musi c: Sing 64% 
foreign Language: Earrh English 98% 
Surveillance Systems (Espionage) 95% 
Drug s (Espionage) 98% 
Survival Skills (Espionage) 98% 
Swimming: Competitive 98% 
Gymnastics 
Climbing 92/98% 



W.P. Energy Rifle 
W.P. Blade 
Secondary Skil Is 
Body Buildin g/ Weight Lifting 
Running 
Prowl 
fishing 
Craft/Needlewo rk 
PIiot: Motorcycle 
Pilot: Automatic 
Pt lot: Manual Tr ansmissio n (stick) 
Pilot: Single Engine Plan e 
Medical: first Aid 

73% 
98% 
85% 
98% 
98% 
98% 
98% 
96% 

NOTE: Don't forget Crusade r' s spec ial training skills under 
his power category . 
Combat Skills (al l bonuses are included) 
Attacks per Melee: Six 
Bonuses to St r ike ~3, Parry +3, Dodge +3, Damage +5, 
Roll with Punch or fall + 7, Pull Punch +4. 
Knock Out/Stun on 17-20 
&dy Thro w/Jud o flip does 1-6 damage. 
Other Abilities: Karate Kick does 1-8 damage, Leap 40f t 
high and long, Back flip 98%, Climb Rope 98%, Excellent 
Balance 98%. 

Personal Profile: Crusader , in many ways, is a mirror 
image of a younger Challenger , the leader of the Justi ce 
Machine. Dedicated, competent, unshakeable in his co n
victions, steadfast in his belief in the system. Iron ica ll y 
both Crusader and Challenger advanced t hrough the ranks 
as government agents together and were good friends 
until Challe nger was branded a tr ai t or. Unfortunately, 
Crusader's convictions blind him t o Challenger's innocence, 
Just as it blinds him to the co rrupti on 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 co mbat 
techniques, as well as his attitudes and habits. Yet if 
any or the Guardians ca n be swayed it's Crusader. If 
somebody could co ncl usively prov e the evils of th e Counc il 
Cen tr al he would Join the Just ice Mac hine or the rebels 
to crush th e Council 's t yranny. 

As second in co mmand of the Guardians he has no 
delusions about his co mpani ons' powers, skills, or attit udes/ 
alignments. He knows each one f or what they are and 
In the case of Phaser, Nightlightning and Malefa ctor tol 
erates them only because they are member s of the team 
serving the good of the people (or government) . Big Brain 
and the Council Central rarely involve Cr usader in dirty 
assignments, suc h as politi cal assassination, smear campaign s 
or terrorism. The lauer assignments are usually reserved 
for Big Brain, Phaser, Nightlightning, Malefact or, and 
occas 1onally Monolith and the Hunk. 

CRUSADER'S SHIELD 

OAMAGE: 
1-8 WHEIV TH.ROW# 

Z·/2 WITH BLA/?£5 
EXTEIVPED 

Crusader's weapons are his fists and his shield . 
The shield is nearly indesr ructable, constr ucted o r excep
tionally t ough metal alloys whi ch act as both an off ensive 
and defensive weapon. Hand-he ld, the shield adds a bonus 
o f +3 t o parry and does 1-8 damaged as a blunt weapon 
(pl us normal 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 shie ld makes him +3 
to strike even when thrown. 

The Hunk 
THE HUNK 
Real Name: Alexander Hogan 
Alignment: Anarchist 
Attributes: I.Q. 9, M.E. 12, M.A . 19, P.S. 30, P.P. 15, 
P.E. 22, P.B. 14, Spd. 16. 
Age: 34 Mal e Weight : 300Ibs 
Hit Points: 49 S.D.C.: 152 

5ft 8in 

Disposition: Surprisingly ca lm, quiet and sedate; co nfident 
but not ove r- co nfid ent . fan ati cally loyal to the Georwell 
government and his fellow Guardians. Tends ro be mean 
and violent when angry. 
Power Category: Mutant 
Super Power: Extraordinary st reng th; c an ca rr y and throw 
up to 15,000 lbs and ca n lift or hold up to 30,000 lbs. 
As a result of his mutant physical stru ctu re he is also 
very broad and stocky adding to his exceptional strength 
and physical enduran ce (P.E.) . NOTE: All bonuses have 
been inc luded in skill s and abilities (See H.U., pg. 111 
for detailed powe r desc ripti on). 
Level of Experience: 6th 
Level of Education: High School 
Scholastic Bonus: +5% 
Occ upation: Law Enfor ce ment 
Scholastic Skills (all include scholasti c 
Basic Mach 
Basic Biology 
Musi c (Tuba) 
Computer Te chnology/Ope ration 
Swimming: Basic 
Wrestling 
Secondary Skills 
General Athleti cs 
Body Buildin g/ Weight Lifting 
Runnin g 
Hand co Hand: Basi c 
Basic Ele ctr onics 
Basic Aut omotive Mechanics 
Medi cal: first Aid 
Drug s 
Pilot: Automatic 
Pilot: Manual Tr ansmissi on (stick) 
Pilot: Single Engine Plane 
Pilot: Motor/Speed Boat 
Speaks Earth English 
Combat Skills 
Attacks per Melee: Four 

bonuses) 
98% 
75% 
60% 
95% 
98% 

70% 
70/65% 
84% 
90% 
98% 
98% 
96% 
92% 
82% 

Bonuses to Strike +2, Parry +3, Dodge +3, Damage +17, 
Roll with Punch or Fall +5, Pull Punch +3, Save vs Toxins 
+4, Save vs Coma/Death +I 1%; very charisma ti c, 60% 
likelih ood of impressing or intimidatin g. 
Pin/In ca pacitate by hold ing on a natural roll o f 18-20. 
Crush/Squeeze does 1-4 damage plus damage bonus. 
&dy Block does 1-4 damage (+4 due t o weight and strength; 
No other damage bonuses apply) with a 60% chance of 
kn ockin g opponent down. 
Kick Attack does 1-6 plus damage bonuses. 
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Personal Profile .: The Hunk is the most powerful of the 
Guardians in sheer brute strength. Recruited by the gov
ernment late in life, he is the least educated or skilled 
of the group. However, he is far from stupid, is quite 
aware of his own strengths and weaknesses and rarely 
oversteps his limits . The Hunk tends to cunn ingly, un
obtrusiv ely observe as much as he can. In combat he 
is a crafty, competent fighter with an incredible stamina 
and street savvy . Unless battling In anger he will never 
fight in haste or to the death. 

The Hunk is aware of the corruption and extreme 
measures of discipline (assassination, terrorism, etc . ) used 
by the Georwellian government to maintain its power. 
He approves of such tactics feeling that the end justifies 
the means, for the welfare of the majority always ove r
rides those of the minority . Fanatically loyal, he is proud 
to serve Georwell crushing anyone who opposes the state . 
This fanaticism is a marvelous tool for the Council Central 
for he will accept any mission without question and with 
blind devotion. His loyalty and ever vigilant eyes also 
keeps the 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 of death . 

In regards to the Justice Machine , their possible 
innocence is of no concern to the Hunk . If the government 
wants them eliminated as enemies of the state, so be 
it. If the Justice Machine were to suddenly be granted 
amnesty he would accept them as friends and allies . 
Of course this is not saying that he might not pretend 
to believe in their innocence and join the Justice Mac hine 
in order to destroy chem. 
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Malefactor 
MAL EFAC TOR 
Real Name: Catherine Dexter 
Alignment: Diabolic 
Attributes: 1.Q. I 3, M.E. 12, M.A. 7, P.S. 23, P.P. 20, 
P.E. 19, P.B. 15, Spd. 20. 
Age: 23 Female Weigh t: 1651bs 
Hit Points: 26 S.D.C.: I 04 

Height : 6ft 4ins 

Di spositi on: Mean~iclous, 
easily aggravated. Anti-social 
an unreasoning hatred of men, 
of women. 

vengeful, quick tempered, 
in the extreme, she has 
not that she's overly fond 

Power Catego ry: Physical Training 
Training Incl udes: Boxing, Wrestling, Gymnastics, Hand 
to Hand: Assassin, W.P. Chain (her special ball and chain) . 
NOTE: her ball and chain was provided by the government 
and is constructed of a special super tough, yet light 
weight metal al loy. Weight: 601bs, does 3- 18 damage 
and is specially balanced. 
Level of Experi ence : 4th 
Leve l of Educat ion: Military Training (enlisted) 
Scholasti c Bonus: +8% 
Occupation: Law Enforcement (special government operative) 
Scholastic Skills (all include scholastic bonuses) 
Basic Math 98% 
Computer Operation/Technology 98% 
Writing: Non-fiction 50% 
Resear ch 63% 
World History: Georwell 90% 



Explosives/Demolition 
Investiga tive 
Criminal Sciences/Forensics 
Surveillance Systems 
Pilot Military Land Vehicles 
W.P. Energy Rifle 
Secondary Skills 
General Athletics 
Body Building / Weight Lifting 
Automotive Mechanics: Basic 
Photography: St i II 
Speak Earth English 
Pilot: Race Car 
Pilot: Mot0rcycle 
Pil ot: Motor/Speed Boats 
Combat Sk ills 
Attacks per Melee: Five 

53/48% 
58% 
63% 
58% 
78% 

60/45% 
60% 
72% 
66% 
92% 
84% 

Bonuses to Strike +5, Parr y +6, Dod ge +6, Dama ge + 12; 
Roll with Punch or Fall + 7, Pull Punch +3, Save vs Tox in 
+2, Save vs Coma/Dea t h +8%. 
Knock Out/Stun on a natural 20. 
Pin/Incapacitate by holding on a natural 18-20 
Crush/Squeeze does 1-4 damage plus damage bonus. 
Body Bloc k does 1-4 damage, 60% chance of knocking 
opponent down. 
Other Abilities: Excellent Balance 80%, Climb Rope 86%, 
Climb ing 44/59%, Back Flip 98%, Prowl 50%, Leap 12ft 
high or long. 

Personal Profile: The woman, Malefacto r, is an extremely 
dangerous misanthrope recruited from the military. She 
is driven by a psychotic hatred or all men, not that she' s 
particularly fond of any humans, male or female . This 
hatred manifests itself as extreme co mpetitiveness and 
hostility. Despite an eternity of psychiactric analysis 
the roots of this insanity rem ains a mystery and her hos
tility kept in check on ly by her fear or the Counc il Central 
(NOTE: she correctly believes that the Council will elimi
nate her if she should c ross them) . 

Malefactor is super-competitive, cunning and mer ciless 
in combat. Her attacks are devastating, always designed 
to do maximum damage to an opponent . Her hatred and 
need to best any male adversa ry makes her a cruel, dirty 
fighter who often resorts to trickery and back stabbing . 
Malefactor's insanity enables her to fight without fear 
or hesitation, however it also makes her vulnerable to 
over-reaction, bad judgment fueled by anger and standing 
against unwlnable odds. She is easily prompted into action 
by cat-calls and insults and she will NEVER admit defeat 
until she is clearly vanquished (which better mean she's 
unconcio us, imprisoned or dead because she will strike 
out at a foe even if she claims surrender). 

Her ball and chain are a special weapon specifical ly 
designed for her . It is composed of extraord inary, tough, 
yet light weight metal al loys that can easily withstand 
most energy blasts, extreme heat and cold . Game master's 
Note : For all intent s and purposes you should consider 
it to be indesrructable . I have not assigned it an Armour 
Ratin g or S.D.C . because it would be futile and slow the 
cha racter 's play time to keep track of damage everytime 
it hits some t hing or is its elf hit. Any opponent worth 
his/he r salt w ill want to subdue Malefa cto r rather than 
destroy her weapon, for she's much more vulnerable than 
the ball and chain . Damag e from the weapon does 3-
18 plus Malefactor's P.S. damage bonus or +8 and hand 
t o hand damage bonus of +4; t otal + 12 damage. 

As for the Just i ce Machin e, she ca res nothing about 
their innocence only in destroying them. Generally Male
factor views them as soft and even coward ly adversaries, 
confusing compassion with weakness. 

Monolith 
MONO UT H 
Real Name: Ivan Lefkos ky 
Alignme nt: Anarchist 
Attr ibut es: 1.Q. 14, M.E. 12, M.A. 11, P.S. 25, P.P. 14, 
P. E. 20, P.B. 14, Spd. 18. 
Age: 35 Male Weight: 200Ibs Height: 6ft 61ns 
Hit Points: 54 S.D .C.: 136 
Dispositi on: Confident, mean, arrogant; feels superior to 
all others. A cocky bully, he is one of the most famou s 
and hat ed of the Guardians. Only his loyalty to the state 
transcends his greed and set fishness. 
Power Category: Mutant 
Super Power : Growth (see H. U. , pgs. I 12-113 for complete 
explanation) . Maximum size possible is 40ft , most common 
heights used are 30ft and 40ft. (Note Titan 's stats for 
15ft and 20ft as they are basically the same). The follow
ing bonuses apply only when giant-size. Bonuses at 30ft 
tall: body weight increases (add 750Ibs); S.D.C. +96, P.S. 
+8, providing an additional damage bonus of +20; this 
is in addition to his formidable normal bonus of +10 com
bining for a tota l of +30 when 30ft tall. He is +2 to 
st ri ke, speed becomes 54 and he can carry or thr ow up 
to l 6001bs and li ft up to 3200Ibs. Minus -2 to parry 
and dodge. Bonuses at 40ft tail: Weight increa ses (add 
1020 lbs), S.D.C. +136, P.S. +11, providing an additional 
damage bonus of +27; this is in addition t o his normal 
bonus of + I O combining for a t otal of +37 to damage 
when 40ft tall. He is +2 to strike, speed becomes 90 
and he can carry or throw up to I 800Ibs and lift up t o 
3600Ibs. Minus -2 to parry and dodge. 
Level of Experi ence: 8th 
Level of Education: Militar y Training 
Scholastic Bonus: +8% 
Occ upation: Law Enforcement (special government operative) 
Scholastic Skill s (all include scho lastic bonuses) 
Basi c Math 98% 
Basic Biology 88% 
Music Composition 64% 
Computer Technology/Operation 98% 
Swimming: Competitive 98% 
Speak Earth English 98% 
Boxing 
Hand to Hand: Basic 
Gymn asti cs 
Investigative 
Surveillance Systems 
W.P. Rifle 
W.P. Energy Pistol 
Secondary Skills 
Body Buildin g 
Running 
Pl lot : Mot orcycle 
Pilot: Manual Transmission (stick) 
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Drugs 

78% 
78% 

98% 
98% 
98% 



Cook 
Carpentry 
Pick Locks 

98% 
70% 
68% 

Combat Skills (all bonuses are included) 
Attacks per Melee: Six 
Bonuses to Strike +2 ( +4 when giant), Parry +4 (+2 when 
giant), Dodge +4 {+2 when giant) , Damage + 12 (+23 when 
20ft tall, +32 when 30ft tall, +39 when 40f t tall); Roll 
wi th Punch or Fall +6, Pull Punch +2. 
Kick Auack does 1-6 damage (plus damage bonuses) 
Can carry I 250Ibs and lift 2500Ibs when at normal size. 
Other Abilities: Balance 98%; Sense of Direction 98%; 
Walk Tightrope 98%; Climb 68/83%; Leap 24ft high and 
24ft long (48ft long and 48ft high when 30 or 40 feet 
tal I). 
Personal Profile: Monolith the "Giant Man of Georwell " 
is an Infamous blood and gucs national hero. A rough, 
tough street fighter with a license co kill, he has establish
ed himself as the strong-arm man of the Guardians. 
Those who really know him know that he is an egot ist ical 
brute fond of bullying and cruelty . Although selfish in 
the extreme, he is loyal to the Georwellian government 
for it allows him a wonderful opportunity to fully vent 
his hostility 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 (Tnan). Throughout his childhood he brutally intimi
dated Jemin both physically and emotionally, a rivalry 
that has continued into adulthood . It has always incensed 
Monolith that Jemin was accepted as a member of the 
prestigeous Justice Machine over himself. Monolith's per
sonal goal is 10 prove that Titan is not worthy of his 
post as a Justice Machiner . Thus, it has pleased him 
greatly that Titan and the others have been branded as 
traitors. 

Tl ciin believes that he Is at least, in pare, responsible 
for Monolith's death which he believes occ urred when 
the Justice Machine fled Georwell (J.M . co mic book issue 
#2). Unknown to Titan and his cohorts Monoli th is very 
much alive , anxiously awaiting a rematch . The actual 
Incident that led co his presumed death was th e result . 
of Ni ghtllghtning's rash acti on in com bat wi th Blazer. 
The firey explosion that resulted left an unconcious, bruised 
and superficially cut and deceptively bloody Monolith str et ch
ed across the floor. However, his physical Injur ies were 
insignificant co mpared LO the sever e blow dealt to his 
ego. 

In regards to the Justi ce Machine he has not con
cerned himself with any thoughts about their possible 
innocence. Instead he longs only for the opportunity to 
prove that the Guardians are better than the J.M. by 
defeaung them in combat . Mono l ith is particularly anxi ous 
to con fr ont his brother, Titan . 
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Nightlightning 
NIGHTLIGHTNING 
Real Name: Ronald Philips 
Alignment: Miscreant 
Alignment: I.Q. 10, M.E. 7, M.A. 13, P.S. 16, P.P. JS, 
P.E. 12, P.B. 6, Spd. 14. 
Age: 32 Male Weight: 182lbs Height : 6ft 
Hit Points: 32 S.D.C.: 112 plus 150 when electric 
Disposition: Cocky, arrogant, braggart, talkative, daring. 
Psychotic and neurouc from the accident that gave him 
his superpowers, he enJoys combat chat leans toward mind
less aggression (see Personal Profile) and Is sadistic. 
Power Category: Experiment (freak accident) 
Super Power : As the resulI of a biizare accident tech
nician, Ronald Philips, was endowed with an unusual electric 
super-power; alter physical structure: electrical/lightning . 
Game masters this is a NEW super-power not found in 
the Heroe5 Unlimited rule book, as with Talisman's Karma 
power, this is an opuonal power that you may wish to 
allow players to have. 
Descripnon: Characters wich IhIs ability can instantly 
transform into a living electrical conduit as well as mani 
pulate and control aspects of electriclty. Armour Rating 
14, S.D.C. 150; Is provided by the electrical field generated 
around the character making him semi-invulnerable. 
Attackers using convenuonal weapons such as clubs, knives, 
or guns muse roll a 15 or higher to strike and do damage. 
Any roll less than 15 bounces off harmlessly doing no 
damage 10 the S.D.C. or hit points. Fist-I-cuffs will do 
damage 1f the attacker rolls 15 or higher, however the 
attacker also cakes 1-6 damage by striking the electrically 
charged person. All attacks above a roll of 15 strike 
and do their normal amount of damage. The only ex
cepuons are: eiectrlclty/lightning do NO damage , energy 
weapons do half damage. 

Elect ri cal field generated constan tly when transformed 
doing 1-6 damage to anyone who touches the character . 
People c lad in or holding iron, steel, or an eleccrlcally 
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 caught In the electrical field. Duration: as 
long as desired, and ca n also use another electrical power 
simultaneously (unlike the similar energy expulsion power). 

Lightning bolt: Range: 30ft per level of experience; 
Duration: instant; Atta cks per Me lee: two; Bonus to strike: 
+2; Damage: 1-6 per level of experience; Saving throw: 
dodge. 

Mini -lig htning bolts: Range: 50ft per level of experi
ence; Durati on: instant; Attack s per melee: up to six charges 
either released ind1v1dually or simultaneously; Bonus to 
~: +I; Damage: 1-6 each; Saving throw: dodge. NOTE: 
bolts can be directed at a specific target or shot out 
from the body in all directions . 
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Elec tri ca l ray or blast emits a lin e of electricity 
from the fingers or eyes. Range: 6ft per level of experi
ence; Durati on: can be discharged as a momentary bl ast 
or as a continuous line doing 2-12 damage per melee 
( 15 seconds); Attacks per melee: one continuous (2- 12 
damage) or two short blasts (1-6 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 th ese characters 
are capable of, such as Nightlightnlng, by travelling along 
electro-magnetic streams . To determine whether or not 
a character can fly roll percentile dice, 1-3 4 can fly; 
35-00 cannot fly . The player can roll again to see If 
flight abilities have developed at level four, eight and 
twelve. 

If flight Is possible the character can hover and 
propel himself at a maximum speed of 50mph; +2 to dodge 
in flight. 
Game Masters: here is the modified Physical Structure 
Table if you wish to include this power in the Alter Physi
ca l Structure powers: 

1-20 Ice 
2 1- 40 Metal 
41-60 Fir e 
61-80 Scone 
8 1-00 Electricity 

Level of Experience: 5th 
Level of Education: Special Training/Electrical Technician 
Scholastic &nus: 20% 
Occupation: Law Enforcement (special 
Scholastic Skills (all include scholastic 
Basic Math 
Basic Biology 
SculptUre (Metal Work) 
Computer Technology/Operation 
Calculus 
Physics 
A lgebra 
Electrical Enginee ring 
Mechanical Engineering 
fencing (W.P. Blade) 
Hockey 
Swimming: Competitive 

government 
bonuses) 
98% 
65% 
66% 
85% 
98% 
70% 
98% 
85/75% 
85/75% 

98% 

operative) 



Secondary Ski ll s 
General AthleLiCS 
Body Building/Weight Lifting 
Hand to Hand: Martial 
Pick Pockets 
Automotive Mechanics : Basic 
Cook 
Speak Earth English 
Pi lot: Motorcycle 
Pilot: Automatic 
Pilot: Twin Engine Plane 
Combat Skills (all bonuses are 
Attacks per Melee: four 

55% 
65/50% 
90% 
77% 
90% 
98% 
85% 

Included) 

Bonuses to Strike +5, Parry +4, Dodge +4, Damage +I; 
Roll with Punch or Fall +5, Pull Punch +4, +2 to Dodge 
in Flight. 
Karate Kick does 1-8 damage 
Body Block does 1- 4 damage, +I to strike, 50% chance 
of knocking opponem down. 

Personal Profile: The madman Nightlightning was endowed 
wiLh his extraordinary powers through a freak acc ident 
while working wnh Maxinor on the advanced proLO-type 
of the Dimension Lock teleponer. Consumed by an energy 
Implosion of negatively charged electricity Lhe unfortunate 
technician's entire body seem to disintegrate. Moments 
later he reappeared screaming, burnt and coursing with 
electricity. AfLer six momhs of rests and recuperation 
he was recruited as a special government operative which 
eventually lead to his assignment with the Guardians. 

Although empowered with the ability to transform 
into a son of living dynamo generating, absorbing and 
directing electricity (as well as fly); Lhe incident has left 
Nightlightning scarred emoLionally as well as physically. 
He blames Maxinor for the pain and deformity he has 
suffered, thus he craves to extract an equally painful 
revenge. If the opportunity presents itself, Nightlighrning 
will destroy, or better yet, maim or mutilate, everything 
Maxinor holds precious . This will include Maxinor's son 
Youthquake, friends, allies, and position. G.M.'s remember, 
this is a very sick Individual. 

The mental and emotional scars are far more terrible 
than his physical ones having created a sadistic killer. 
Neurotic, he enjoys Inflicting pain, torturing to extract 
information as well as for personal pleasure . furtherm ore, 
he is increasingly leaning toward mindless aggression. 
This means that there's a 72% likelihood of Nlghclightning 
giving-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 battle irregardless of any 
personal danger . Unless physically subdued he will continue 
his battle or torture even if the roof is literally co min g 
down around his ears. Stimulations chat can plunge him 
into this state include a severe blow to his ego (frustration, 
anger) or too the collective ego of the Guardians, feeling 
trapped, and prolonged combat (more than four or five 
minutes) which will result in a frenzied blood lust. Th is 
fast condition may even result when he's torturing someone 
or extracting a parti cularly cruel revenge. Game Master's 
Note: Nightlightning's psychosis is NOT fully developed, 
consequently it differs from the typical one listed in the 
Heroes Unlimited rule book, page 145. 

Nightlightning's mental state makes him dangerous 
even to his own ream mates for whom he cares very 
little. Yet chis same condi ti on makes him the ideal pawn 
of the Council Central. He cares nothing about corruption, 
injustice, or evil. All he craves is the opportunity to satlsy 
his own depraved pleasures; opportunities that in his em
ployment as a Guardian are often provided. It's his license 
to kill and lhe opportunity to vent his cruelty that keeps 
him loyal to the Guardians and the Council Central . 
Big Brain is particula rl y astute at controlling him through 
psionic manipulation, while Crusader and Malefactor hate 
him and have great difficulty working at his side; senti
ments mirrored by Nightlightning. 

In regard to the Justice Machine he only wants to 
serve Georwell by destroying its enemies (and if you believe 
that one ... ). Nighclightning likes to kill so that's what 

he'l l do. The J. M. will become special targets once he 
discovers that they consort with the hated rebel Maxin or. 

Phaser 
PHASER 
Real Name: Mi chiael Checkov 
Alignment: Mis cream 
Alignment: 1.Q. 10, M.E. 10, M.A. 7, P.S. 14, P.P. 16, 
P.E. 14, P.B. 14, Spd. 16. 
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Age: 29 Male Weight : I 50Ibs Height : 5ft I 0ins 
H i t Points: 34 S.D.C .: 65 
Disposit i on: Sneaky, quiet and wilhdrawn; but tends to 
be over-confidem, cocky and melodramatic. Enjoys stalking 
victims and the thrill of cap ture and torturi ng. 
Power Category: Mutant 
Super Power: Intangibil ity (see complete description in 
H. U., pg. 113). This enables Phaser to pass harmlessly 
through solid objects and in this rare case, become so 
li ght as co walk or glide through the air. He cannot engage 
in combat while intangible, needing to become solid to 
strike a blow. Even intangible he is vulnerable to elec
tricity (does ! damage), psionic attacks, and gas attacks 
(both do full dam age). 
Level of Experience: 6th 
Level of Education: Military Specialist/Assassin 
Scholastic Bonus: 15% 
Occupation: Law Enforcemem (special government operative) 
Scholastic Skills (all include scholastic bonuses) 
Basic Math 98% 
Algebra 98% 
Computer Technology/Operation 98% 
Basic Biology 90% 
Sculpture 72% 
Foreign Language: Earth English 98% 
Political History 98% 
Investigative 90% 
Pick Locks 76% 
Tracking 80/75% 
Sleight of Hand 70% 
Prowl 80% 
Boxing 
W.P. Energy Rifle 
W.P. Energy Pistol 
Hand to Hand: Assassin 

Secondary Skills 
Body Building/Weight Lifting 
Swimming: Basic 98% 
General Athletics 
W.P. Blade 
W.P. Blunt 
Basic Electronics 
Hunting (W.P. Rifle) 
Pilot: Mot orcycle 

70% 
65% 
98% 
98% 
96% 

included) 

Pilot: Manual Transmission (stick) 
Pilot: Single Engine Plane 
Combat Skills (all bonuses are 
Atta cks per Mele e: Six 
Bonuses to Strike +3, Parry +6, Dodge +6, Damage +4; 
Roll with Punch or fall +5, Pull Punch +3. 
Kno ck Out/Stun on natural 20. 
Other Abilit ies: Body Block does 1-4 damage (+I co strike) 
Personal 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 stalk i ng of his prey more than the actual 
kill. Like Nightlightning he too enjoys performing acts 
of cruelty and has been known to drive his victims co 
the edge of madness before laying them to rest. While 
stalking his victim, Phaser often stages several death 
games; false kills whi ch drive his vi ctim into a nervous 
state of col lapse. Like a ghost he appears and disappears 
always making it seem as if he could have slain you at 
that very moment except that he has ordained ot herwise. 
In his intangible state, and spectre white cos tume, he 



does appear co be quite a ghost-like apparition impervi ous 
to most mortal attacks . Of course, this is far fr om 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 che Council Central's cor rupti on, 
having performed a number of delicate liquidations of 
non-c riminals whom the Council fe l t potentially threatenin g. 
His co ncern is wealth, freed om and glory; all of which 
are amply awarded as a Guardian, servant of the Council. 

Of all the Guardians he has the greatest respect 
for Big Brain, followed by the Hunk, and Cursader although 
he thinks him a patriot fool. He recognizes Nightlightning 
and Malefa ctor as being lunatics and just doesn't lik e 
Monolith, not that they don't get along . 

In regard co the Justice Machine, Phaser is priv y 
to knowledge, via his close association with the Council 
Central, chat they are all innocent of most charges . 
However, he doesn't concern himself with politics and 
is fa r too cowardly to ever consider crossing the Council 
Central. Phaser views the Justi ce Machine as just another 
contract t o execute at the appropriate time. Questions 
of inno cence or gui lt are rarely a fact or in any termination 
contract. He personally hopes co get the chance to stalk 
Demon co see just how tough he really is. (G.M. Note: 
Phaser is aware of Demon's drug addiction). He respects 
Challenger, Div i ner, and Titan, while the others are fools 
and children . 
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New Haven (the secret city) 
Hammet Dash, a genius in business investments and 

research, inherited his father 's business and international 
holdings and doubled it ; by his thirty-second birthday 
Dash was worth $870,000,000 . To disguise his direct in
volvement, Dash had cleverly distributed his wea lth into 
independent holding companies and numerous corporations. 
Thus, while the man was recognized as a reputable business 
magnate, he was not recognized as the true financial 
(and political) power chat he really was. This enabled 
him to operate with a degree of anonymity and flexibility 
that would not be afforded him othe rwi se. In recent 
years he has invested ALL his personal assets, as well 
as liquidating the maJority of his business assets, to finance 
his personal dream, New Haven. A number of other fin
anciers and supporters have contributed funds, technology 
and equipment 10 build New Haven. 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 create. These investors are 
basically silent partners with Dash as the active chairman 
of the board and maJor rnvestor. 

New Haven 1s the culmination of a dream that Dash 
has nurtured since adolescence; the dream of a better, 
more perfect world. A world of high ideals, equally high 
technology, research and development, study and advance
ments in every science . A better place where man can 
excel to create a better world. A place that encouraged 
an unrestncred imagination. To Dash, New Haven is that 
place; a refuge or haven, for creativity, an and science . 
A place where man can grow without restriction, where 
his hean, mind, and soul can soar to its absolute heights. 

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 proiect irregardless of the legal, criminal 
and federal repercussions. He's blatencly ignored federal 
cautions and concern regarding an independent, privately 
owned, ope rated and controlled organization (city) within 
the continental United States. Such an organization would 
be operaung outside the law and could easily be construed 
as an act of treason and conspiracy ro undermine the 
United States of America. The U.S. government's cautions 
has only prompted Dash to be rhat much more secretive. 
This could eventually spell doom for the idealistic, multi
milliona1re, philanthropist, for the continued existence 
of New Haven within U.S. territory is indeed a threat 
to national security. Think about it. We' re talking about 
an independent sovereignty that has established its own 
government, laws, law enforcement, industry and private 
army that operates beyond the law. (Dash thinks of it 
as a giant co rporation) . furthermore, extremely experimen
tal, potentially hazardous research such as geo-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 expe r imentation to 
create superpowered beings while simultaneous ly cultivating 
existing super beings, many of whom add know n crimina ls 
or vigilances to their ranks. New Haven's very existence, 
let alone its radical, extreme left policies, clearly supports 
and encourages the growing vigilance sentiments that seem 
ro be sweeping the nation . The government could decide 
to smash New Haven as an example of it s i ntolerance 
to all vigilantes. fortunately the federal government 
has elected to keep the knowledge of New Haven top 
secret to prevent panic king the American public . Ac tu all y 
they've only recently come to the realizat ion that New 
Haven really does exist and is not just some odd ball 
rumour. Investigation into this matte r is limited to the 
C. I.A. Q!!ly!! At this point they are cond uct ing quiet in 
vestigations co uncover the location, pur pose and intent 
of New Haven . Thus fa r , all i nvestigations have been 
fruitless (SEE Nightshade in the villain section and his 
involvement in the C.I.A. 's search for N.H.). 

Taking a brief glimpse into the future, we can see 
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the inevitable i ntervention of the federal governmenr in 
New Haven. It is possib le for Dash to escape federa l 
prosecut ion if he agrees LO cooperate. To do so, he wi l l 
have t o make agonizing compromises that will put the 
resources of New Haven at lhe disposal of the government 
as a top secret, special operations and research facility. 
Under these circumstances the government will set up 
a cask-force co act as observers, mediators and overseers, 
sharing in the management and direction of New Haven . 
Dash will hate 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 it's the only decision he can make 
to save face for Dash doesn't see himself as a subversive, 
traitor or vigilance . He had no intention of over- throwing 
or subverting the government, it 's just that compliance 
with the law inhibited his plans . Smitty wi l l be crucial 
in getting Dash to accept these changes, assisting in the man
gement and emotional transition. It 's possible that Smitty 
may even be given a position equal co or greater than 
Hammet Dash. 

When the feds take over, M axi 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 Justice Mac hine may also leave although 
this is not as likely for they will find Lhe government's 
intervention appealing . It will el iminale many of the 
co ncerns the J.M. had about distastef u l policies such as 
the stasis sleep of villains at the discretion of Dash. 
As ex-patriots, the Justice Machine is impressed with 
the real freedom of most Earth governments. Thus Lhey 
are likely to willingly work with the U.S. government 
as long as everything is on the straight and narrow . 

NEW HAVEN SOLDI ERS 

New Haven is policed by a private security force/army 
hand selected by Dash and/or Smitty that number 2000 
strong . Generally, their daily schedule is very much like 
a regular police force, patrolling areas, handling crowd 
control, maintaining the peace, etc. (Crime in New Haven 
Is virtually unknown as there are no indigents or unem
ployed). Unlike police t hey are or iented more like soldiers 
to protect New Haven from intruders, sabotage or invasion . 
T hey are often assigned to guard and patrol high security, 
restricted areas of the city preve nting the curio us or 
evil inte nded from access to dangerous or letha l projects . 
Basic Requi rements: 1.Q. 9 or higher, P.S. IO or hig her; 
no mercenaries, no cr iminal record; any al ignment, but 
str ive to secure good (or unprincipled) for the posi tion 
in an attempt to recruit only the most reliab le, trust
worthy and conscientious people . This doesn' t mean that 
evil or selfish schemers are not found in the army, but 
only that they are avo ided whenever possible. 
Basic Trained Skills: W.P. energy pistol, W. P. energy rifle 
(usual ly Ion powe red), W. P. blunt, hand to hand: expert, 
body building/weight lifting, investigative and surveillance 
systems. Ski ll bonus for basic tra ining is • 10%. NOTE: 
the r e is no need for a detective 's division as crime is 
extremely low and specia l investigat ions can be handled 
by the free force, Puma, and the Justice Machine, while 
ballistics, forensics, pathology, etc . can be handled by 
New Haven's expert medical staff . ~ 
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Weapons 
The use of a particular weapon varies depending 

on the situation. Conventional arms are rarely used so 
they aren't listed. The foll owing are the common weapons 
utilized by the N.H. security force. 
Tranquilizer guns: Rate of fire: two per melee; damage: 
renders its victim unconscious within 1-4 melees; duration: 
4-16 minutes, saving throw: vs toxins (no affect if success
ful save), must roll 16 or higher, range: 110ft 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 circuits the nervous system. Victims are dazed: 
-10 to strike, parry or dodge; duration: 2-8 melees; saving 
throw: vs toxins (no affect if successf ul save) must roll 
aTs or higher. Range: I 00ft; rate of fire: 5 per melee; 
energy capacity: 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 , energy capacity: 8 charges. NOTE: this 
Is a superior weapon compared to the norm (as li sted 
10 H.U. rule book). 
Night-stick does 1-6 damage; standard issue. 
Other typical weapons would include gases/grenades such 
as tear gas, knock-out gas, paralysis gas, smoke screens 
(see H.U. rule book, pg. 79, for description). An occasional 
laser rifle (H.U. , pg. 78), explosives (H.U ., pg. 84), grenades 
(H.U., pg. 84), and ot her conventiona l items are also used 
if circumstances demand it. 

UNIFORM AND BOD Y ARMOUR 

The standard unform for the security force/soldier 
is a blue or purple (Lop security) Jump suit with boots 
and gloves. A matching bullet proof vest covers the chest, 
stomach, back and neck: A. R. 10, S.D.C. 50, weight I0lbs. 
A riot helmet, with a built in radio comm unication unit 
(one mile range), to protect the head Is also pan of the 
standard issue along with: night-stick and holster, hand
cuffs, stun gun and photo identification card. 

GAME MASfER NOT E: 
You can use the following basic stats in r andomly 

generating N.P .C. soldiers. Average: 1.Q. 9, P.S. 14, P.P. 
10, Spd. 14, P.E. 12; Average S.D. C. 30, Hit Points : P.E. 
plus four per each level of experience. Determination 
of experience leve l : roll one 6-sided die with a roll of 
one being first level, two or three indicates second level, 
four or five indicates third level and six indi cates founh 
level. 
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NEW HAVEN DATA 

Note: There is no relationship to New Haven, Connecticut. 
Tochnological level: I 0-15 years ahead of the norm. 
General level of education: college/trained professionals. 
Approximate populauon: 59,000 
Approximate land area: 24 square miles . 
Location: under the island of Manhattan, accessing directly 
into the Atlantic Ocean . 
Pneumatic Transit Tunnels exit 
village, Brooklyn, Times square, 
Long Island City, the East River 
Manhattan bridge. 

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

(north), and under the 

MaJor areas of resear ch: Rob otics, bionics, genetics, muta
tion (specif1cally as they relate to super beings), geo
thermic power conversion, synthesization of sea weed, 
and high technology in general. 

BASIC LAYOUT 

I) Ecumenical Circle: This Is a pleasant, serene area ded
ica ted to theology, philos ophy and to a much smaller degree 
the arcs. The Inhabitants of New Haven can co me here 
to worship or honor any god or fanh they may have chosen 
to uphold. In addition to places or worship and meditati on, 
a number of small galleries and museums for the arts 
are scattered through-out the area. 
2) Commissary and Business District: To preserve New 
Haven 1s secrecy, inhabitant's v1s1ts to the surface are 
restricted. Consequently, Dash has created a section 
that specifically caters to the more human needs of the 
people . This area is loaded with movie houses, restaurants, 
live theatre, conce rt halls, tennis courts, parks, libraries, 
college level educa ti onal facilities and simila r entertainment 
facilities. Amongst these places are numerous consume r 
oriented shops, book stores, markets, hobby, cloth ing and 
department type sto res. This Is In addition to the many 
employ ee cafete rias and recreation centers scattered 
throughout New Haven. 

Dash's headquarters, personal suite and business offices 
are also here, along with the business offices of his fellow 
invesLOrs and supporters. Small manufacturers, proprie t ors 
and wareh ouses are also located in this section . 
3) Sick bay and Medica l Resear ch Center: This is often 
1 he hub of activity, for as well as being the medical 
emergency, treatment, hospital area; it is the center of 
all medi cal researc h including genetics, mutations, bionics 
and super power research. It's equal to the best institu
tJOns In the world. It' s here that Dash himself spends 
much of his time studying the progress of his pet obsession; 
understanding and inducing physical change or mutation 
an humans to create super humans. It's here that the 
free force was created along with a few dozen failures. 
Many of the failures have created superpowered humans 
who have been driven mad or exhibit escalated aggression 
and hostility or suffer some physical malady that cannot, 
as of yet, be cor rected . Most of these individua ls have 
been placed into stasis pending a cure or correction . Some 
robot research is also done in this section, specifically 
exo-skeletons and consciousness transferal procedures. 
4) Detainment: This section is off limits to everyone except 
security soldiers and individuals like the Justi ce Machine, 
Maxinor , Dash and Smitty who have top security clearance . 
This area includes prison facilities, re-education/training 
for cri minals, psychology ward, private kitchen, infirmary, 
prisoner recreation court and the infamous stasis cham ber. 
The stasis cham ber impris ons the most dangerous, evil 
and powerful criminals such as Killgore. An area of stasis 
is also reserved for the victims of superhero experiments 
gone awry and the terminally ill. It's somet ime s used 
as a temporary confinement f or superbei ngs or individ uals 
that require special or ie ntat ion, reconditioning or treatment. 
The stasis chamber is sealed in a giant vault that's guarded 
around the c lock. 
5) Geo-Thermic Power Center: This is the only geo-thermic 
power plant on Earth. The experimental co mplex does 
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not actually tap dire ctly into the Eart h's molten core, 
but r ather employs a series of miles deep tunnels and 
tubes that tap escaping heat from the core whi ch in turn 
powers powerful generators which create enough energy 
to power New Haven and al l of Manhattan. All personnel 
are carefully screened wi th only the most pro fessional, 
dedicated and loyal chosen for permanent posit ions. Only 
authorized personnel are allowed in the area. 
6) Mineral Refinery and Manufacturing: This sect ion con
tains a mamm oth processing complex for refining, smelting, 
storage, etc ., as well as an equally large manufa cturing 
center specifically designed to satisfy New Haven's needs. 
It is also the cente r of robot resear ch, devel opment and 
manufactur i ng. The most experimental facility is the 
mining of the ocean 's waters by co llecting minerals from 
the water itself. Unfortunately it has failed, thus far, 
to produce anything . 
7) Communications and Transit: The Communications Center 
man ages al i internal comm unications and broftdcast ing. 
They are also responsible for tapping into existing outside 
lines of communication such as telephone, televisi on, radi o 
etc .. News broadcasts as well as several newspapers are 
made available and widely dis tri buted. Outside material 
is also acquired for public avai labi lit y and libraries. This 
is a free society, thus co mmuni cat ions, literature, news, 
broadcasts, et c., are ~ restricted or manipulated in any 
way. 

The transit peope direct, maintain, schedule and 
repair public transport vehicles including buses, public 
trucks, ca rs, hover craf t and pneumatic transit vehicles 
and tubes. 

Secreted away in a small, high security area is the 
dimension lock . Constructed by Maxin or, this pan
dimensi ona l teleportation device links New Haven to severa l 
rebel sites back on the planet Georwell . Only Dash, Smitty 
Maxin or, his son Youthquake, and Chal lenger have official 
author ized access to t he device. 
8) Food Processing Complex includes storage, production 
and distribuaion of imported and self produ ced food prod
uc ts. A special, successful project has been the conversion/ 
processing of sea weed into nutritional food stuffs . New 
Haven also has a ver y fine hydroponic garden of fruit 
trees and vegetable s, enough to supply one third of its 
total needs. 
9) In the Center of New Haven are the botanical gardens, 
a beautiful park area for the inhabitants whose residences 
sur round the gardens. Small shops and servi ces are also 
scattered throughout the co mmunity. 
l O) The Pneumatic Tubes are a t ype of subway system 
that access/exit New Haven leading to sever al secret 
locat i ons throughout the Manhattan area . These are gen
erally not available for use by the public except f or 
authorized leave or evacuation . 
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Hammet Dash 
HAMMET DASH Leader of New Haven 
Alignment: Unprin ci pled 
Attributes: I.Q. 19, M.E. 11, M.A. 15, P.S. 14, P.P. 9, 
P.E. 28, P. B. 10, Spd. 2 
Age: 39 Male Weight : 9001bs Height: 6ft Sin 
Hit Points: 89 S.D.C.: 160 
Disposition: Stubborn, self-righteous and a bit pretentiou s; 
suffers from extreme delusions of grand eur and megal o
mania . This can make him a hard and unyie lding man 
unwilling to accept his own shortcomings and mistakes. 
Hts insecurities often prevent him from ac knowledging 
and corre cti ng those mistakes. Dash also tends to be insen
siuve and occas ionally mean; fo r exa mple he sees nothin g 
inhumane about placing crimina ls into stasis tubes for 
the rest of their lives. He is god (mo re or less) at New 
Haven and he loves it . 
Power Category: Experiment 
Super Power : Extraordinary Physical Endurance. The first 
victim of his own experiments to creat e super bein gs, 
Mr. Dash increased hts physical mass along with his endur
ance. This has rendered him an invalid who can bare ly 
move without the aid of his hover chai r. However, he 
has continued his experiments and dreams of creating 
a Utop ian society, New Haven . 
Level of Experien ce: 14th 
Level of Education: Ph.D in Chemistry, Med ic ine and 
Business 
Scho lasti c Bonus: +40% 
Occupation: Scienusc/B usiness Broker 
Scholast ic Skills: (all are at 98% proficiency) 
Basic Math -
Algebra 
Trigonometry 
Calculus 
Physics 
Che mistry 
Chem ist ry : An alyucal 
Chemist ry : Pharma ceu ti ca l 
Laser Technology 
Radiation Tec hnology: Medical/Expe r imental 
Biol ogy 
Botony 
Microbiology 
Computer Technology/ Operati on 
Computer Pr ogr amming 
Pollucal Science 
Economics 
Busmess 
Secondary Skills (~ are at 98% proficien cy) 
Hand to Hand: Basic 
Body Building (to handle extra mass) 
W.P. Rev olver 
W.P. Energy Pisto l 
Elect ronics: Basic 
Audio Communications 
Explosiv es: Basic 
Fishing 
Forgery 
Pilot : Automatic 
Pilot: Single Engine Plane 
Pilot: Twin Engine Plane 
Writing: Creative 
Speak Arabic 
Speak Japanese 
Speak Spanish 
Speak German 
Read/Write Japane se 
Read/Write German 
Read/Write Spanish 
Read/Write Latin 
NOTE: For Dash's Pil oting skill s, because of his extreme 
mass, he must have specially co nstru c ted vehi c les. 
Combat Skills (all include bonuses) 
Attacks per Melee: Six 
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 +I, Save vs Coma/Death +37%, 
Save vs Toxins +7. 
ALL attacks (energ y or kineti c) do half their normal dam
age due to his awesome physical enduran ce. 
Other Ab i lit ies: None 
Personal Profile: Ham met Dash is the idealistic, egocentric 
master-mind behind the secret city of New Haven. He' s 
a brilliant busines s man as well as scientist and invent or. 
He' s particularly obsessed with the study of super beings 
who wield awesome, unnatur al powers . His endeav ors 
in this area of resear ch inc lude the study of genetic mut a
tion as well as the artificial inducement or recreation 
of these powers by means of chemical and radiation thera
py. Hi s obsession with super powers led t o his foolhardy 
self-experimentati on with a series of chemical treatments 
that were supposed Lo stimulate certain gland ular changes 
that should have altered his physical body, making it im
mune to disease and physically tough, perhaps even invul
nerable. The experimen : was a success, to a limited 
degree, in that it did increase his physical endurance (P.E.) 
providing him with an incredible resistance to fatigue, 
disease and toxins as well as increasing his physical tough
ness (S.D.C. 160). However, it also affe cted his physical 
mass increasing his body weight to nearly half a ton, 
severly impairin g movement, making him invalid. 
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To support his tncredible body weight, yet still provide 
maximum mobility, a special hover chair (conspicuously 
throne-like) has been constructed to Dash's specifications. 
The cha ir is held aloft and propelled by powerful jets 
of air supplemented with additional jets strategically con
cealed for even greater mobility, speed and sharp turns. 
Since his attack by Blood-Master (J.M. comic book #3), 
he's added a handful of gimmicks for offensive and defensive 
purposes. The fo llowing are all the special items and 
statistics of his chair: 
S.D .C.: of chair 200. 
Weight: 317lbs, co nstructed of light weight metal alloys; 
maneuverability equal to a P.P. of 14, +2 to dodge. 
Speed: Maximum of 20mph; maximum attainable hover 
height is 3 feet; normal hover height is six inches. 
Sensors Include detection of radar, explosives, radial ion 
and electronic bugs. It also has a built in bio-scan that 
monitors, and indicates on a digital read out, Dash's phy
sical condition. A mini- co mputer built into the right 
arm rest enables him to perform mathematical calculations, 
store bits of information and so on. 
Weapons include twin ion blasters built int o both arm 
rests; range : 120ft, rate of fire (each): four 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. cartridges doing 4-24 damage 
each. feed 40 rounds, rate of fire: entire 40, but the 
level of accuracy is extremely poor (same as shooting 
wild). Chemical Sprays: Mace: blinds victim s for 3-12 
melee s rendering them -6 t o strike, parry, or dodge. 
Range: five feet, radius of spray: two feet. Attacks per 
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Melee: cwo (only holds enough for t wo sprays) . Super 
Adhesive: range: five feet, radius of spr ay: two feel. 
Attacks per melee: two (total capacity) . Smoke gren ade 
or tear gas gre nades can also be released from th e bottom 
of the chair . Total st0rage: four each . NOTE: for specif ic 
details about these weapons see H. U. rule book, Hard ware 
secuon, pgs. 77-94. 
Other Gimmic ks: 
Low intensitv force field that protects both Dash and 
his chair but nothing more. S.D.C . 50. 
Radio commu nications capacity and connect ing te lep hone 
link. Homing Device Is also hidden in the hover chair t o 
help locate Dash in case of an abduction. 

Trapped in his failed body he still continues his pur
suit to build a beuer human . Ar eas of research in which 
he participates include physiological mutation , bionics, 
robotics and especially the use of exo-skelecons. 

Although New Hav en is the brain child of Hammet 
Dash, he Is surprisingly lax in his administrative chores 
much prefering to spend his ti me observing or deve loping 
new concepts or, better yet, participating in adventure 
and intrigue. The management of New Haven ends up 
falling squarely on the capable shoulders of his executive 
assistant, Smitty. She has been at Dash's side for over 
cwency years, completely dedicated to New Haven, Dash 
and his ideals. To Dash she is more than just a loyal 
employee of outstanding calibre. Smitty Is his right arm 
in business, confidant and fnend. However, he has never 
ever thought of her in a romantic way much to Smitty's 
d1sappoincment. (SEE Smitty 's description elsewhere) . 

An ingenious businessman, Dash has been careful to 
make much of Ne11 Haven's resources directed coward 
marketable tangibles; creating technology, goods and ser
vices that he can disseminate through his legitimate 
businesses. 

Dash has very disunct views of Justice, regu lar ly 
stepping outside the boundaries of the law co implement 
chem. Although he doesn't see things that way, he is 
a vigilante who encourages and supports other vig il antes . 
As a vigilante, he and his people meet out justice as 
the:-,, percieve it, secretly policing the streets of Manhatt?n 
(as well as the world) with his so called "superheroes". 
A prime example of this radical vigilante attirude is re
flected lo the inca rce rati on of crimina ls in indefinite stas is. 
A life sentence that is allegedly rese rv ed for only the 
most dangerous and evil characters . The question is who 
decides this sentence? Dash along with some of his c ronies. 
There is no trial in a court of law, it 's Dash who ac t s 
as judge , jury and executioner . It mauers little if there 
is insufficient evidence to convict that same person thro ugh 
the normal U.S. court system . If he is known co Dash as 
a criminal he shall pay the piper. Dash lik es to t hink 
rhat he gets criminals who are beyond t he reach of the 
law. There is definite ly a sort of justice here, attacking 
the known but unpr ovable vi l lains guil t y of crime . How
ever, this is hardly a fair and equitable system of justice . 
Who is Hammet Dash, no matter how well intentioned, 
to hunt down, capt ure and imprison anybody . The ju stice 
Machine must find this practice quite abhor rent, which 
has in turn created a definite rift i n their relatio nship 
wllh Dash and their ful l support of New Haven . They 
cannot, in good conscie nce , be a party to such a subjective , 
biased determination of guilt nor the inhumanity of eternal 
sleep in stas is. It's this type of delusion of omnip ot ence 
that gave birth t o the government of Georwell. Dash's 
idea of a grumpy, co mpr omise (how dare anyone question 
his methods) will be to establish a jury system but th e 
apparent bias su ll remains mak ing that proposal unaccept
able to che Justi ce Machi ne. So strong are their con
victions that they will eventual ly leave New Haven unl ess 
things are changed . 
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Other Occupants 
of New Haven 

Smitty 
Real Name: Ca rolyn Marie Smith 
Alignment: Scrupulous 
Attributes: 1.Q. 18, M.E. 16, M.A. 9, P.S. 14, P.P. JO, 
P.E. 12, P.B. 8, Spd. 15. 
Age: 41 Female Weight : 120Ibs Height: 5ft Gin 
Hit Points: 68 S.D.C . : 30 
Dispositi on: Resourcef ul, impudent; seems col d, harsh, 
abrup t and stiff toward ot hers. Dedi ca t ed 10 her work, 
New Haven and Hamme t Dash. A master of or ganization . 
Power Category: None 
Level of Experience: 14th 
Level of Educat ion: Ph.D in Business & Computer Scien ce 
Scholastic Bonus: +40% (+5% I.Q. bonus) 
Occupation: Execu tive Secretary to Hamm et Dash 
Scholastic Skill s (all include scholasti c bonuses) 
Basic Math 98% 
Algebra 98 
Geometry 98% 
Biology 98% 
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Anthropology 
Business 
Economics 
Accounung 
Comp uter Technology/Operat ion 
Computer Prog r amming 
Surveill ance Systems 
Advertising 
Law: Corporate 
Law: Int ernat ional/ fed era l 
Political Science 
Pilot: Helicopter 
Pilot: Small Jet 
Navigation: Air 
W.P. Energy Pist ol 
Secondary Skills 
W.P, Revolve r 
Audi o Com muni cations 
Electronics: Basic 
Medical: fir st Aid 
Photograp hy: Still 
Photography: Video 
Pick Locks 
Prowl 
Forgery 
Speak A r able 
Speak Japanese 
Speak German 
Speak Spanish 
Sew, ng: Basic 
Cook 
Dan ce 
Swimming: Basic 
Pi lot: Sail Boat 
Pil ot: Manual Tran smi ssion (stick) 
Pil ot: Small Tru ck 
Combat Skills (al l bonuses incl uded) 
Attacks per Melee: Tw o 
Bonuses to Save vs Psioni c at tack + I 

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

98% 
98% 
98% 
98% 
98% 
94% 
88% 
90% 

98% 
98% 
98% 
98% 
98% 
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Others : None (Weapon Pr ofi ci encies not inc luded) 
Personal Profile: Carolyn Marie Smith , or "Smi tt y" as 
she ts call ed by almost all In New Haven, is executive 
secret ar y to Hammet Dash. However, she is much, much 
more chan an assistant. As Dash devel ops concepts and 
ideas, upon whi ch t o base furture activities within New 
Hav en, she implements and coord inat es all the necessar y 
resour ces to rea ch the desired goal. Smitty advises 
Dash in every aspect of operations , freely shar i ng her 
thoughts and not hiding her intense loyalty . It is around 
ot hers that she might seem somewhat stiff and co ld. 
However, Dash and Smitty were friends since college many 
years ago and he senses, th ough doesn't yet acknowledge 
the love she's felt for him since then. 

This highly intelligent, master organizer also must 

I NK, 
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keep tra ck of world events outside of New Haven whi c h 
may affect its welfare. Working with a team of c rypto
grapher s and co mmuni ca ti ons specialists, it was her idea 
to tap into sec ret government broadcasts aro und the wor ld. 
fluent in Arabi c , Japanese, German and Spanish; she 
often personally monitor s messages to far flun g embassies 
from their homeland. Int ernally, she has top security 
cleara nce co all the projec t s (and rel ated data) current ly 
going on in New Haven so that she may assess their pro
gr ess and make reco mmendati ons t o Dash. There are oc
casions, on highl y tec hnical or co mplex proJecrs, that 
Dash gives Smiu y the fin al say. Should Dash fall ill, 
Smitt y would in effect, be In c harge. 

Doctor Von Croft 
Real Name: Vi cto r Von Croft 
Alignment: Scrupul ous 
Attributes: I.Q. 23, M.E. 14, M.A. 13, P.S. 10, P.P. 2 1, 
P.E. 13, P.B. 10, Spd. 7. 
Age : 68 Male Weight: 160 5ft I0in 
Hit Points: 63 S.D .C.: 20 
Di spositio n: Gemle, ca ring, sincere, coopera tiv e, unassumin g, 
humble; tend s t o be quiet and melancholy . Truly rem orse
fu l of his terrible past with the Nazi's during World War 
II, he has dedi ca ted himse lf t o helpin g humani t y. 
Power Category: Special Trainin g 
Training inc ludes: genetic reco nstru cti on, research and 
experimentati on (i. e. alter ing the genetic stru ctur e of 
living c reatures) 78%, biology: grafts and implant s 90%, 
studv and experimentati on in indu cing biolog i cal mut ati on 
in humans 87%, bioni cs (the theories of and practical 
appli cati ons) 92%, surgery 98%. 
NOTE : None of these skills (excep t surgery) are avai l able 
t o player c hara cters. 
Level of Experien ce: 15th 
Level of Education: Ph.D Surgeon/ Ph. D Speciali st (neuro
surg ery & ophthalm ology) 
Scholastic Bonus: +40% (plus I.Q. bonus of + I 0%). 
Occupati on: Doctor 
Scholastic Skills( all include scholastic 
Phil osophy 
Study World Hist ory 
Basi c Math 
Algebra 
Music: Pian o 
Compute r Technol ogy/Ope ration 
Computer Programmin g 
Laser Technolog y (Medi cal/S urgi ca l) 
Medi ca l: Medical Doc t or 
Medica l: Speciali st 
Medica l: Mi crobi ology 
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Medica l: Path ology 

bonuses) 
98% 
98% 
98% 
98% 
98% 
98% 
98% 
98% 
98% 
98% 
98% 
98% 



Chemistry: Pharmaceutical 
Opucs 
Radiation Technology (Medical) 
Calculus 
Physics 
Research 
Secondary Skills 
Electromcs: Basic 
Drugs 
Carpentry 
Sculpture: Wood 
Photography: St ill 
Read/Write Russian 
Read/Write French 
Read/Write Latin 
Speak Polish 
Speak Russian 
NOTE: fluent In his native roungue: 
Pilot: Manual Transmission (suck) 
Pilot: Small Truck 
\V.P. Knife 
Dance 
Ice Skating 
Running 
Sewing: Basic 
Cook 
Study: Mus1c(p1ano) 
Combat Skills 
Attacks per Melee: Two 

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

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

LOOl' ·· IT'S 
L1,c;E" t-4E 'S 

, , srt9"WNr; 
TO EVERY 

WO~D we S AY 

German 98% 
98% 
98% 

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

Bonuses to Strike +3, Parr y +3, Dodge +3, Damag e none, 
Others: none 
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Personal Pr ofil e: Carl Von Croft is a tragic character; 
a good man haunted by his past. He was only a bor 
when the Nazi part y began to grow in prominence; a 
spirited political movement that seemed to revitalize 
a torn and splintered German>. A movement that inspired 
a new patriotism, a new spark of hfe for a new Germany. 
All thi s seemed most al luring to an 1ntelltgent youth seeking 
t o make his mark on the world. Von Croft 's genius and 
skill in medicine were noticed by an influential Nazi who 
quickly recruited the young man for special medical training. 
His craft was taught at the most exclusive (secret) Nazi 
schools of learning and eventually help ed develop medical 
and surgical techniques the world had never heard of. .. 
bionics, genet le manipulation, transplants, grafts, even 
clomng. Von Croft put his whole heart and soul inro 
his work making astounding advances in areas of science 
only a handful of colleagues underst ood; all for th e glory 
of Germany. Then came Hitler' s rise to head of state 
and war. 

With H1tler's purge of non-aryans, Von Croft's re
search was giv en a new direcuon; human ex perim entation . 
At first he was t old that his subJects were willi ng volun
teers, though he suspected orherw1se, soon, however, 1t 

was clear that they were not volunteers at all. Later 
there would be no pretense only nightmarish experimentation 
on living human bein gs. By th e time Von Croft realized 
what was going on he found himself as much a prisoner 
as hts victims. It 1s of little matter t hat he was the 
most hum ane of the butchers who sculpted and mutated 
living flesh without co mpassion. He saw atrocit ies that 
made the horrors of the concemra11on camps look tame . 
He saw his research, his innovauons used 10 inflict terrible 
pain, to create hideous monsters out of once human women 
and children . He saw rhe glo ry of Germany ... 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 
wi th the progress of th e allted troops, Von Croft was 
able t o escape; fleeing 10 Norway and then Sweden, but 
never escaping the memories. He was content 10 live 
out the rest of his life helping humanity as a doctor and 
friend 1n quiet seculsion. It was only a c hance meeting 
with Hammet Dash and learning of Dash's goals for a 
better world that rekindled a tin y flame of enthusiam 
in Von Croft's heart, for at last he'd be able to use his 
knowledge ro help a great many people . 

At New Haven Von Croft quietly works on projec t s 
that will help cure man' s ills . He is parti c ularl y essential 
in t reating, alt erin g and helping mutants and super beings 
who suffer from their unusual cond1t1ons. He also continues 
his experiments in bionics as a means to aid those who've 
suffered deb1htat1ng physica l traum a. 

Von Croft and Titan of the Justi ce Machine , have 
quickly become the best of friends . Perhaps they were 
drawn together by t heir mutual feelings of loss and guilt . 
(T11an, his family; Von Croft his loss of value and ideals) . 
They fulfill a psychological need in each oth er, a desperate 
need 10 have someone who can understand and sympathize 
without losing esteem. In many ways this father/son re
lattonsh1p 1s all that's holdrng both men t0gether, especially 
Tit an. 

Game Master 's Not e: Doctor Von Croft is ,!!Q!_ a 
want ed war criminal although he has his share of enemies. 
He hate s the Naz i ideals, regr etun g the day he had suc
c umbed to th eir propaganda . Today he is a humanitarian 
who would NEVER tak e another person's life even in self 
defense. He wants only to be left alone t o pursue his 
scienti fie/medical work . 
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Doctor Weekly 

Real Name: Vernon Weekly 
Alignment: Anarchist 
Attributes: I.Q. 15, M.E. 11, M.A. 15, P.S. 16, P.P. 14, 
P.E. 12, P.B. 13, Spd. 12. 
Age: 43 Male Weight: 160 Height : 6ft 
Hit Points: 66 S.D.C.: 42 
Disposition: Pleasant, friendly, courteous, cocky , arrogant, 
but noI snobbish . 
Power Catego ry: None 
Level of Experien ce: I 2th 
Level of Education: Ph. D Medicine 
Scholast ic Bonus: +40% (+3% 1.Q. bonus) 
Occupation: Doctor 
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Scholasti c Skill s (all include 
Basic Math 
Algebra 
Business 
Biology 

scholasuc bonuses) 
98% 
98% 
98% 
98% 

Boxing (high school) 
Pathology 
Medical Doctor (M.O.) 
Diagnostic Specialisu 
M1crob1ology 
Chemistry: Pharmaceuucal 
Chemistrv 
Crime Science/Forensics 
Political Science 
Economics 
Research 
Teaching 
foreign Language: German 
Pilot: Heli copter 
Swimming: Competitive 
Secondary Skil ls 
Swimming: Snorkle 
General Athle11cs 
Running 
Dance 
Computer Operation 
Au1omo1ive Mechanic: Basic 
Photography: Still 
Cook 
Sewing: Basic 
fishing 
Hun11ng (W.P. Rifle) 
PIiot: Automauc 
Pilot: Manual Transmission (stick) 
Pilot: Small Truc k/4-Wheel Drive 
Pilot: Single Engine Plane 
Read/Write Latin 
Read/Write French 
Speak Fren ch 
Study Travel/Exotic Geography 
Study Science-Fiction Literature 

Combat Skills (all bonuses included) 
Attacks per Melee : Two 

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

98% 
98% 
98/9 8% 
98% 
98% 
98% 
98% 
98% 
98% 
98% 
98% 
98% 
98% 
98% 
98% 
98% 
98% 

Bonuse t o Damage +I, Dodge underwater +2. 
Others: None 
Personal Profile: As colleague and once assistant to Doctor 
Von Croft , Dr. Weekly has the second highest medical 
posiuon in New Haven. His primary duties are examination 
of patients, Initial diagnosis and treatment recom mendations. 
Diagnostic and generally more conv enti onal cases are 
handled by him; only major surgery, or other complex 
procedures, demand Von Croft's attention. Doctor Weekly 
is an ext remely competent surgeon In his own right, and 
a whiz in the diagnosis and 1reacment of disease. Unlike 
Von Croft he has little LO do with genetics or mutation . 

Although not an unpleasant person, he is sometimes 
100 absorbed in his work and doesn't seem verv attentive 
when people talk to him. One might think he ~as a little 
scatte red but Dr. Weeklv does have a lot on his mind. 
Besides his medica l duties, he has a wife and two chi ldren 
who live with him ln New Haven. 

Taking care of his body, as well as his brain, the 
Doctor used 10 box and currently swims competitively. 
Aside from his medical studies, he has also found tim e 
to study several f oreign languages and read s science fiction 
to relax. 



Real Name : Gretchin Handleman 
Align ment: Unprincipled 
Attributes: 1.Q. 14, M.E. 11, M.A. 14, P.S. 14, P.P. 11, 
P.E. 12, P. B. 14, Spd. 14. 
Age: 32 Female Weight: 150 Height: 6ft 
Hit Points: 49 S.D.C.: 35 
Di sposit ion: frien~talkarive, courteous , self-confident; 
capable, reliab le. 
Power Category: None 
Level of Experience: 9th 
Level of Educatio n: Master's in Nursing 
Scholastic Bonus: +30% 
Occupation: Head of Nursing (R.N.) at New Haven 
Scholastic Skills (all include scholastic bonuses) 
Basic Math 98% 
Algebra 98% 
Calculus 98% 
Biology 98% 
Chemistry 98% 
Nurse 98% 
Paramedic 98% 
Computer Technology/Operation 98% 
Research 98% 
Business 98% 
Accounting 98% 
Radiation Technology: Medical 98% 
Psychology (che srudy of) 98% 
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Teaching 
Arr: Ceramics 
Pi lot: Race Car 
Swimmin g:S.C. U.B.A 
f encing (W.P. al l blade) 

Secondary Skil ls 
Hand to Hand: Basic 
Dan ce 
Swimm ing: Basic 
Dru gs 
A utomotive Mechanics: Basic 
Sewing: Basic 
Craft: Needlework 
Cook 
Read/ Write Latin 
Speak Greek 
Speak Spanish 
Pilot: Automatic 
Pi lot: Motor cycle 
Pi lot: Sm all Truck 
Pilot: Mot or/Speed Boats 
Pilot: Sail Type Boats 
Study Marine Life 
Study World History 
Fishing 
Combat Skills (includes al l bonuses) 
Atta cks per Melee: Three 

98% 
98% 
98% 

48% 
85/70% 
98% 
85% 
98% 
98% 
98% 
98% 
98% 
98% 
98% 
98% 
98% 
98% 
98% 

.Bonuses to Strike +2, Parry +2, Dodge +2, Damage +2, 
Roll with Punch or Fall +2, Pull Punch +2. 
l(jck Attack does 1-6 damage. 
Critical St rik e from behind. 
Knock Out/Stun on a roll of 19 or 20. 
Personal Profile: Gretchin Handleman is th e head of the 
Depanment of Nur sing in New Haven. She is also Dr. 
Weekly's special assistant . Since most of her tim e is 
spent scheduli ng ope r at ions, organizi ng work schedules, 
etc .; she is not involved in as much actual patient contact 
as she wou ld l ike . A dedicated worker since her first 
days as a nurse, Gretchin's managing and organiza t ional 
abilities came to the atte nti on of Dr. Von Cr oft who 
promoted her . 

An independent minded woman, her interests range 
from fixing her own car to studying marine life. However, 
though life isn't boring, she has added Dr. Weekly to her 
long li st of int er ests. The many hours they often spend 
together (espec ially during late night emergencies) has 
created a ce rt ain c loseness. Dr. Weekly is somewh at 
conf used and feels guilty about it. Grerchin does not 
Intend to do any har m and keeps te llin g herself It's okay 
and it will be over soon. 

Lynn 
Real Name: Lynn Burn ett 
Alignment: Scrupulous 
Attr i butes: 1.Q. 14, M.E. 10, M.A. 8, P.S. 10, P.P. 11, 
P.E . 12, P.B. 9, Spd. 14. 
Age: 23 Female Weight: 110 Height: 5ft 7in 
Hit Points: 26 S.D.C.: 20 
Disposition: ldeali~ naive, shy, timid, reserved, not 
sure of herself, but competent and reliable. The book
worm type. 
Power Category: None 
Level of Experience: 3rd 
Lev el of Education: four yea rs of College 
Scholastic Bonus: +20% 
Occupation: Nurse 

I 



Scholastic Skills (all include 
Basic Math 
Al1tebra 
Biology 
An: Ceramics 
Foreign Language: French 
Nurse 
Paramedic 
Chemistry 

scholastic bonuses) 
98% 
98% 
80% 
14% 
86% 
65% 
65% 

Computer Technology/Operarion 
Research 

75% 
95% 
70% 

Psychology (the study of) 
Study Art History 
Study Philosophy 
Business 85% 
Dance 
Secondary Skills 
Paint: Oil 
Palm: Wa1er Color 
Draw: Pencil 
Sewing: Basic 
Cook 
Play Gu11ar 
Pilot: Automatic 
Pilot: Manual Transmission (suck) 

70% 
94% 
78% 

80% 

43% 
43% 
47% 
75% 
74% 
66% 
98% 
96% 
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Drugs 
Electronics: Basic 
Speak Portugese 
Speak Spanish 
Study Anthropology 
Study Architecture 
Study Painun g 
Swimming: Basic 
Combat Skills 

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

Attacks per Melee: Two 
Othe rs: None 
Personal Profile: Drawn by New Haven and Irs great poten
I lal for good, Lynn has joined the grea1 experiment. 
Determined tO be an exceptional nurse, she is haunted 
by personal insecuriues that lie JUSI beneath the surface. 
She is, in fact, good at her work and will soon realize 
th a1 age and experience will displace many doubts she 
has about herself. She enjoys rhe arts, especially painting 
and music, and speaks foreign languages. Since her work 
brings her into contact with many eligible young men 
in New Haven, thoughts of marriage and family have begun 
entering her mind. 
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ANNIE 
Real Name: Annabel Goodman 
Alignment: Unprincipled 
Attributes: I.Q. 9, M.E. 10, M.A . 12, P.S. 19, P.P. 13, 
P.E. 16, P.B. 8, Spd. 12. 
Age: 37 Female Weight: 2 I 0lbs Height: 5ft 21n 
Hit Points: 54 S.D.C .: 46 
Disposition: Gruff, t0ugh, headstrong, cocky and confide nt. 
Enioys a good brawl and games of physical strength or 
skill. Loves children and animals with whom she displays 
a surprising gentleness. 
Power Category: None 
Level of Experience: 9th 
Level of Education: Special Training 
Scholastic Bonus: +20% 
Occupation: Gourmet Chef 
Scholastic Skills (all include scholastic 
Basic Biology 
Basic Math 
Business 
Music: Harmonica 
History: M1lnarv 
Foreign Language : Fren ch 
Cookmg: Basic 
Cooking: Gourmet 
Baking 
Pastrv Makm g 
Swlmmmg: Basic 
Wrestling 
Secondary Skills 
Body Building 
General Athleu cs 
Hand 10 Hand: Basic 
V. .P. Blunt 
Electroni cs: Basic 
Pil ot: Manual Transm1ss1on (suck) 
Pilot: Sail Boat 
Pilot: Motor/Speed Boat 
Study Wine 
Study Cooking 
Combat Ski lls (includes all bonuses) 
Accacks per Melee : Four 

bonuses) 
98% 
98% 
95% 
84% 
98% 
98% 
98% 
98% 
98% 
90% 
98% 

85% 
98% 
98% 
98% 
95% 
98% 

Bonuses to Strike +2, Parry +3, Dodge +3, Damage +6, 
Roll with Punch or Fall •3, Pull Punch +2, Save vs Toxins 
+I, Save vs Coma/Death +5. 
Ki ck Attack does 1-6 damage. 
Pin/Incapacitate (by holding) on a roll of 18-19-20 
Crush/Squeeze does 1-4 dam age. 
Body Block/Tackle does 1-4 damage, 60% likelihood of 
knocking an opponent down. 
Critical Strike from behind. 
Personal Profile: Annabel Goodman or "Annie" as she's 
known t0 everybody, 1s one of New Haven's many color ful 
c haracters. No, that one could tell by looking at her, 
Annie is New Haven's head cook; setti ng the guidelines, 
recipes and supervision of all N.H. cafeterias as well 
as her own private Gourmet restauran t in the co mmissary / 
business section. She is an excellent gourmet cook with 
full knowledge of nutrition and vitamins. 

Annie used to be a cook on a naval destroyer for 
15 years which accounts for her rough, bawdy, impuden ce. 
She enjoys nothing more than a good brawl or test of 
strength or skill. She herself was arm wrestling champion 
on the destoyer for f our yea rs In a row. She also spent 
three years as a professional wrestler before she Joined 
the navy and developed her culinary skills. Despite her 
hard demeanor, rough language and bull headedness; she 
1s a very conscien u ous, loyal and ca ring person. She's 
also capab le of astounding gentlene ss and co m passion 
when dealing with chi ldren and animals. When thmgs 
get rough you can always count on Annie. 
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Master-Mind 

MASTER MIND 
Real Name: Th omas Larkin 
Alignment: Anarchist 
Att r ibutes: 1.Q. 16, M.E. 12, M.A 11, P.S. -, P.P. -
P.E. 12, P.B. 3, Spd.(mechanical) 45mph . 
Age: 27 Male Weight: 651bs Height : 2ft 
Hit Points: 41 S.D.C .(mechanical) : 300 
Disposition: Cold, calm, arrogant, seemmgly emotionless, 
.logical, analytical. Suffers from traumatic amne&ia which 
blocks-out all recognition of having ever been human. 
Dislikes humans, preferring the company of machines. 
Power Category: Psionic (narural) 124 I.S.P. 
Psion ic Powers: Telepathy: range 340ft, duration: 24 
minutes, costs: 4 I.S.P.; enables him to read minds and 
communicate mentally. Telepathic probe: costs 6 extra 
I.S.P. ; an extended telepathy. Te lemechanics: range: 
touch or up to 5ft away, duration: 24 minutes, costs: 
IO 1.S.P.; allows the psionic to mentally communicate 
with and understand mac hine s, a sore of telepathy. Object 
Read: range: tou ch(or within 6 inche s for Master Mind), 
duration: instant, cost s: 4 I.S.P .; enables the psionic t o 
perceive impressions and images revealing bits of informa
tion abou1 the ob1ect. 
Secondary Psionics include: Detect psionics, hypnotic 
suggestion, mind block , six th sense, total recall, summon 
inner strength. See H. U., pages 74 and 75, for descriptions. 
Level of Experience: 7th 
Level of Educat ion: Mast er 's degree in Computers 
Scholastic Bonus: +30% 
Occu pation: Computer Technician 



Scholas ti c Skills (all inc lud e scholastic bonuses) 
Onl y skills that still apply co Master Mind 
Resear ch 98% 
Computer Technology/Opera ti on 98% 
Co mputer Programming 98% 
Comp uter Repair 98% 
Chemistry 98% 
Cryptography 95% 
Corporate Law 98% 
Surveillance Systems 95% 
Basi c Math 
Algebra 
Geometry 
Trigonometry 
Calculus 
Secondary Skills (only those 
Electronics: Basic 
Audio Communications 
Comb at Skills 

applicable) 

Psionlc At tacks Per Melee: Five 
Others: None 

98% 
95% 

are li sted . 

Personal Profile: Master Mind 1s <1 t rag1c l haracter whose 
brain -...a~ tr.;n5plunted into an environmental brain case/ 
life support um1 after his bod: w,is mangled in a terrible 
a('c1den1. '\lthouith he h..is adapted fc11rl> -...ell to th e 
transI11on, the 1rauma hc1s induced an amnesia like cond 1-
t1on whi ch has blocked all memory o f having ever been 
humc1n. The durauon and total11y or the mem or; loss 
1s probabl\ enforced through his psionic abilities . To 
complicate mauers further, the estranged little creature 
has developed a phobic disdain and par<1noIa about human
oids. for this reason he has refused t o be transplanted 
into .i robot or andrmd body which would make him con
s1derablv more human. · Instead Master Mind spends 
most of his rime among the com puters and machines 
he so loves . This phobia and growing d1sassoc1ac1on w1th 
humans could lead to tr ouble as Master Mind cou ld even
tually be swayed to join the forces of evi l In a cr usade 
against humans. He will be most suscepuble ro the 
co nniving, non-human psion1c leader of the Guardians , 
Big Brain. However, for the time being, he is a loyal 
and dedicated Citizen of New Haven keeping the computers 
and mechanisms opera11ng ar peak eff1c1ency . Wi th his 
telemechanic ab1iiues , Master Mind can pin point t he 
exact problem In an} machine w11hin minutes making 
h1m a diag nostic wizard without peer. 

Maste r Mind's environmental encasement is con
str ucted of tough metal al loys (S.D.C. 300) and given 
mob1l11v rhrough a series of powerful Jets (speed 45mph) . 

Robots 
ROBOTS IN NEW HAV EN 

Robo ts are fairly common-place in New Haven 
but are reserved primarily for 1ndus1rv and su ll considered 
t o be qu11e experimen t al. One of the proto t vpes being 
considered as a v iabl e commerc ial servant/tool is the 
Servn or model. Servitor Is a robor designed to act as 
a sort o f butler/servant, companion or body guard . The 
original model was Hammet Dash's personal aid program
med to do basic housework, act as r eceptionist , go- f or 
and game player/companion (chess, Risk and ot hers). 
That parucular unit was destroyed when it cried to pro
tec t Dash from Blood-Master; (J.M. com ic book issue 
.IIJ). 
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Fixit 

Another common robot, cons idered t o be ready fo r 
mass prod uct ion In New Haven (not fo r the world tn gen
eral) , is th e Fixit droid . Like the Serv it or robo t, fixir 
1s a type Ill robo t program med fo r mechan ica l and elec
t r on1c repair or assistance 1n such repairs . 
Fixit Vital Statist ics: const ru cuon: All st anda rd it ems; 
basic l ight body frame/non-humano id; tw o arms plus one 
r et ractable too l arm . Basic visua l/audio unn, voice sy n
thesizer and vocabular y. Programming: Mec hanical Engi
neerin g, Electrical Engi neering, Comp ut ers and Lock Repair/ 
Picking. Skill level is 96%. 
Special Addiu ons 
Rot ating Body Pans: hands and arms; standard strength 
equal 10 P.S. 16, + I to damage . 
Retra ct able Limb (one), equal to P.S. 10, can be built 
with a hand or with vari ous replaceable t ools. 
Hover Jet , maximum speed 60mph . 
Optics 
Infra - Red and Ultra-Violet: Range: 600ft 
Te lesco pic/Magnificalion Opti cs: Range: 600ft, Field of 
Vi sion: 6 f oot area. 
Sensors 

The various devices inc lude Heat, Moti on, Radia ti on, 
(See H. U., pg. 4 1, for descnpt 10n), Ex plosive Dete ctor, 
Radar Signal Detect or (See H.U., pg. 80, for descrip r ion) . 
Oth er Gimmicks include a search light and t ow l ine. 
NO weapons I 
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Servitor 
Servitor Vital Statistics: construct wn: All standard items; 
reinrorced bod1 frame (hcavv) and limbs; NO hidden 
or retractable limbs or weapon~. Basic v1sual/.tud111 unit 
and modula11ng voice svnthes1 ter c1nd vocabulan. T \'f)e 
Ill Rohm: Ar11f1c1..il Intelligence. S. D.C. 300, Weight: 
500Ibs. 
Special Add111uns 
Augmented Upper Body Strength: equal 10 P.S. 20, +5 
10 damaiie. 
Standard Lower Body Strength: equal t<> P.P. I fi, + I lt> 

damal!e, 
Standard Speed: equal 1,, ~peed Pf Jfi 
Standard Physi cal Prowess: equ8I 111 P.P. l!i, , I to :anke, 
parn and dodge. 
Rotatrng Body Pans: head, hand~ and upper I ors<• <"an 
ro t ate rn a full 360 degree urc le. 
Locking Joints: lod intn place and can't be moved or 
bent. 
Op11cs 
Nightsight: ningt> 600ft; ampl ifi es exIstIng IighI to see 
cleurlv In darkness. 
Infra - Red: range 600ft, picks up heat emana11ons. 
Sensor~ 
Radiation: detects and registers the arnouni of rachat1on 
v.11hin a 30ft radius of the rob01. 
Radio Com-Link Implant: a miniaturized radio transmitter 
and receiver. Range 0f 1ransmIssIon, 4 miles. 
Other Gimm1d.s 
Search Light: a flash-I 1gh1 t vpe device; range 30f1. 

Other Robots vary In size, shape and abil111es; usually 
designed for 1ndustnal or experimental purpose~. NONE 
are fitted w11h weapons or extreme str ength w prevent 
any serious acc1de111s. The onll excepuons are exo
skeletons Jnd occasmnal special robots designed 10 be 
contro ll ed direc1lv b) a human 1ntelligence. 
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The Free Force 
THE FREE FOR CE 

The Free Force ts New Haven 's officia l super-team 
currently co mposed of three heroes, th e Contr o ller , maste r 
of elec trt ch y, the free wheeling loud mouth, Night owl, 
and the st rongman, Havoc . All three men were willingly 
subJected to experI men ts co nducted in New Haven which 
have empowered them with abilities far beyond norma l 
men. All three serve as Jiving triumphs of Hammet Dash's 
conrroverstal, o fte n haz ardous, experiments t o c reate super
men. 

They are grateful t o Dash and , wtt h the exception 
of N1gh10,,.,I, complete lv loyal to him and the ideol ogy be
hind "Jew Haven. They consi der themselves, alone, co 
be the c hampions of thts secret city. Consequent ly , they 
resent Ihe addluon of the Just ice Machine who have usurped 
their ltmeltght. This has cr eated an unspoken rivalr y 
bet ween the two groups on the part o f the free Force . 

Game Master' s Note: You may want to add new 
characters 10 the Free Force. This cou ld be an excellent 
wav to integrate playing c-haracrers int o the New Haven/ 
Jus11ce 1\1.tchme environment. Or you may wish 10 c-reate 
a sister team of "Jew Haven super-beings, or a t ype of 
trainee program pending acceptance into the Free Force. 
The trio aren't going to be happy about another super
gn,up and wi ll make It a point t o exhIbtt th eir authority, 
experience .ind se111or11y over any new heroes. Ntght owl 
will be part 1cularly annoying, pr one to prat ical Jokes and 
lauding ove r embar rassing sItu a11ons. It's important to 
point ouI 1 hot whli e th e Free For ce are somewhat insecure 
and compe t11Ive the) are never c ruel , mean or vind1c11ve. 
After all the f.F. are pro fessiona l. 

The Controller 
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CONTROLL ER 
Real Nam e: Rick Bondshie ld 
Alignment : Scrup ulous 
Attr ibutes : I.Q. I 2, M .E. 14, M .A . 15, P.S. 17, P.P. 15, 
P.E. 11, P.B. 16, Spd. 15. 
Ag e: 30 Male Weigh t: 170 6ft 2in 
Hi t Point s: 4 1 S.D. C.: 60 
Dispositi on: Cocky, confident , resourceful; 1s the leader 
o f t he Free For ce, a super-hero team of New Haven that 
curren tl y 1ncludes Havoc and Nightowl. 
Power Categ ory : Experiment 
Super-P ower: Energy Expulsi on: Light ning/ele c m ca l. Abi lilies 
include L1ghtmng bolt doing 4- 24 damage, 350ft range, 
+2 co strike; Lightning touch does 1-6 damage by generati ng 
electric1ty around his body; Electrical field effects up 
10 a 30ft radius ca n be crea t ed up t o 90ft away, do ing 
up 10 6-36 damage 10 every person caughL in the fie ld; 
Lightning resistance: al I electrical energ ies do half damage 
to the Controller. In addition, the hero has learned 10 
use his knowledge o f electrical engineering to ac tivate, 
ope rate, and influenc-e elec tri ca lly operaLed mec hanisms; 
64% success rat 10. 
Leve l o f E,cperience: 61 h 
Lev el o f Educa ti on: Bachelo r 's of Science 
Scholasti c &nu s: +25% 
Occ upa t ion:Electri cal Engineer and Super Her o 
Scholast ic Skill s (all incl ude scholastt c bonuses) 
Basic Math 98% 
Algebra 98% 
Trigonometry 98% 
Physics 80% 
Calc ulus 98% 
Basi c Biol ogy 98% 
Drawing: Ink 92% 
Electr1cal Engi neering 95/85% 
Comp uter Technology / OperaLion 98% 
Mechamcal Engineering 95/85 % 
Survei l lance Syst ems 85% 
Pi lot: Single Engine Plane 
Pilot: Sm all J el 
PIi o t: MoLor/Speed type Boa t 
Hand to Hand: Expert 
Seco ndary Ski I Is 
Genera l Ath let ics 
Body-Build1 ng/Weight Li fling 
Ru nmng 
Swimming: Basic 
Prow l 
Fish1ng 
Hunting 
Cook 
Pilo t : Mo t orcy c le 
Pilot: Aut omati c 
P1 lot: Manual Tr ansm Isswn (s11ck) 
P ilo t: Sma ll Tr uc k 
Medical: First Aid 
Stu dy: Electr omcs 
SLudy: Phi losophf 
St udy: World History 
Stu dy: Mil itary Hist ory 

98% 
56% 
98% 
65% 
98% 
98% 
98% 
98% 
88% 
84% 
80% 
80% 
80% 
80% 

Speaks Spanish 82% 
Combat Skills (all bonuses are included) 
Atta cks pe r Mele e: Four 
&n uses to Strike +2; Parr y +3; Dodge +3; Damage +5; 
Roll w ith a Punch or Fall +3; Pull Punch +2; Body Bl ock 
does 1-4 damage; +I to strike. 
Ki ck Atta ck does 1-6 damage 
Personal Profil e: The Controll er ts a force ful, smooth 
as sil k lady-k 1ller , debonatr and soph1s11cated. Although 
his coc ky confidence someti mes colors his view of a si t ua
tion he Is a capable, dedicated crime fighte r. W1th t ime 
and expenence he wil l grow to be an excellent leader 
equal 10 Cha llenger . He is a good, honest man who always 
tries to do the right Lhing. 

As with all the Free For ce, Controller 's powers are 
t he di rect result of experiments at the hands of Hammet 
Dash and his men. This has instilled a greaI sense of 
ob liga t ion towa rd Dash and respect for the ideals which 



New Haven represents. However, both Controller and 
Havoc quest•on Mr. Dash's methods and someumes extreme 
punishments. This could possibly lead 10 a schism between 
the 1wo at some future tame. 

Night owl 
NIGHTOWL 
Real Name: Brdd P.irb 
Alignment: \narch1M 
Attributes : I.Q. 10, \1.E. 16, M.A. 8, P.S. 13, P.P. 16, 
P.E. 13, PA. 12, Spd. 22. 
Age· 25 Male Weight: 1901bs 
Hit Points: 31 S.O.C.: I 07 

6ft 4in 

Disposition: Cock\, arrogant, aggravating, braggart who's 
almost ulw.ivs cheer 1ul but extremely annoying. 
Power Category: Experiment 
Super-Power: fltght (\qngedl; N1ghtowl has d pair of living 
feather wings that enable him to auatn a maximum speed 
of 180mph. Bonust-~ include .3 to dodge when hovering 
or gilding; +6 to dodge a1 or near maximum speed; and 
• 2 to dama£e per -!Om ph of speed (-.9 max.). See II. U., 
paRe 111 for a detailed description. 
Level of EJtpenence 4th 
Level of Educauon: I wo vears ol College 
Scholasuc Bonus: I 2% 
Occupation: Super Hern - Vig1lan1e of Ne"' 1 laven 
Scholasuc Skills (all include scholastic bonuses) 
Basi \1 Jt h 98'\, 
Basic 8101<,g\ 12°~, 
f'a1n11ng: \\aier Col<•r 66% 
1 lorke, 
Gener.ii ,\1 hleucs 
Com put er Opt>r,H ion/ I echnolo,!\ 
Bus111e,s 
L< m ,ma<, 
Research 
foreign Language: Russian 
foreign Language· French 
Secondary Skills 
C,mput1 r Programming 
lm11ate Vmces 
P1to1: Automatic 
Pilot: S,t1I I ype Boats 
Cook 
Sey., tng (basic) 
Sleight of Hand 
Study: Biology Birds 
Hand to Hand: 8as1< 
Bodv Buald1ng/V.e1ght Ltfttng 
\\.P. Blade 
\.\'.P. Automatic Pistol 

92% 

60% 
40% 
98% 
90% 
82% 
80% 
42% 
70% 

Combat Skills (all bonuses are tnc luded) 
Attacks per Melee: five 
Bonuses to St r ike +5; Par r y +3; Dodge +6 ( + 12 a1 
speed), Damage none, Roll w ith Punch or f all 
Punch +2. 

+3; 

Body Block does 1-4 damage, + I to strike . 

max. 
Pull 

Personal Profile: "11ghto w l as a cocky, snobbish wise-guy 
character with an tntolerable arrogance and cutttng tongue . 
He has a wise- crack for every occasion, !ill le respec1 
for superiors or the Jaw, and as cursed w11h a deval-may
care confidence that Is both his greatest asset and most 
descruc11ve flaw. He has a nasty tendency 10 leap before 
he looks, compl etely certain that he can handle the s11uauon. 

N1gh1owl views the world w1th a sort of naive arro
gance (everybody 1s a "Jerk") Y.•1thou1 respect for anyone 
elses opinions, aultudes or values. This has gotten him 
inro 1rouble ume and time again, not that he can see 
11 that way. However, don't confuse this naivety, born 
of self-absorbt1on and superiority, complex with ignorance. 
!'.1ghowl 1s very perceptive, cunning, and fights his bat ties 
to wan. rhis can make him a treacherous, back scabbing 
opponent; quack and deadly. Whi le he's currently loyal 
111 thr free force and New llaven he is ltkely 10 betray 
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them 1f 11 wall greatly benefit him. Hoy.ever, he is much 
more l ikely to play both sides slmultaneously, jumping 
to the winning side when a winner is cleorl:,, apparent. 
I his guy as a classic- anarch1s1 alignment, but it doesn't 
mean that he'~ a co Y. ard or a compulsive back-stabber. 
lle's unhkelv Lo desert his fellow teammates an a fight 
and 1s extremely loyal to his best friend Havoc. 

Havoc 
I IAV OC 
Rea l Name: Michael Joburo 
A lignment: Scrupulous 
A ttri butes: 1.Q. 9, M.L. I 6, M.A. I 8, P.~. 24, P.P. I 0, 
P.E. 17, P.B. 13, Spd. 11. 
Age: 36 Male Weigh t: 2001bs Heigh t: 6ft 
Hi t Poi nts: 40 S.D .C.: 136 
Disposi ti on: Confident, good-natured, hot-tempered when 
angered . 
Power Catego r y: Experiment 
Super- Power: Extraordinary Physical Strength; adds extra 
S.D.C ., P.E., and P.S. (all have been added into the char
acter 's stats). Able to carry and throw up to 12,000lbs 
and lift as much as 24,000lbs, as a result of his unnatural 
strength. 
Level o f Experi ence: 5th 
Level of Educatio n: High School 
Scholasti c Bonus: •5% 



HEROES 
Puma 
Rea l Name: Daniel Matlock 
Al ignment: Scrupulous 
Attributes: 1.Q. 14, M.E. 14, M.A. 20, P.S. 24, P.P. 20, 
P.E. 20, P.8. 19, Spd. 26. 

i \ Age: 3~ Male Weight: I 80lbs Height: 6ft 2in 

~

7 ~ H1t Points: 37 S.D.C.: 80 
- Disp_o~ition: Intelle ctual, thoughtful, compassiona t e and 

sens1uve,yet skilled in the arts of comba t. A humanitarian 

Occupation: Mechanic and Super Hero of New Haven 
Scholastic Skills (all include scholastic bonuses) 
Basic Math 98% 
Basic Biology 70% 
Sculpture 71 % 
Au Io Mecham cs 80/60% 
Boxing 
Wrestling 
Secondary Skills 
Basic Elect ronlcs 
Expl osives (basic) 
Fishing 
Cook 
Pil ot : Automauc 
Pil o t: Manual Transmission 
Pil o t: Large Truck 
Pilot: Small Truck 
Hand to Hand: Basic 
Body Building 
W.P. Blunt 
W.P. Revolver 

65% 

98% 
90% 
98°,o 
92% 
64% 
88% 

Combat Skills (all bonuses are included) 
Auacks per Melee: Five 
Bonuses to Strike +2; Par ry +3; Dodge +3; Damage + I I; 
Roll with Punch or Fall +5; Pull Punch +2 
Knock Out/Stun on a natural 20 
Pin/Incapacitate by hold ing on a natural roll of 18-20. 
Crush/Sq ueeze does 1-4 damage (plus bonuses) 
Body Block does 1-4 damage. 
Personal Profile: Havoc, like Controller, is a reliable, 
trustworthy defender of Justice who's loyal to the people 
who created him. He oozes self-confidence but never 
overestimates his power or underestimates his foe. 

Despne his fv rmid able 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, capab le 
and 1nd1vldualis1ic. It' s his easy-going disposition that 
enables him to tolerate Nightowl when nobody else can 
stand him. Indeed, it is Havoc's friendship that often 
keeps Nigh1owl 1n line (a big brother relarionship). Any 
poor fool who would dare 10 seriously harm Hav oc would 
be subiect to Nighcowl's terrible vengeance . 
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and philosopher, he'd much rather spend his time in conver
sauon, or with children , than in combat. Courageous, honest, 
confident and sincere. 
Power Catego ry: Mutant 
Super Power: Animal Abilities: Feline. This super power 
instills the character with the abilmes of a particular 
type of animal; In this case a puma; a North American 
mountain lion. Abll1t ies include: Exceptional Balance, 
Agility, Nigh1vls 1on, Prowl and Climbing. Specific Stats 
and bonuses are all included in the Combat Skills listing. 
Level of Experience: 4th 
Level of Education: Three years of col lege 
Scholastic Bonus: +-I 6% 
Occupation: Law Enforcer and Teacher in New Haven 
Scholastic Ski ll s (al I include bonuses) 
Basic Math 
Algebra 
Basic Biology 
Computer Technology/Operation 
Anthropology 
Philosophy 

98% 
98% 
76% 
96% 
76% 
80% 
66% Teaching 

History of man 
History: World 

(anthropological/evolulion) 98% 

Foreig·n Language: French 
Economics 
Accounung 
Psychology (the study of) 
Paramedic 
Boxing 
Secondary Skills 
Body Building 
Runnin g 
W.P. Blum 
W.P. Revolver 
Hand to Hand: Martial 
Pilot: 
Pil ot: 
Pilot; 
Study 
Study 
Study 
Study 
Cook 

Aut omatic 
Manual Transmission 
Sail Boat 
of Literature 
of Philosophy 
of Music 
of Art 

Sewing (basic) 
Draw: Charcoal 
Sculpture: Clay 
Combat Skills (all bonuses included) 
Anacks per Melee: Five 

98% 
90% 
76% 
80% 
71% 
66% 

98% 
98% 
90% 
70% 
70% 
70% 
70% 
82% 
80% 
54% 
54% 

Bonuses to St r ike: •3 , Parry +8, Dodge •8, Damage •9, 
Roll with Punch or Fall + I 0, Pull Punch +4, Save vs Toxin 
-+3 and ~9 10 Save vs Coma/Dea t h. 
Karate K ick does 1-8 damage . 
Animal Abilities (Feline/Puma) Exceptional Balance 90%, 
Prowl 75%, Climb ~ rough surface 75%, Swim (basic) 
40%, Nightvision 50ft. 
Knock Out/ Stun on a natural roll of 20. 
Personal Profile: The Puma 1s a suave, handsome man 
of great physical strength and a mind that hungers for 
kn owledge . Despite his position as a law enforcer at 
New Haven he prefers tO spend his ti me reading, discussing 
philosophy, listening t o music (from Mozart to rock n' 
roll), or puttering around with a lump of clay or a stick 
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of cha rcoal . A renaissance man, Lhere are times when 
11 seems that there is nothing LhaL Puma is noL knowledge
able or. When not at work as a hero he finds pleasure 
at his second job as an instructor for one of the grade 
schools. 

While Puma is a humanitarian and intellectual he 
is not opposed to knocking a villain senseless if need 
be. Recruited to replace the cavalier show-off the Stalker. 
he 1s a recent addition co the rosters of New Haven' s 
superbe1ngs. Yet JO the short time he's lived there he 
has proven himself to be cou rageous, noble, and mercifu l. 
His even-handed diplomacy and firm, reassuring demeanor 
has won him the respect of all of New Haven . If any 
man was worthy o f the title "hero" it is this quiet, gentle, 
lover of ltfe and freedom. Considering his dispositi on 
ll Is little wonder that he and the alien, known as the 
Wanderer, have become the very best of friends . 

The Puma prefers t o work alone although he respects 
authority and works well in a group . He is an excellem 
hunter and stalker of human prey as well as a c lever 
amateur detectiv e. His ca t-like agility and bal ance enables 
him to move with the grace, speed and si lence of his 
name-sake. He acknowledges the other super heroes of 
New Haven, their territory and abilit ies, never tr yi ng 
to undermine them or intentionally show them up. Of 
all the superheroes he ls least fond of the fr ee f orce 
specifically, the Controller and Nightowl. 

Maxinor the Rebel 
MAXI NOR 
Rea l Name: Coqurl MaxInor 
Alignm ent : Unprincipled 
ALtributes: 1.Q. 19, M.E. 14, M.A. 22, P.S. 18, P.P. 14, 
P.E. 15, P.B. I 2, Spd. 11. 
Ag e: 51 Male Weig ht: 150 Heigh t: 5ft 81n 
Hit Points: 65 S.D .C.: 40 
Disposition: Tough, co nfident, hardened by his struggle 
t o over-throw t he Georwe ll Government: he has seen much 
hardship, 1n1ust ice and needless death. He is unwaverin g 
In his convIct1ons 10 free the people o f Georwell from 
the rul inii; despots. He is an incredibly magnet Ic person 
and the most influenual 1ndiv1dual on Georwell. 
Power"Category: Special Tra1n1ng 
Tr aining: Espionage: Cryptography 65%, D1sgu1se 75%, 
Cri m1nal Sciences/Forensics 70%, Investigative 70%, Pick 
Locks 66%, W.P. Energv Pi st ol , W.P. Energ r Ri fie, Hand 
to Hand: Expert, (The •5% skill bonus 1s Included in a ll 
espionage sk il ls) . NOTE: all skills are at 6th leve l pro 
fic tencv . 
Level of Experience: 12th level Sc1ent1Sl; 6th level Special 
Training/Espionage 
Level of Education: Ph.D Physi cs 
Scholast ic Bonus: +40% 
Occuptaion: Physi cs (experi menial resear ch) 
Scholastic Skill s (all include scholasuc bonuses) 
Writing: Non-Fiction 98% 
Biology: Basic 98% 
Business 98% 
Math 98% 
Algebra 98% 
Trigonometrv 98% 
Geometry 98% 
Calculus 98°"' 
Ph~i cs 98% 
Astrophysic s 98% 
Elect neat Eng1neen ng 98% 
Mechanic<JI Engineering 98% 
Laser Techno logy 98% 
Chemistry: Basic 98% 
Computer Techn ology/Opera, I0n 98% 
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Secondary Ski I ls 
Compu1er Programmi ng 
Aucom otive Mecha ni cs: Basic 
Audi o Com muni ca 11on 
Cook 
Pilot: Small Tru ck 
Pi lot: Aut omatk 
Pilot: Si ngle Engine Plane 
Study Earih World H1s1or, 
Read/Write Earth English 
Speak Earth English 
Speak Earth German 
Speak Eart h Spanish 
Speak Earth Russian 
Explosives: Basic 
Forgery 
Escape Artist 
Prowl 
Body Building 
Ice Skating 
Sw1mm1ng: Basic 

"In cludes espionage bonus of -+5% 

Combat Skill s 

98% 
98% 
98% 
98% 
98% 
98% 
98% 
98% 
98% 
98% 
98% 
98% 
98% 
55% (61 h level)* 
55% (6th level)* 
60% (6th level)"" 
6 1% (6th level)* 

Attacks per Mel ee: Four 
Bonuses 10 Strike +3, Parry +2. Dodge • 2, Damage +6, 
Roll wit h Punch or Fall +2, Pull Punch +2. 
Ki ck A t ta ck does 1-6 damage . 
Personal Profile: Max i nor "as once a f a med and h0nNed 
1nvemor, phys1c1st and humanitarian. He's probabll' most 
remembered as the developer of the D1mens1on Lock; 
a trans-dimensional telep ort ation devi ce that can bridge 



the gap between other world s tn the blink of an eye (one 
such world being Earth). A scrupul ous man of noble Ideals, 
hi s high positton in Georwell's government provided hi m 
with dtstrubing 1ns1ght int o its innermost workings . Further 
di screet Invesugati on revealed a carefully designed necwork 
o f corruption and evtl that ran to the highest polittca l 
off tees. He learned of bribes, manipulation , unenforced 
env1ronmencal laws and corruption of a ll kind~ . Worse 
vet, he discovered the government's control and encourage
ment of cn mi nal organt zations; poli c ,cal assassinattons 
and pol1c1es of 1nt1midation, terro rism and propaganda 
dispensed with bureaucratic even handedness . As if th is 
were not enough, he caugh1 wind that the Council Centra l 
was cons1denng I he feasibllit y of conquering other wor lds 
through the Dimension Lock. Prime target of debate: 
the planet Earth . 

Unfortunate ly Maxinor's discreet personal investiga
ti ons were far from discreet enough when dealing with 
powers such as the Council Central . He was quickly 
branded as a tra11or, conspiring against t he Seate and 
marked for apprehension and rehabilitatton (which would 
inevitably have led t o brainwashing and/or public execution) . 
Ho\\ever, Maxrnor was able t0 escape the Council 's attempt 
on hts life finding sanctuary with the fledgling rebel under
gr ound. Max1nor would quickly learn first hand of the 
governmem's cruelty as they purged the community in 
a ruthless search for rebel freedom fighters . He soon 
found himself activelv working with hts rebe l compatriots, 
purcIng his orgamzar10nal know-how and magnetic persona
ltt} co the development of a much more effective freedom 
movement. W1th1n a few years he fou nd hi mself the leader 
of a global network of "true '' patriots and guerril las strug- 72 

gling to restore their world. Throug h Max1nor's efforts 
many influential peop le were recruned adding greater 
strength to the rebe l movement . 

Yet, whi le the unde rground has grown s1gnif1canrly 
in strength and popu larity, arousing the suspicions of the 
most educated; they are still believed to be a dange rous 
coalttion of traitorous dissidents and criminals by most 
of Georwell ' s population. The government's propaganda 
has been f i rmly entrenc hed In 1he minds of its people 
i nsuring their absolute loyal!) . I t Is the penetrauon of 
the government's decades of lies and condition i ng that 
has proven to be the underground's mosr difficult task . 
The re-educauon of a disbelieving people, who would gladly 
destroy what they prece1ve as a chrear to their life and 
country, often seems impossible. Knowledge is a great 
weapon but truth can be sadly elusive. 

The Justice Machine's alleged alliance with the rebel 
leader, Maxinor, has onl_l' served t o fuel the paranoia 
among the District Tribunals and lower government, Insp1r
ing them to step up their persecuu on of all dissidents . 
Thts has prompted the government powers, including the 
Council Central, to consider taking more aggressive acuon 
against Max1nor and the Justice Machine even 1f II means 
sending agents to Cart h. These actions are likely to include 
sending hunter droids (robot assassins), specia l operatives 
(Terror Troopers), assassins, the Guardians or an~1 possible 
combtnauon of these. 

Maxinor's fourteen )ears as leader of the underg round 
has taught him much in the wavs of subversion and espio
nage. Dur ing chesf> years he has exper ienced much sorrow 
and endured mam hardships; ordeals which have hardened 
htm t o the patn of others. People suffer tn any war, 
it 1s something one must come to accept tf he's to endure. 
Although hardened by the tragedies of this silent war 
Maxinor 1s not biuer or cruel, but clings despera1ely to 
hts ideals and will die a humanitarian; champ ion of freedom 

Fearful 1ha1 the Georwe l lian government might esca
the1r domrnance to include the plane, Earth, he has 

chosen 10 enl ist the aid of an Earth organization that 
co uld both defend their planet and aid ht m in his crusade, 
New Have n. In many respects Max1nor and Hamm et Dash 
are very similar . Both are driven by their ideals, bo1h 
are honorable men, both wage war against inJUStice. The 
difference is that Maxlnor is a general in a global, political 
con fl ict and has no delusions of power or desi re of self 
glory (the same canno1 be said of Dash). Max1nor has 
no personal want of reward or immortality, ins t ead he 
f ights for ideals t hat have transcended any personal goals . 
His quest to free his people mot i vates his every tho ught. 
He has learned to view I t f e through I he eyes of a general, 
al ways deciding what must be done, why, when, and who's 
best for th e Job. Through 1hese eyes he sees only al l ies, 
enemies, plots , strateg~· and positton. He has no time 
for pleasantries. Any socializing on his pan is real l y 
reconnaissance or recru11 ing In disguise. 

At Ne" Haven , Max i nor enioys top securtt y clearance, 
has full access to a ll facili t ies, and has become good 
friends w11h Hammet Dash. He has assis1ed Dash's people 
tn stab1liz1ng the the r mo-core energv taps which power 
most of New Haven and has also assisted in the sea-plam 
synthesizing food uni1s. Most importantly, he has alerted 
Dash of Georwell's polHtcal structure, history, corr uption, 
goals and intent of possib ly invading the Earth . He has 
also constructed a dim ension lock char con nects New Haven 
to a number of dimensiona l gateways scattered across 
Georwel l at his r ebel strongho lds. Only Maxinor, Dash, 
Youthquak e, and Chall enger have authorization to use 
t he di mension lock . 

Maxtnor 's stay at New Haven ts nor his fi rst time 
on the planet Earth. N i neteen years earlier he was pan 
of an exploration party sent to Earth through the first 
di mension lock pro10-type . It was his Job ro oversee 



the construc-uo n of an Earth-side unir for the return trip 
to Georwell. During hts fifteen months here he met, 
and fell in love w1th, an Earth woman. Upon his return 
to Georwell he lost all co nta ct with his other dimensional 
love. Thirteen vears later thev were untted . It was only 
t ht-n that he learned of his handsome son Robert. All 
1hree returned to Georwell where Maxinor and his love 
""ere wed and the three lived 10 relauve happiness. A 
happ1nes~ cut short two vears later when a government 
assault on his rebel str onghold killed hi s wife and tw o 
dozen nthers. Robert Max1nor or Yourhquake as he's 
been dubbed b1 his far her, a mutant, feels no malice 
toward h1~ father bu1 has elected to return to Earth rn 
pursue a normal life. 

Youthquake 
Real Name: Rt•ben Max1nor 
Alignment: Lnpr1nc 1pled 
Attributes: I.Q. l 6, \1.f. 14, 'v1.A. 14, P.S. 20, P.P. I 5, 
P.F. 14, P.B. 20, Spd. 14. 
Age: 19 Male Weight: 160 
Hit Points: 25 S.D.C.: 69 

Sf t 

D1spos1tion: Friend~1et, 1ndependen1, overly self con fi
dent, rebellious. Ha~ no asplrauon 10 follow his father 
as a rebel liberator or super hero. Rather he 1s caught 
up In the free-wheeling exuberance of youth . 
Power Category: Mutant 
Super Power: Cont rol Elemen tal Forces/Earrh: Abil1t1es 
tnclude; Encase in Earth: range : J 20ft; Haul Earth: range: 
90f1, damage· varies; Quicksand: range: 6ft radius; Rend 
Earth: range: up to 260ft away; 15ft wide, 20ft deep, 
40ft l0ng crev ice; Sand/Dust Storm: range: 30ft radius, 
up to 180ft away, victim 1s - 4 to strike, parrv and dodge; 
Tower of Earth: range: 90ft, height 36ft, w1dt h 18ft; 
Wall of Earth: ran1:e: 120ft. SEE H.U., pgs 105- 106 for 
det alled descri puon. 
Level of Experience: 3rd 
Level of Education: CCll lege, one year. 
Scholastic Bonus: +8°m (+3% 1.Q. Bonus) 
Occupation: Student/Manual Labor; part ll me. 
Scholastic Skills (all include scholasuc bonuses) 
Basic Math 98% 
Algebr.1 92% 
B1<,lo~,: Bc1sic 58'\o 
Computer 1 echnolog,·/Opercu 100 83% 
Computer Programming 63% 
Economics 66% 
Business 76% 
World H1storv: Earth 65% 
Speak/Read/Wrne Georwell1an 77%* 
Boxing 
*Raised on Earth, he also speaks and understands English. 
Secondary Skills 
Running 
Swimming: Basic 
Dance 
Hand to Hand: Basic 
Pro" I 
Study· Earth Literature (classics) 
Cook 
Sewing: Basic 
Pilot: i\101orc_vcle 
Pi lot: Automauc 
Combat Skills 
Attacks per Melee: Five 

55% 

46% 
65% 
74% 
75% 
84% 
98% 

Bonuses to Strike none; Parry +4, Dodge +4, Damage +5, 
Roll with Punch or Fall: +4, Pull Punch .. 2. 
Kick Attack does 1-6 damage. 
Personal Profile: Youthquake is t orn between his feelings 
for his father and his own needs. He loathes the idea 
of war and isn't even sure that the con fli ct on Georwell 
inv olves him for he considers himself to be an Earth-man 
not Georwelhan. Nor does he have any desire ro become 
a so called "superhero": he'd rather live a normal human 
life. 
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Currently Robert Max1nor (Youthquake) lives 10 the 
New York burrough of Queens, attends a local un1vers1ty, 
works part ti me as a keypunch operator, en Joys most con
temporary music, boxing, and close association wtth creative 
people his own age. He has yet t o find any one direction 
to pursue, but is quite busy learn1ng to live. 

Maxinor has tried 10 give Robe rt enough space to 
make his own decisi ons about his loyah les, purpose and 
use of his super powers, but has still found II necessary 
to enlist his aid on a number of occasions . This has pro
vided Robert with knowledge and access to New Haven, 
as well as securitv clea rance for access t o the Dimensional 
Lock housed the~e. He is familiar with most of New 
Haven 's essenual personnel including: Hammet Dash, Smitty, 
Doctor Von Croft, the Free Force and the Justice Machine. 
Surprisingly, Robert seems unimpressed by the secret society , 
its wonders and its heroes. He has resisted recruitment 
by Dash, Smitty and the Free Force and so refuses to 
become a super hero tha1 he will not wear a costume 
or even a mask when assisting Maxinor. 

Nebo 
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Real Name : Rapheal Nebow11z 
Alignment: Anarchis t 
Attribute s: !.Q. l O, M.E. 12, M.A . 9, P.S. 18, P.P. 16, 
P.E. 20, P.B. 6, Spd. 10. 
Age: 30 M ale Weight: I 70Ibs Height: 5ft 
Hit Points: 41 S.D.C.: 72 
Disposition: Anti-social, reclusive, quiet; feels he doesn't 
fit in with people. Mela ncholy and frustrated; he co uld 
be a nice guy, even heroi c under the right circums tan ces. 
However, he could just as easi ly be turned to evil. He 
has a sofr spot for children. 



Power Catego ry : Special Training 
Tralning: Architectural Design/Engineering 65%, Industrial 
Engineering 70%, Electrical Engineering 75/85%, Mechanical 
Engineering 75/65%, Metallurgy 70%, Laser Technology 
65%, W.P. Energy Pistol (laser) . 
Level of Experience: 5th 
Level of Education: One year of College 
Scholastic Bonus: +8% 
Occupation: Mechani ca l engi neer and repair 
Scholasnc Skills (all include scho lastic bonuses) 
Basic Mmh 98% 
Algebra 98% 
Geometn 93% 
Calculu~ 78% 
Physics 58% 
B<1SIC B10l0g\ 73% 
Sculpture: 'Viet.ii 66% 
Wrestling 
Fencing ('i\.P . .ill Bli.!de) 
Basic Chem1strv 
Secondary Skills 
Bodv Buildrn11;/We1,!!ht Lift Ing 
Climbing 
General :\thle11c s 
Hand IO Hand: Basic 
Conk 
Sewin.1,1 (basic) 
Computer Operatwn 
Pick Loe-ks 
Aucomouve Mechanics (bas1cl 
Pilot Automatic. 
Combat Skills 
Attacks per Melee: Four 

73% 

35/50% 

90% 
85% 
90% 
60% 
75/65% 
98% 

Bonuses to Strike +3, Parry +4, Dodge +4, Damage +5, 
Roll with Punch or Fall +5, Pull Punch +2, +3 to Save 
vs toxins and +9 vs coma/death. 
Body Block/Tackle does 1-4 damage, 50% chance of knock
ing an opponent down, ~1 to strike . 
Pin/Incapacitate (by holding) on a roll of 18-20. 
Crush squeeze does 1-4 damage. 
Personal Profile: Nebo is industrial engineer specializing 
in the maintenance and repair of the miles long access 

corridors and vents of New Haven. He is a reliable, cap
able worker who actua l ly lives in a secluded little compart
ment o ff one of the main junction tunnels. He's not 
particularly sociable, tend s 10 be withdrawn and grunts 
rather than articulates his word s. Nebo prefers the soli
tud e of his tunnels for he is extremely self consc ious about 
his looks believing himself to be uglier than he really 
is. 
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This sad little loner is not an evil or cruel man 
only insecure, full of self-recrimination and lonely . How
ever, his biuerness and low self esteem cou ld make him 
an easy target for evi l persons to use as their pawn. 
Likewise, the right circumstances could mold Nebo into 
a hero . 

Although Nebo doesn't pantcularly enJoy lif e he 
has no ambitions for wealth or fame. He enjoys his work 
and feels safe in the buzzing tunnels that honeycomb 
New Haven. 

Nebo's weapons include a 
(with various attachments) and 
maximum range 5ft, damage: 1-8 
ferent setungs) . 

gun-like welding torch 
a laser pistol. Torch: 
or 3-18 or 6-36 (3 dif-

Laser pistol : range: 300ft, damage: 4-24, energy capacity: 
8 charges, rate of fire: 4 blasts per melee. Nebo also 
carries a knife (1-6 damage) usually in his boot, 2-4 grap
pling hooks ( 1-6 damc1ge) and two separate rolls of rein
forced cord (240 ft each) . His costu me has several belts, 
hooks and straps for attaching the rope and tools when 
working in the tunnels . Of course he usuall y hds a number 
of tools that con be used as weapons such as a hammer 
(does 1-6 damage), scre\1 driver, spikes and other smal l 
hand held 1tems (all do 1-4 damage). 

The Wanderer 

WANDER ER 
Real Name: Zad 
Ali gnment: Principled 
Attributes: 1.Q. 15, M.L 18, M.A . J 8, P.S. I 6, P.P. I 8, 
P.E. 14, P.B. 12, Spd. 20. 
Age: I 076 M ale Weight : 190l bs Heig ht : 8ft 
Hit Points: 66 S.D. C.: 372 
Disposi ti on: Gemle, compassionate, honorable 
Power Category: Alien 
Super Power : Energy Expulsion: Solar. Light Blast that 
is basical ly a Lype of laser beam that emanates from 
his eye plate. Range: 720ft, Duration: instant, Attacks 
per Me lee(with the laser): three; Bonus to strike(with laser 
beam) +2, Damage: 5-30. Bend Li ght: an ability to bend 
and separate light color creating a beam of colo r. Range: 
960ft, Duration : instant or prolonged; Attacks per Melee 
(with light beam): two; Bonus to strike (with light beam): 
+2, Damage: none. NOTE: this light beam can be used 
to deflect laser beams; +2 to parry lasers. Radiate Li ght 
enables the alien to generate light like a living light bulb. 
Range: 25ft radius; light intensity equal to 4800 watt s 
o f light (quite blinding) . Radiati on Resistant: radiation 
does 1/3 damage; fire, heat, cold, and ocher energy does 
full damage . NOTE: all abiliues are reduced by half 
at night or in total darkness. Exposure LO 15 minutes 
of sunlight or intense light will recharge him to full power. 
SEE H. U., page 110 for detai led power description. 

The Wanderer is from a world with an extremely 
abrasive atmosphere whi ch has resulted in an extremely 
tough, thi ck skin. This skin provides a natural body armour. 

Communication 1s accomplished through a code of 
light pulses or flashe s fr om his eye plate . He has recently 
mastered Earth's Morse Code . Otherwise the Wanderer 
is mute . 

Level o f Experience: 12th 
Level o f Education: Master's Degree in Anthropology 
Scholastic Bonus: +20% 
Occupati on: Anthropologist 



Scholastic Skill s (all include scholasuc 
Basic Math 
Geome1n 
C.ilculus 
Physics 
Crvptogr.Jphy 
Medical: Paramedic 
Computer Technology/Opera11on 
Chemistrv 
Chem1stq Analyucal 
Anthropology 
Archaeology 
B1ology 
801any 
·\c-robaucs 
Sw1mm1ng: Compet111ve 

bonuses) 
98% 
98% 
98% 
98% 
98% 
98% 
98% 
98% 
98% 
98% 
98% 
98% 
98% 
98% 
98% 

Secondary Ski ll s: Unders1ands Eanh German 
Understands Earth Russian 
Unders1 ands Earth Spanish 
Understands Eanh Arabic 
Unders1nnds Eanh English 
S1udy: E.anh Computers 

and Morse Code 

Sc udv: Earth Soc1ety/H1story 
Body Bu1lding/We1ght L1f11ng 
Cllmbinl( 
Running 
Hand 10 Hand: Basic 
Basic Electronics 
Drugs 

98% 
98% 

63/78 % 

98% 
98% 
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Cook 
Se" Ing (basic) 
Pllo1: Mo1orcvc le 
Pilot: Au1oma11c Car 
Pilot: Sall Type &acs 
Pllo1: Twin Engine Pline 
PIiot: Single Engine Plane 
Combat Ski ll s (includes all bonuses) 
Attacks per Melee: Six 

98% 
98% 
9go., 
985 
98% 
98'\, 
98% 

Bonuses Lo Strike •4, Parry +6, Dodge •6, Damage +3, 
Roll with Punch or Fall +4, Pull Punch +2. 
Kick ALta ck does 1-6 damage 
Critical Str ike on a roll or 19-20 and from behind. 
Knock Out/ Stun on a rol I or 19-20. 
Ocher Abilities: Leap 18ft high and 19ft long, Ba,·k flip 
98°,o, Climb Rope 98%, Excellent Balanc<' and Sense of 
D1rec11on 98%, Walk 11gh1-Rope 98%, Pro" I 98%. 

Personal Profile: The Wanderer 1s a refugee from a d1s1ar11 
plane1; h1s own plane1 des1royed in a natural upheaval. 
I lis world des1 roved, he Is presumablv the last of his race. 
I 1ke the Just ice Machine the Wanderer has, ai le::is1 cemp
orarih·, Jdopr ed the plane1 Earth and New Haven as his 
home . 

As an ant hropolog1s1 1 he Wanderer spends most of 
his ume studv1ng Earth's history, 1echnology, and socieues . 
Although he •~ not conds idered a super hero he will help 

defend New I laven and his friends as fiercely as any o f 
1he Jusuce Machine. He Is a competent combatant, but 
Is a gentle compassionate 1ndiv1dual who loa t hes war . 
The Wanderer would much rather spend his time exploring 
1he wonders of life and the beautiful crea11ons of senuenc 
beings such as music and an (he's fana1 ical lover of Earth's 
MozanJ. 

The Wanderer 's helme1 completely encases his head 
serving as pro1ecuon and as a life suppon sys1eni (although 
he's capable of breaching E.Jnh's owgen a1mosphere; he 
prefers 1he filtered, purified air of his helmet). The helmc1 
.Jlsr, has one l-1rge eve plate from which his communI
CiJt ion ligh1 pulses and laser emanates . 

The tall , lJnky alien Is much respl'cted and loved 
bv mosI of the inhabiti;nts of New llaven with the no1able 
exc-ep1Ions of Doctor Vari:os, Warhead and Von Geise. 

The Forever Man 
Real Name: Tarren 
Alignment : Scrupulous 
Auributes : 1.Q. 15, \1.C. 17, M.A.. 16, P.S. 16, P.P. 15, 
P.E. 20, P.B. 15, Spd. 20. 
Ag e: 10,000 yrs. M ale Weight : I80Ibs Height: 6ft 4111 
I lit Points: 92 S.D.C.: 75 
D1sposi1ion: Gencle, compassiona1e, sincere, hones1; greacll 
aware of the frag1li11 of 1he human cond111on. He Is warm, 
fri endly, but qu1e1 and full of melancholy from 1he cen
turies of war he's experienced. Ded1ca1ed 10 truth, Jus1Ice 
and freedom. 
Power Ca teg ory: Hardware 
Weapons and Gimmicks: The foreverman 15 an 1111ergalacI 1c 
warrior with a number of spec ial high-tech 11ems. En
vironment al Battle Armour: a spec ial re1nforc-ed space 
su11 designed for comba1 . Includes all 1he usual necess11Ies 
of a space su11 such as computer co111rolled life support 
sys1em, independ ent oxygen supply and purge sys1em, i111er
nal coo lin g and 1empera 1ure co m ro l, i nsulation, radial 1011 
shielding , 1empera1ure resistant, fire re sIs1anc, radio, gas 
f1l1enng and c1rcula1ion system and so on. 
Noteworthy Highlight s 
Pr otec tiv e met al alloy body plate s: S.D.C. 600, A.R. 16 
(onlv rolls to stri ke of 17 or higher do damage .) Body 
pla1es arc repl aceab le. 
Limited exo-skeleton: increases P.S. 10 25, P.P. 10 20; 
bonuses: +10 t o damage, +3 co s1nke: Leap up 10 20 fee1 
high or long. Can earn· or 1hro\\ up to 3000Ibs and 11ft 
up co 6000Ibs . 



ll elmet equipped -..1th n1ghts1gh1 (light amplification), lnlra
re, and ultra-violet opt tc system. Maximum range: I200f1. 
Therm o-1mager (heat sensors th·1t convert infra-red rad1a-
11on int . a v1s1ble 1m.ige): see~ in darkness, shadows and 
throu11h smoke, ranRt' 600 feeI. Telescop1c/b 1noculars w11h 
1ar1:e1 s111h1: range· 2200feet, field of vision: 10 foot 
radius. Audio amplil1er can pick up and amplify a whisper, 
ranize: 30 feet. I! c.in also be patched into bugging equip
ment IncrcJsmg II s range to 1200 feet. L1ngu1suc trans
lator can compute ,rnd Inrerpret 200,000 different languages 
(1nclud1ng Geor-..elilJn and all Earth tongues) . Standard 
radio communtca11on system, maximum range: 20 miles. 
In add11ion to the 1ud10 and visual equipment, the helmet 
ha, a bu1h in dIsplav panel, tinted, one--..a> face panel 
and reinforced armour plating. 
Sensors Include: mouon, heat, radiauon, range: 200 fee t ; 
electro111c bug dete< tor, explosive detector, radar signal 
detector and micro" nc detector, range· 80 fee1. 
Electro-adhes ive pads, bu1h into environmental body armour 
hands and leet; adhere 10 am metal substance . Range: 
touch . 
Retract able cla ws built into 11loves above the knuckles 
d each hJnd. Ext rem el) sharp, nearly indestructible met al 
all~ys; doe~ 2-12 dama~e (plus P.S. bonuses) per punch 
or sv. 1 pe. 
Mi ni-Jet pack: maximum speed 15mph, maximum fuel dura-
11on 30 rninuIes, designed more for extra boosts tn combat 
and space· maneuvers. 
Weapons 
ProJecule Wrist blaster: range: 90 feet, cartridge capactt, 
six: can fire explos1H· proJeCtlles that do 4-2 4 or 6-36 
damage or can fire tranquilizer darts (savi ng t hrow 15 
or higher, takes effect w1thIn 1-4 melees). 
Mini-laser rod concealed In left boot; range: 300 feet, 
20 char~cs, does 4-2.J damage. 
Mini-Grenades attached to the cuff of the gloves, designed 
10 explode only after the proper co de has been punched 
on the particular grenade. Includes: 5 explosive (does 

5-50+ 10 damage), 5 knock our gas, 5 paralysis (nerve gas), 
and 5 tear gas. 
Parti c le beam rifle: Range: 1800 feet; damage: 5-50 on 
an indi rect hit or nick (a roll of 11- 17 to strike), 5-50+25 
on a direct hit (a roll of 18 or higher) . Energ, capacny: 
I O blasts per energy clip. 
Level of Experi ence: 151 h 
Level of Educ ation : M1l11ary Specialis t and Deep Space Pilor 
Scholasti c Bonus: + 15% 
Occ upati on: Soldier 

Scholasti c Ski lls (all include 
Al l skills are equiva lents 10 
Basic Mach 

scholasuc bonuses) 
Earth ski l ls. 

Algebra 
Tngonomecn 
Geometr) 
Calculus 
Medical: Paramedic 
Physics and Ast ro-PhySll'S 
Nav1gauon: Space 
W.P. Energ} Rifle 
W.P. Energy Pisto l 
I land to Hand: Expen 
Gvmnasr1cs 
Boxin1.t 

Secondar y Ski lls 
Body Building/Weight L1 f t Ing 
Swimming: competnive 
General Al hlet ICS 

W.P. Blunt 
W.P. Blade (alll 
W.P. A utomauc Pistol 
W.P. Rifles & Shotguns 
Computer Operation 
Computer Programming 
Elect romcs: Basic 
PJ!ot: Automatic 
PIiot: Al l Basic Planes 
Studies Poetrv & L1terature 

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

98% 
98% 
98% 
98% 
98% 

Combat Skill s (include~ all bonuses) 
Atta cks per Melee : Seven 
Bonuses t o Strik e +6, Parry +8, Dodge +8, Dama ge •6, 
(or +15 in his exo-s"eletal combat su1t), Roll with Punch 
or fa ll •IO, Pull Punch +4, Save vs Tox ins +3, Save vs 
Co ma/ Death •9%, Save vs Psionics • I. 
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Ki ck Att ac k does 1-6 damage . 
Knoc k-Out Punc h on roll of 18-20 
Critic a l Strik e fr om Behind does triple damage . 
Death Blow on a roll of a "natural" 20. 
Climb and climb rope 98%, excellent balance 98°'o, back 
flip 98%, prowl 98%. 

Personal Profil e: The f oreve r man is a soldier from a dis
tant galacuc war . He has landed on Earth, temporarily, 
10 make minor repairs on hts space ship . This 1s his second 
vIs1t to Earth, the f irs t being almost 9,000 years ago. 
Accepting the hospi t ality of New Haven, the Foreverman 
has dec ided 10 take a f ew moments t o res t and r ecuperate 
before he begins his long Journey back to his native galaxy 
and the war . It' s during his brief tenure at 'lev. Haven 
that he and Blazer fall In love. When he leaves he breaks 
Blazer 's heart. Unable 10 forget the gent le war rior, she 
plans 10 leave wn h Zad, t he Wanderer, when he's co mplet
ed repairs of his own space vehicle within the next few 
months . Whether or not Blazer actual!~ goes Is up to 
the Game Masc er. It could, as II would in the comic 
book, serve as the perfect s11ua11on to get the Justice 
Machine into a space fantasy . However , in game context, 
i t may not be appropria te for a part ic ular campaign 10 

embark on a space adventure . If this is the case, simply 
have an agonizing Bla1er decide that she cannot leave 
(because her friends need her, or the J.M. are in danger) . 
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Real Name: Laura Barnes 
Alignment: Lnprinc1pled 
Attrtbutes: 1.Q. 13, M.E. 11, M.A. 20, P.S. 19, P.P. 20, 
P.E. 20, P.B. 22, Spd. 26. 
Age; 25 Femal e Weight: 135 Height : 5ft 81n 
Hit Points: 49 S.D.C.: 50 
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Disposition: Clever, alert, stree1-...1se, courteous, hospnable; 
fr iendly but c-aut ious. She has a great deal of stage pres
ence and enJoys the adoration of I he crowd. 
Power Category: Special Train1ng/Phvs1cal 
T ra ining: lland to Hand: Marual Ans, acrobaucs, general 
a1hlencs; swimming, compe1it1ve 98°.,, escape an1s1 78%, 
sleight of hand 59%, pick locks 73%. 
Level of Experience: 81 h 
Level of Educa t ion: 1111th School 
Scholas t ic Bonus: ~5% 
Occupation: rmertainer bcape Artist 
Scholastic Skills (all 1m ludP scholast 1c bonuse~) 
Basic Math 98% 
Basic B1olog, 
Dra-... mg. Charcoal 
f ore1gn Lanituu,1te: French 
H1s1 on: American 
Secondary Skills 
Disguise 
P,C'k Pocket~ 
Carpentn 
Drugs 
Electronics: B.:is1c 
h.plos1ves: Basic 
Carpen1n-
l\1ed1cal· first Aid 
P1lo1: M01orc-vcle 
P1lo1: Automauc 
Pilot: Race Cc1r 
P1lo1: Large Truck 
Comb at Skills 
Atta cks per Melee: five 

98% 

70% 

75", , 
98% 
80% 
60% 
70% 
92% 
980,,, 
98% 
82% 
72% 

Bonuses t o St rik e +6, Parry +7, Dodge +7, Damage +4, 
Roll wi th Punc h or fa ll +6, Pull Punch +5, •3 save vs 
toxins , +9 save vs co ma/death, 70% to charm or impress, 
65% to invoke trust or 1ntim1da11on. 
Karate Ki ck does 1-8 damage. 
Judo Throw does 1-6 damage. 
Climbing 68/88%, Cllmb Rope 98%, Walk-tightrope 98%; 
Leap 20ft high, 21ft long, Back Flip 96%, Prowl 85%. 
Excellent sense of direction 98%, sense of balance 98%. 
Personal Profile: Ms. Liberty is currently a world renowned 
escape arust and circus performer. Billed as the "world's 
greatest escape and quick change artist", she enioys com
mercial and f1 nanc1al success. Il er currem celebmy st ut us 
beltes her humble origins. Born on the lower East side 
of 'Jew York (slums) she lived 1n povert} -...11h a savage, 
drunken father and a beaten, subm1ss1ve mother. Con
sequently she spent as much ume awa} from home as 
possible, growing up in the streets. Street-wise and des
perate for acceptance, she Joined an all girl street ganit 
which she would event uall} lead. However, the rough 
and tumble world of 1n11m1da1ion and treachery of the 
streets was 001 the world she desired. 

One d,l\ fate dealt out a crueler hand than usual 
when Ms. Llbenv's rather beal her mother lo death. 
lier father imprisoned, she wa~ sent to a foster home 
which she promptly ran a-...ay from. By ehance the four
teen year old girl stumbled across a second-rate circus 
where she found work and made fast friends. The owner 
of the circ us took the girl under his wing, making her 
his sur rogate daughter. It was with his 1nstruc1ion, com
bined wnh her street skills, that produced 1he magmf1cen1 
Ms. Liberty. 

Ong1nally Ms. Liberty was 10 make her comic book 
debut in the Jusuce Machrne number six . In that storv 
the Justice Machiners (10 civi li an clothes) go 10 the no~ 
famous circus of Ms. Liberty for a hule fun and relaxa
uon. During her act the high flying (drugs) Demon vol
unteers 10 a test of skill and speed that ends up as a 
11e between the I wo. However, 1 he show off Demon 
Jeopardizes the Justice Machlner's secret 1dent1ties by 
appearing in his J.M. uniform. Issue number six would 
also see the return of a rev1tallzed D1v1ner as well as 
introducing a number of ominous subplots for up-comrng 
Issues of the comic book. The front piece or 1h1s game 
book by Paul Gulacy was orlglnally i ntended 10 be the 
comic book's cover . 
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Real Name : David Hernandez 
Alignment: Unprincipled 
Attributes: 1.Q. 11, M.E. 12, M.A. 12, P.S. 17, P.P. 14, 
P.E. 15, P.B. 18, Spd. 19. 
Age: 19 Mal e Weight : 170 Height: 6ft 2in 
Hit Points: 30 S.D.C.: 64 (+400 S.D.C. when transformed) 
Di spositi on: Bold , coc ky, over-confident , self-r eliant, im
pudent; friendly, sincere, idealistic. 
Power Category: Mutant 
Super Power: Alter Physical Structure: Ice. Add 400 S.D.C., 
Natural A .R. 14, weight doubles (340Ibs), strength increases 
to 23 when transformed into ice. Abilities include: create 
snow and ice: 50Ibs per melee, maximum 175 ft radius. 
create snowballs: 4 anacks per melee, damage: none. 
create ice balls: 4 auacks per melee, damage: 1-4 each, 
range: 80ft.gene rate Ice: affects a 24ft radiu s, damage: 1-6; 
creates a thin layer of ice. Encase victims in ice: ice 
manacles, encase enure body, encase weapons and encase 
in an ice block. Freeze Water: up to 90 gallons per melee . 
Wall or Circle of ice: can generate up 10 I 200lbs 
per melee; up to 16ft high, 16ft long. SEE H.U ., pg. 
99- I 00 for detailed power description . 
Level of Experience: 3rd 
Level of Education: High School 
Scholastic Bonus: +5% 
Occupation: Vigilante 
Scholastic Skills (all include scholastic 
Basic Math 
Basic Biology 
Music: Guitar 
Business 
Medi cal: First Aid 
Hockey 
Secondary Skills 
Hand to Hand: Basic 
General Athletics 
Swimming: Basic 
Pilot: Motorcycle 
Pilot: Automatic 
Pi lot: Manual Transmission (stick) 
Automouve Mechanic (basic) 
Speak Spanish 
Study TV/Video 
Cook 
Drugs 
Prowl 
Combat Skills 
Attacks per Melee: 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 Punc h +2. 
Body Block does 1-4 damage, 50% chance of knocking 
an opponent down, +2 to stri ke. 
Ice Skate 62%, +2 to dodge on skates and ice. 
Per sona l Profil e: Snow Ghost is a young, physically able 
idealist who has decided to take the law int o his own 
hands by stomping out crime. His good judgment and 
con fiden ce, combined with his mutant ice powers, makes 
him a dangerous adversary to all evil-doers. Thus far, 
his targ ets have been th e ord inar y cri minal types, muggers, 
thugs, burglars, pushers, thieve s, assailants and crooks 
of all kinds. In the six month s that he's been in action 
crime has dropped in his neighb orhood by 50%. His one 
man war on crime has brought him the jeal ous scorn o f 
the police and the actentJOn of more 1han one cnrne head, 
especia lly drug dealers who are ultimately linked to organ
ized crime. Snow Ghost is a champion of justice in his 
own way and will aid any fell ow heroes whenever possible. 
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Blood-Master 
Alias: Charles Vockler 
ALignment: Diabolic 
Attribute: l.Q. 12, M. E. 14, M.A. I 0, P.S. 24, P.P. 24, 
P.E. -,P.B. IO, Spd. 34. 
Disposition: Arroganc, feels superior to everyone, clever, 
treacherous, completely without hono r or compass ion. 
He is a sadistic assassin for hire who loves his work. 
Always cheerful, glib, irritating; greedy. 
Power Category: Robot Type 5: Android/Transferred 
consciousness. 

Vit al Statisucs: Construction: All standard items; basic 
light weight body frame; normal human limbs and appear
ance (no hidden or retractable limbs or weapons). Special 
aruf1c1al skin covering to fully sim ulat e human flesh with 
body temperature control unit. 
Special Add1t1ons: 
Augmented Upper Body Strength: equal to P.S. 24, •9 
LO damage. 
Augmented Lowe r Body Strength: equal to P.S. 24. 
Augmented Physical Prowess: equal 10 P.P. 24; +5 to strike, 
parry and dodge. 
Eura Speed: equal to speed of 34 or 20mph. 
Locking 1oln1s: This means that the joints can lock into 
place and cannot be moved or bent unul unlocked or broken. 
Rotating Body Parts: head, hands and torso can rotate 
a complete 360 degrees . 
Opt ics 
Telescopic: Range 1200 feet/400 yards; 6ft field of vision. 
Nightsigh1 : Range 600 feec/200 yards; amplifies existing 
light to see clearly In the dark. NOTE: some light must 
be present. 
Infra-Red: Range 600 feet/200 yards; sees in the infra
red spectrum of light and can pick up heat emanations. 
Targeting sight: Range 600 feet/200 yards; a specia l system 
that superimposes target cross-hairs . Bonus to strike 
..-J (1h1s Is in addiuon to P.P. and skill bonuses). 
Sensors 
Heat: sensors that can pick-up and pin-po int heat emana
tions. Range: 200 feet, field of detection 20 foor radius . 
M otion: detects movement. Range: 140 feet, field of de
tecuon 20 foot radius. 
Special Items 
Modulating Voice Synthesizer: creates a human soundin g 
voice wnh full tone, accent and diale c t capabili ties. 
Programmed for three distinctly different voices for use 
as Blood-Master, Charles (Ham met Dash's aid) and one 
other. 
Under water Capabilities: water proofing and sealin g of 
all internal mechanisms and joints f or underwater per
formance . 
Polycarbonated Body Armour: a form fitting body armour 
that Is oflen used in his Blood-Master persona. Add s 
300 S.D.C.. Requires one hour to dress; 25 minutesto 
unsuit. NOTE: The android 's normal unarmoured body 
has an S.D.C. of 100. When al l S.D. C. are depleted the 
body ceases to function and must be rep aired before be
coming opera tional. 
Mouvation and l.Q. 

Blood-Master is an android brought ro life via a 
permanent transferral of human consciousness . The or iginal 
human body is long dead. Charle s Is somewhat deran ged 
perhaps, in pan, due to his non-human st are . Origin un
known, creato r: unknown; See H. U. Robot sec ti on, pages 
39-48 for details . 

Level of Experience: 5th 
Level of Educat ion: Milit ary 
Scholastic Bonus: +8% 
Occupation: Assassin for hire. 
Scholasti c Skills (all include scholastic bonuses) 
NOTE: Onlv skills still applicab le lO use in 
body are listed. 
Basic Math 
Algebra 
Computer Technology/Ope rati on 
Foreign Language: Russian 
lnvesugative 

98% 
98% 
92% 
90% 
62% 

the android 
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W.P. Blade (all ) 
W.P. Blunt 
W.P. Automatic 
W.P. Rifl e 
Hand to Hand: Assassin 
Secondary Skills 
Prowl 
Drugs 
Basi c Ele ctr onics 
Speak Spanish 
Speak Fren ch 
Pilot: Moto rcycl~ 
Pilot: Aut omatic 
Pil ot: Large Truck 
Pilot : Single Engine Plane 
Combat Skills (includes al l bonuses) 
Atta cks per Melee: Five 

52% 
85% 
65% 
77% 
77% 
98% 
98% 
60% 
92% 

Bonuses to Strike + 7, Parry +5, Dodge +5, Damag e + 13; 
Roll with Punch or Fall +3, Pull Punch +3. 
Can carry and throw up to I 200Ibs; lifl up to 2400Ibs. 
Maximum running speed 20mph. 
Leaps up to 14ft high or long. 
Personal Profile: Blood - Master is a grinning, arrogant, 
sarcas ti c ha man with a streak of c ruelt y and a genu ine 
love for death dealing . He loves the cha llenge of the 
hunt nearly as much as the kill. To this sadis ti c fiend 
life has no meaning, no value. Completely with out honor, 
Blood-Master Is available to the highest bidder. Morality, 
juslice, even ve ngeance has nothing to do with his motives, 
on ly money. 



Unknown to the Justice Machine or any of the New 
Havener's, Blood-Master is not human, but an android. 
Orgins unknown, he is clea rly a lone wolf although it 
1s likely that his android body was created by some high
tech criminal organi zac 10n. The android body is conr rolled 
by the transferred consciousness (mind) of Charles Carlin 
an ex-marine who was presumably lost in action during 
the final da~·s o f the U.S./Vietnam conflict . When not taking 
action in his Blood-Master persona he poses as an innocuous 
member of New Haven . He has rece ntly been assigned 
as an aid to Hammet Dash, acting as a sort of go-for 
or man servant. 

Blood-Master's fav orn e weapon Is the knife and 
othe r blade weapons (swords, the throwing spikes, et c .) 
although he Is equally adep1 with blu nt, c hain and automatic 
weapons. He usually uses a long handled knife whose 
blade can retract completely lnto the handle. 

Blood-Master 's first appearence in the J.M. co mi c 
book was in issue number three (created by Charlie Walla ce). 

The Dominators 
The Dominat ors are a group of international c riminal s 

who opera1t as Independents as well as mercenaries for 
hire. The_\' are capahle of assass1nat1on, extortion, terr orism, 
burglarv and espionage. Genera lly they are social out cas t s 
longing to strike out at the world they despise. Each 
1s a top prc,fess1onal; eff1c1en 1, capable and deadl y . 
Vague: the megalomaniac leader o f rhe Dominators, with 
the ps1omc powers and Intelligence to make her dreams 
a real! 1~. 
Hell cat: cunning, deadly; a master ca t-burglar. 
Howler: the crazed wlldman loyal only t o Vague. 
Vesuvius: an alien fr om the Earth's co re and the power 
of pri ma! fire . 
Elastico: the sadistic madman who craves power, wealth, 
and revenge; a master of disguise. 
Speed Demon: c ruel, vindi c tive; he just likes to hurt people . 

The Domlnat ors are an extremely wealthy and powerful 
group who operate on a gl obal basis . Their major bases 
of operati on are in the South of France, Columbia {South 
America) and Manhattan, New York. When not involved 
1n some sort o f c riminal activity Vague searches for the 
location of New Haven. Ever since Elastico has told 
her of New Haven' s existence she has tried to find it 
for It wou ld be a gold mine of technologic al treasures . 
"lOTE: the Dominat0rs are worth appro ximatel y 100 million 
U.S. dollars. Vague's ulitmate goal is global domination. 

Vague 
VAGUE Lea der o f the Dominacors 
Real Name: Barbara Klt c hner 
Alignment: Diabolic 
Attributes: !.Q. 16, M .E. 18, M.A. 22, P.S. 12, P.P. 10, 
P.E. 11, P.B. 9, Spd. JO. 
Age: 26 Female Weight : 130 Height: 6ft 
Hit Points: 48 S.D.C.: 30 
Disposition: Self ~red, vengeful, mean, s1rongw1lled, 
and very domineering . She is extremely bitter, driven 
by delusi ons of grandeur and a megalomaniacal thirst for 
power. She's deadly and unmer c iful. 
Power Catego ry: Psionic 
Psionic Powers: Natural Ps1onic: 130 l. S.P., •2 to save 
vs ps1omcs ( IO or higher). Presen ce Sense: Range: 120ft 
radius, duration: 8 melee s (two minutes), I.S.P. cost: 4; 
the ability to sense the presence of any corporeal or non
corporeal (spirit) entity. Telepathy: Range: 340ft, duration: 
26 minutes, l.S.P. costs: 4, saving throw: standard. Tele
pathic Probe all.-:>ws Vague t o delve Into a person's mind 
co read his th oughts; costs an additiona l 6 1.S.P. Precog 
nition: (G.M.' s Note: this 1s a new psionic ability for the 
Heroes Unlimited game system and should be cons idered 
a ma1or psionic ability. I caution ns use because precogni
tion can be a dfff1 cult ability to play. Use you di screti on. 
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Remember, the future is an ever . changing thing so that 
the precog-visi on Is not always acc urate or can be altered 
or avoided). Precognnion is the ability to pick up psychic 
emanations enabling the psionic to gll mpse the future . 
The visi on of a possible future may represent some event 
l asting a few hours or, more likely, a few minutes. The 
future event may be a few moments away or several 
days away; regardless of which, the psiomc w!II always 
recognize the event s of a precognitive vision coming true 
as soon as ii begins. This may allow him/her t o escape 
an Impending danger up to the last minute. 

I 

! 1 



There are two types of precognnive visions - the 
Immediate future and the distant future. 
The immediate future: I.S.P. costs: 8, the vision is almost 
ins1an1 (two melees or 30 seconds). This glimpse of 1he 
future reflects a possible event that will occur within 
the neH few minutes (15 minutes max.). ALL precognition 
must have a focal point 10 concentrate upon to reveal 
the future of that person, place or object. This is partic
ularly handy for detecung traps, possible dangers, etc. 
Example: conce mraung on entering a particular door, 
room, vehicle, and so on, may reveal several guards readv 
for battle, or an alarm or trap being triggered, et~. 
Likewise, focusing on a particular object or weapon may 
indicate llS funcuon or danger and may give o ff the feeling 
that its use will be of importance. helpful, useless or 
dangerous. 
The Distam Future: I.S.P. cost: 16, the v1s1on requires 
some extended 11me LO concentrate, 2-8 minutes (roll 
1wo 4-sided dice). This glimpse of 1he future 1s a leng1hier 
v1s1on of an evem I hat may occur up to four days away. 
As a focal point the ps1onrc must concentrat e on a 
"spec1f1c" person, evem/ confromauon, or place. The 
vision will reveal possible evems, specific potential 
threats and dangers, and an impressi on 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 negauve impression or feelings of apprehension, great 
danger or sadness. The visions themselves are usually 
dream-lrke images of events accompanied by the sensation 
of success or failure. The visions are experienced ~ 
by the ps1onrc. (GAME MASTERS; Remember not to 
reveal the ac tual out come of any incident. The fewer 
hard facts the better, after all; the future 1s speculation). 

Secondary Psionic Abilities: Alter Aura: range: self, dur
ation: I 80 minutes or 3 hours, I.S.P. cost: 4; enables the 
ps1onrc to alter his aura. Detect Psionics: range: 620 
yards, durauon: 2 minutes, I.S.P. cost: 2; detects psionics 
1n othe rs. Death Trance: range: self, duration: 10 minutes, 
I.S.P. cost: 2; induces a temporary stare of suspended 
animation simu lating death. M ind Block: range: self, dur
~: 10 minutes, I.S.P. cost: 4; prevents the penetration 
of telepathy, empathy and other psionic probes and attacks . 
Summon Inner Strength: range : self, duration: 20 minutes, 
l.S.P. cost: 6; this abil11y alerts the ps1onic 10 any im
mediate danger, traps, ambush, etc. within a 90ft radius. 
However, It does not indicate what I he danger is, on ly 
that 11 exists. 
NOTE: See H.U., pages 67-75 for complete explanation 
of psionics and specific abilities. 
Level of Experience: 8th 
Level of Education: High School 
Scholastic Bonus: +8% (with I.Q. Bonus) 
Occupation: Criminal, thief, terrorist, assassin for hire . 
Scho last ic Skills (all include scholastic bonuses) 
Basic Biology 98% 
Basic Math 98% 
Algebra 98% 
Study World History 98% 
St udy Philosophy 98% 
Swimming: Basic 98% 
Secondary Skill s 
Drugs 
Medi cal: Firsr Aid 
Pick Locks 
Pick Pockets 
Escape Arti st 
Study Criminal Law 
Study Electronics 
Study Tactics (war) 
Study Psychology 
Prowl 
Dance 
Body Building 

95% 
95% 
7 1% 
76% 
68% 
93% 
93% 
93% 
93% 
67% 
83% 

Combat Skills (all bonuses are included) 
Attacks per Melee: Two hand to hand 
Attacks per Melee (Psionic): Five 
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Bonuses to St rik e, Parry, Dodge and Damage: None. 
+2 save vs psionic attacks, 75% likelihood to instill trust 
or intimidation. 
Per sona l Profile: Vague is the leader of the crimina l organ
ization know as the Dominators. Physically she Is very 
frail as well as handicapped by birch defects that have 
left her blind and mute. Born without eyes, nose, and 
mouth ; she underwent many operations that would provide 
her with a slit-like mouth and small pin-hole nose that 
would be the focus of endless jokes, jeers and horror from 
her peers. Vague's tormented childhood has clearly scarred 
her, molding her Into the vengeful force of evil that she's 
become. To hide her disfigurement and blindness she 
wears a featureless mask. In splle of her disabilities 
she gets a long so well I hat few ever suspect that she 
suffers from any handicap at all. This, of course, is the 
result o f her clever mind and ps1onic abillues. Ps1-abil1ties 
that are parucularly 1mponant are telepathy, presence 
sense and her sixth sense. Telepathv and presence sense 
alert her to the presence and ac1ions of nearby lndi, 1duals. 
A qui ck 1elepa1h1c probe reveals that person 's thoughts 
so that she knows his/her intentions enabling her to react 
accordingly. The sixth sense alens Vague to immediate 
danger. Telepathy 1s her c>nly means of comm uni cation 
which enables her t o transcend anr language barrier. 
Perhaps her greatest ps1onrc ab1iltv is that of precogniuon 
which provides her with insight to future events . (See 
her psionic- abilities descnpuon) . 

Forever emotionally mangled, her goal 1s to make 
people suffer and deprive the people of the world of their 
possessions and happiness as they've deprived her . Vague 
suffers from deep rooted hatred, dominates all around 
her by invoking fear and pain; 1s sadistic, fiercely aggres
sive and seem in gly devoid of compassion . Alt hough she, 
herself, avoids combat she shows her victims no mercy. 
She has a phobic fear and hatred f or children, doctors, 
and surgery . 

Professionally Vague and her Dominators are guns 
for hire, capable of any job from espionage and burglary 
to assassination and terrorism. They also engage in in
dependent criminal act1v1ty; usually various degrees or 
theft (jewerly, industrial secrets, the whole spectrum of 
major theft), and extortion. 

Hellcat 
Real Name: Carla Martin 
Alignment : Miscreant 
Attribut es: I. Q. 11, M.E . 9, M.A . 15, P .S. I 7, P. P. 19, 
P. E. 17, P.B . 20, Spd. 22. 
Age : 23 Fem ale Weight : I I Slbs Height : Sfl 2in 
Hit Points : 38 S.D .C.: 59 
Dispositi on: Cocky, confident, tough, merciless, cunn ing, 
treacherous; cheats, lies and back stabs . Loyal only to 
Vague. 
Power Category: Spec ial Training: Technical 
Training: Architectural Design/Engineering 70%, Exp losives/ 
Demolition 60/55%, Surveillance Sys tems 65%, Inve stigative 
65%, Researh 70%, Forgery 55%, Basi c Electronics 75%. 
NOTE: the areas of te chnical training all apply 10 Hellcat's 
occ upation as master thief. 
Level of Exper ience: 5th 
Level of Edu catio n: One yea r o f College 
Scholastic Bonus : +8% · 
Occupation: Thief (cat burglary tool 
Scholastic Skills (all include scho l asti c 
Basic Math 
Basic Bi o logy 
Computer Technology/Operation 
Sculpture: Wax Works 
Pilot: Single Engine Plane 
Pi lo t: Small Jet 
Fencing (W.P. all blades) 
Acrobatics 
Gymnas t ics 
Swimming: co mpetitiv e 

bonuses) 
98% 
98% 
98% 
74% 
98% 
80% 

98% 



Secondary Skills 
I land tn Hand: Mania! 
Running 
W.P. AuLOmac1c Pistol 
Pilot Motorcycle 
Pilot: Automa1ic 
P!lot: Race 
Pick Locks 
Pick Pockets 
Disguise 
Sle1gh1 of Hand 
Combat Skills (all bonuses are 
Attacks per Melee: Four 

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

included] 

Bonuses to St rike +5, Parry +5, Dodge + 7, Damage +2, 
Roll with Punch or Fall +9, Pull Punch +4. 
Karate Kick does 1-8 damage. 
Other Abilities: Climb Rope 98%, Cl 1mb1ng 50/70% , Walk 
Tightrope 98%, Excep ti ona l Balance 98%, Sense of Direction 
98%, Back Flip 90%; Leap 14ft high, 15ft long, Prow l 
70% 

Persona l Profile: Hellcat is a fi ery young rogue who's 
a master or subversion , treachery and deceit. A l though 
she may appear co be a sweet innocent beauty (a scam 
she often emp loys in her more c ivIll an identity); she is 
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a mer icless cut-throat of 1mern at1ona l repute. Hel lcat 
is incr edibl y lithe, quick and deadly . She has built a 
reput ati on as an expert cat-burg lar who has pil laged in
dividuals, governments and industry . 

Hellcat's origi ns began as the youngest chi ld of six 
in an impoverished family ek i ng ouc an existence in the 
slums of Chicago. This has made her a scrappy street 
fighter who goes for th e jugg ler vein in a fi ght . She 
has seen all the inhumanity of man, the cruelny, the 
i nj ustice, 1he hunger. She is al l 100 fam1 l1ar with the 
parasites who feed on despair; the pimps, pushers, thugs, 
thieves, con artists and all the rest. This Is the environ 
ment that created the Hellcat . Now she is extrac t ing 
what she believes 1s due her. using I he cools she has learned 
on the stree t along with those she's sought through school
ing. She has fo rsaken poverty and the parasiu,s who grow 
rich from the evils of being poor and helpless. She has 
pull ed herself out of the garbage . . . now she Is th e 
predator who will gorge herself on the riches of her v1c1ims. 

Howler 
Real Name: Unknown 
Al ignment : M1screan1 
Attributes: 1.Q. 9, M.E. I 0, M.A . I 0, P.S. 25, P.P. I 3, 
P.E. 25, P.B. 9, Spd. 10. 
Age: 20 Male Wei ght : 150 Height: 5ft 7in 
Hit Points: 43 S.D. C.: 106 
Dispositi on: Aler~nning, aggressive, nervous; paces 
constamlv. Wild and merc il ess in combat . Loyal only 
to Vague· and Hellcat t o a somewhat lesser degree . 
Power Catego r y: Mutant 
Super Power : Extraordinary Physical Strength which provides 
incredible strength and endurance . 
Unusua l Charac1 ensue: No body hair (only on bead) . Howler 
also suffers from the inabi lit y to speak other t han his 
trndemark of howling and gutt eral grunts and groans. 
However, he apparently understands all languages. This 
is presumably a result of his mutant condition all bough 
it Is quIce unique. 
Level o f Exper ience: 4th 
Leve l of Education: Specia l 
Scholastic Bonus: None 
Occ upati on: Crimi nal strong-ma n 
Scholastic Skill s 
None 
Secondary Skill s 
Hand to Hand: Basic 
C limbin g 
Prowl 
Running 
Swimming: Competitive 
Fishing 
Hunting (W.P. Blunt) 

3 1/46% 
48% 

98% 
98% 
55% 

NOTE: Cannot speak but understands ~ languages . 

Combat Skil ls {all bonuses are included) 
Atta cks per Melee : Four 
Bonuses t o Strike +2, Parry +2, Dodge +2, Damage + I 0, 
Ro ll wi th Punch or Fall +2, Pull Punch +2, Save vs toxin s 
+5, Save vs Co ma/Death + 14% 
Excel lent Balan ce 70% 
Can carry and thr ow up to 12,500lb s, lift up co 25,000lbs 
Personal Profile : Howl er is a wil dman found livin g in the 
Florida everglades . He is believed to be che mut ant 
descendant o f a band of crim inal s who fled just ice by hiding 
i n the swamps . How ler has presumabl y survived on his 
own for the grea ter part of his life. Consequently , he 
is ext remely best i al, prone to st alking, hiding and attacking 
from behind . He is extremely leth al in combat, savagely 
attacking his foe with che fer oc i ty of a wild bear; always 
aiming t o kill or incapacnate immediately . 

An ot her unusual aspect about the Howler, besides 
his strength, is that he is unabl e ro speak . Instead be 



howls like a wolf (especially when angry or sad) and makes 
u01mellig1ble guttera l grunts and sounds. Yet even though 
he cannot seem 10 comprehend the fundamentals of human 
speech, he amazmgly understands ALL languages with 
absolute clarity. 

The Howler is like a savage beast among enemies, 
rarely sleeprng, always alert, nervous and constan tl y pacing. 
He ls controlled only by Vague who he is comp letely loyal 
to . So loyal is he that he would sacrifice his life to save 
hers without the sl ightest hesitation. Hellcat also has 
some influen ce over him but to a much lesser degree. 
Generally fearless, Howler has a phobic terror of fire . 

Vesuvius 
Real Name: Tirr-el 
Alignment: Aberrant 

\ 

Attributes: 1.Q. 10, M.E. 11, M.A. 12, P.S. 23, P.P. 15, 
P.E. 18, P.B. 12, Spd. 8. 
Age: 22 Male Weight: 430lb s Height : 8ft 
Hit Points : 37 S.D.C.: 320 A.R.: 14 
Disposition: Aggressive, impatien~rogant and insensitive 
to others. 
Power Category: Alien 
Super Power: Airer Physical Structure: fire. Add 200 
S.D.C. when aflame; impervious to fire and heat. Radiate 
Heat : range: 35 foot radius; attacks per melee: two, in
creases temperature by 50 degrees fahrenheit every minute. 
Fire Ball: range: 400 feet, damage: 4 10 32 (roll 4 eight 
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sided dice ), bonus: +2 10 strike, attacks per melee: five 
(same as hand 10 hand); Continuous Bolt of flame: range: 
30 feet, damage: 4 to 32, attacks per melee: five (same 
as hand to hand). Wall or Circle of Flame: range: 114 
feet, damage: 4-24, attacks per melee: five (same as 
hand to hand), duration: 24 melees. Super Nova: basically 
exploding oneself. Vesuvius CANNOT fly!! When not afl ame 
he appears to be a dark red, stone gIanl. See J-1. U., page 
100-101 for complete power description. 

Level of Experience: 4th 
Level of Education: High School 
Scholastic Bonus: +5% 
Occupation: Warrior 

Scholastic Skills (all include scholastic bonuses) 
Basic Math 
Basic Biology 
Hand to Hand: Expert 
Boxing 
Wrestling 
Secondary Skills 
Read/Wri le Earth English 
Speak Earth English 
Study Western (U.S.) cultur e 
Study Mammals 
Electronics (basic) 
Explosives 

70% 
72% 
70% 
70% 
60% 
40% 



Combat Skills 
Auacks per Melee: Five 
Bonuses to Strike .. 3, Parry .. 4, Dodge .. 4, Dama ge +8, 
Roll wilh Punch or Fall +6, Pull Punch +2, +2 to Save 
vs Toxins, + 7 to Save vs Coma/Death. 
Knock Out/Stun on a roll of a natural 20. 
Pin/lncapacila Le (by holding) wiLh a roll of 18-19-20. 
Crush/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: Oon 11 forget his add1t1onal 200 S.D.C. when aflame . 
Personal Profile: Vesuvius 1s an alien life form as far 
as humans are concerned, but 1s a nat1ve of the planet 
Earth . He, like the lava men, is a member of a previously 
unkno"wn, subterranean race . Physi cally he is composed 
of some son of living m 1neral substance, creating a thick, 
rock-like skin 1hat acts like a naLural body armour (A.R. 
14). (This means am rolls to auack under a 14 may strike 
bu1 do NO phvs1cal damage and doesn1 1 even affect his 
S.D.C.). He accidentally gained access t o the surface 
"when Mount Saint Helens, in Washington, erupted. His 
existence was discovered In one of Vague's precognition 
v1s10ns and was 1mmed1ately recruited by the Dominators. 
Surprised b-, the existence of intelligent surface creatures, 
Vesuvius (a name given w him by the Dom!nators) has 
decided to enlist these unusual creatures to aid his people 
In their centuries old conrJ1cc with the lava men. Vague 
has promised the aid or the Dominacors as well as allegedly 
helping him collecL add1tlonal super powered allies. In 
realny this is a cheap ploy to keep Vesuvius pacified 
and aid the Dominator's in their own goals. 

Although a pawn of Vague's and loyal 10 his people, 
Vesuvius 1s not a good person . He 1s extremely egocenrnc, 
cruel, and domineering. He is the master o f his fate; 
a fate he believes will lead to his Iron fisLed rule over 
has people (especially 1f aided bv his surface all!es). 

Speed Demon 
Real Name: Dennis Warden 
AlignmenL: Diabolic 
Attributes: l.Q . 14, M.E. 9, M.A. 10, P.S. 18, P.P . 15, 
P.f. 15, P.B. I8,Spd.720mph. 
Age: 34 Male Wei ght: I75Ibs 
I lit PoinLs: 46 S.D .C.: 146 

6ft 

Disposition: Aggressive, hostile, angry; hates people in 
1<eneral. EnJoys seeing and infllcting pain and misery. 
lhough ant1social, he gets along well with his fellow 
misanthropes who compose the Dominators. 
Power Category: Experi menr (accident) 
Super Power: Some Speed: 720mph or one mile every five 
seconds. All bonuses have been included In the Combat 
Skills and othe r aLtr ibutes. See H.U., pg. 118 for power 
details. 

Level of Experience: 7th 
Level of Education: Ph.D Physics 
Scholastic Bonus: +40% 
Occupation: Criminal 
Scholastic Skills (all include scholastic 
Basic Bi ology 
Basic Math 
Algebra 
Geometry 
Trtgonome1 ry 
Calculus 
Physics 
Physics: Nuclear 
Astro Physics 
Radiation Technology: Military 
Chemistry 
Electrical Engineering 
Pi lot: Sm all Jet 
Pi lot: Helicopter 
Hand t o Hand: Expen 

bonuses) 
98% 
98% 
98% 
98% 
98% 
98% 
98% 
95% 
98% 
95% 
98% 
98/98% 
98% 
98% 
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Secondary Skills 
General Ath letics 
Body Building/Weight Lifting 
Running 
Swimming: CompeLitive 
Swimming: Snorkle 
Prowl 
Climbing 
Disguise 
Forgery 
Sleight of Hand 
Cook 
Sewing (basic) 
Read/Write German 
Read/Write Japanese 
Speak German 
Speak Spanish 
Pilot: Automot,ve 
Pi lot: MoLor cycle 
Pilot: Mot0r/Speed Boat 
W.P. Revolver 

98% 

60% 
43/58% 
65% 
55% 
50% 
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 + 12, Damage +5, 
plus 2 per each add111onal 100mph for a maximum of 
• 19 al 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 long. 
Kick Attack does 1-6 damage (plus bonuses) 
Speed 1s reduced by half when swimming . 
Personal Profile: The Speed Demon is a frustrated scientist 
who1s had one bad break after another. His finest moment 
came after an experiment went awry exploding and altering 
his physical structure. Now he can run at Lhe speed of 
sound, coupled w11 h incredible physical endurance. At 
last he had the leverage to do whaL he' d always been 
denied . Now he was somebody. Someone with power. 
Someone who could extract his reveng e on those who 
had always held him back. 

Speed Demon is an abrasive, unlikable person; bitter, 
aggressive and hostile. He has no respect for others or 
their goals or idea ls. Rather he sees most people as 
his enemies and him self as the eternal martyr. He' s so 
self-obsessed and filled with anger that he lashes out 
at everyone, especially the scienti fie world. NOTE: Doctor 
Von Crof t is among the specific scientists he has falsely 
accused for his setbacks in the scientific community . 

Despite his contemp t for humanity, Speed Demon 
work s well with his fellow Dominators and is completely 
loyal t o them all. 



Elastico 

ELASTICO 
Real Name: Jason Argo 
Alignment: D1abol1c 
Attributes: J.Q. 9, M.E. I 0, M.A. l 0, P.S. I 2, P.P. 9, 
P.E. 10, P.B. 9, Spd. 12. 
Age: 40 Mal e Weight: l 601bs Height : 5ft IOin 
Hit Points: 41 S.D.C.: I 06 A.R.: 15 
DisPOsition: Im mature, hot-tempered (throws tantrums, 
etc.), quarrelsome, Insecure, suspicious and vengeful . 
He likes to hurt people. 
Power Category: Mutant 
Super Power: Stretching, maximum length I 12 feet; ex
panding or flattening his body, 56 square feet; ~ 
up/balloon ing-out, 28 foot round ball; bouncing when baloon 
like; max. height 90 feet; speed is doubled to 24. Gliding 
when flattened; max, mum speed, 20mph; average speed 
8mph. Change shape and appearance adds +25% 10 disguise 
skill. Natural Armour Rating (A .R.) 15; explosions do 
half damage . See H. U., page 118 for detailed power 
descn pt I on. 
Level o f Expe rien ce: 6rh 
Level of Education: High School 
Scholastic Bonus: -,.5% 
Occupation: Criminal 
Scholastic Skills (all Include 
Basic Math 
Algebra 
Basic Biology 
Aucomouve Mechanics 
Photography: Su 11 
Medical: First Aid 
Secondary Skills 
Hand to Hand: Basic 
Body Building/Weight Li fung 
Climbing 
Prowl 
Pick Pockets 

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

39/5 4% 
56% 
61% 
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Disguise 
Escape Art ist 
Imitate Voices 
Study (play) Video Games 
Pilot: Automatic 
Pilot: Small Truck 
Pilot: Single Engine Plane 
Combat Skills 
Attacks per Melee: Four 

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

Bonuses t o St rike +4, Par ry +5, Dodge +5, Damage +2, 
Roll with Punch or Fall +2, Pull Punch +2; falls do 1/3 
normal damage or no damage 1f puffed up l ike a balloon . 
Balance 80% 
Ki ck Attack does 1-6 dam age. 

Personal Profile: Elascico Is a cowardly scum-bag who 
craves power and riches. He's noted for many cruel and 
vindictive assaults since childhood . At che age of fifteen 
he killed his parencs by suff ocacion because th ey wouldn't 
let him partic i pate in a particular activity. He's spent 
most o f his ch i ldhood In schools for difficult children 
and reform schoo ls. Most of his adult life has been spent 
in vari ous special restraint chambe rs whi ch he cou ldn't 
squeeze out of . He' s been co nvi c ted of t hree murders , 
in addition to his parenrs , is suspec ted of seve ral othe rs 
as well as a mulutude of ocher crimes from burglary 
to k1dnapp1ng and extortion. 

Emotionally, Elascico is quite unstable sufferin g from 
paranoia, sadism, masochism, and a phobia of confining 
enclosures . He's extremely insecure and re served unless 
wich a group or c learly in control of the situation. At 
these cimes he is very bold, coc ky and cruel. He remains 
with the Domin ato rs because he feel s secure with them 
as well as having a certain degree of power and wealth . 
Alth ough loyal to Vague and the others, except for Howler, 
he will desert or betray chem to avoid confineme nt. 

In regards t0 New Hav en, he has spent a very brief 
Lime in its detention ce nter after a brief co nfli c t with 
the Free For ce. He craves revenge on the Free Force 
and the conq uering of New Haven to obtain Its riches 
and wonders for himself and his fel low Domlnators . Vague 
is quite intrigued by Elast ico's scories of New Haven and 
has made several investigations to locate it. Fortunately, 
her efforts have been fruitless, whil e Elastico can't re
member exactly where or how he got in or escaped . 
All they know is that it ' s based on the island of Manhattan. 



The Grappler 

THE GRAPPLER 
Real Name: Sandra Kemp 
Alignment: Miscreant 
Attributes; 1.Q. 11, M.E. 9, M.A. I 0, P.S. 18, P.P. 14, 
P.E. 16, P.B. 16, Spd. 15. 
Age: 29 female Weight: 130 Height: 5ft Bin 
Hit Points: 43 S.D.C.; 46 (plus robot specia l armour). 
Disposition: Friendly, talkative, fairly laid back, slightly 
overconfident but very capable . A lone wolf, dislikes 
auth ority and lim iting rules, laws and regulations. 
Power Category: Robot Type 4: Exo-Ske leton 
Vital Statist ics: Construction: Full body suit , appearance 
masculine, height: 6ft !Oins., weight: I I0l bs (in addition 
10 the operator's own weight), heavy body armour: S.D. C. 
600; basic body sui t and electrical system equipped with 
rad1a1lon shielding, insulation (elecmca l attacks do 1/3 
damage), co olant circulatory system, audio command link 
specifi c ally coded to operator's voice only, and manual, 
digttal over - ride control unn. 
Special Additions: 
Augmented Upper Body Strength: equal 10 P.S. 26, + 11 
to damage. 
Augmented Lower Body St rength: equal 10 P.S. 26, enables 
operator to leap 32 reet long and 27 feer high. 
Augmented Speed: equal to speed of 34 or 20mph. 
Augmented Physical Prowess: equal to P.P. 24, +5 to strike, 
parry and dodge . 
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Optics 
Nightsight: range 600 feet/200 yards; amplifies existing 
light to see clea rl y in the dark. NOTE : some light must 
be present. 
Infra-Red: range 600 feet/200 yards; sees in the infra
red spectrum of light and can pick up heat emanations . 
Sensors 
Heat: sensors that can pick-up and pin-point heat emana
tions. Range: 200 feet, field of detection, 20 foot radius. 
Motion: detects movement . Range: 140 feet, field of detec
t ion 20 foot radius. 
Radiation: Detects and registers the amount of radiation 
within a 30ft radius. 
Bio-Scan: Indicates physical condition , pulse, respiration, 
etc. of the robot's pilot. 

Computer: A mini computer to store and release data, 
perform mathematical calcula ti ons and so on. Inf ormation 
is revealed on a special mini-screen on the inside of the 
robot head/visor. Responds only to the voice com mand 
of the pilot and has limited capabillues, maximum storage 
ten mega-bites (equal to storage of about 2000 pages 
of text) . 
Micro-Camera: Built into head that can shoot up to 24 
photographs. 

Special Items 
Spot Light: built Into the chest; rang e of beam Is 60 feet 
with an illumination field of 8ft radius. 
Underwater Capabilities: water proofing and sealing of 
all internal mechanisms and Joints. 
flota t ion Devi ce: voice activated . 
Life Support Unit: An independent oxygen supply for the 
pilot. Air supply: two hours; maximum depth 1800 f eet, 
pressurized. 
Jet Boots: provide limited flight; maximum speed 40mph; 
maximum duration of flight, one hour; maxiumum height, 
400 f eec. 

Weapons 
Min i-flame Thrower: built into each hand. Range: 8ft, 
Rate of fire: two per me lee, Damage: 2-12, Plus + I to 
st rike, total of Ten Blasts. 
Min i-Ion Blaster : two ion blasters are built into the fingers 
of each hand (that's a total of four blasters). Range: 120 
feet, Rare of Fire: four per melee, Plus + I co stri ke, 
Damage: 1-8, total of Twelve Blasts per each blaster. 
The blasters can be fired simultaneously or individually . 
Elec trical Charge: Range: 20 feet, Rate of fire: four 
per melee, Plus +2 to str ik e, Damage varies depending 
on setting; 1-4, t -8, 2- 12, 3-18 or 4-24. Energy Capac ity: 
24 li ght charges (2-12 damage max.} or 13 heavy (3-18 
or 4-24 damage). 
SEE H. U. rule book, pages 38-48, for details about Robots. 
The Power Pack ls powered by solar energy with a small 
nuclear back-up generator and energy storage 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. I 8. (which 
means only attacks with a strike of 19 or higher actually 
hit and do damage). Maximum power reserve at full levels 
of operation is 36 hours. Weight: 70 lbs. 

Level of Experience: 6th 
Level of Education: Military Specialist; Espionage 
Scholastic Bonus: + I 5% 
Occupation: Federal Agent turned crimina l; Espionage 
Specialist. 



Scholast ic Skills (all include scholasuc 
Basic Math 
Basic Biology 
Painung: Acrylic 
Hmory'. Mythology 
Sw1mm1ng: Compeuuve 
Hand to Hand: Assassin 
Survival Skll I 
W.P. Rifle 
\'..P. Automauc P1st0i 
W.P. Blade (knife) 
D1sgu1se 
Explos1 ves/Demoh t 10n 
Pick Locks 
lnvesugat I vc 
Surveillant<' Svscems 
Tracking 
Secondary Skills 
Bod~· Build1ng/¼e1ght Lifting 
Running 
Photograp~ \ Sul 
Computer Operau,m 
Speak Germ;;n 
Speak Russi.in 
Pilot· •\u1omatH . 
Pilot · Rarr Car 
Pilot \1, 1 1r'Speed Boi11 
Pilot: Single Engine Plane 
Combat Skills (all bonuses included) 
As an ordinary woman • • • 
Attacks per Melee: five 

bonuses) 
98% 
98% 
78% 
98% 
98% 

80% 

85% 
75/65% 
75% 
80% 
75~ 
80/75% 

70% 
90% 
82% 
82% 
980,i, 
740,, 
92Q.', 
96% 

Bonus to Strike •2, Parry +3, Dodge +3, Damage • 7, 
Roll wtth 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 13001bs; lift up to 26001bs. 
Leap 27ft high, 32ft long. 
Kic k atlack does 2-12 damage (plus bonuses) 
Speed 20m ph. 
S.D.C. 600, Tot al Robot Weigh t 21 0lbs (3401bs wnh operator) 
"IOTE: Don't forget the robot's built tn weapons. 
Personal Profile: Sandra Kemp , code name T he Gr appler , 
was a specially trained federal agent of the United Sta t es. 
Her apparent loyalty and skill as a top espionage ope rative 
made her a logical choice for the top secret robotics 
program. This program spec1f1cally dealt wi t h training 
1n the use of highly developed exo-skeletons that would 
greatly augment the operator's own physical abilt11es. 
The robot su11 is reinforced with light weight meta l and 
porcelain components to create body armour a hundred 
umes stronger than any normal bullet proof vest (the 
exo-skeleton's strength compensates for the fabric's weight!. 
It's also f1t1ed wnh a battery of sensors and hidden weap
ons which include f lame throwers, ion bl aste rs and elec t ri
cal d1schc1rge. 

Agent Kemp Y>as one of three operauves assigned 
to the fledgling proiect to test the effecuveness of the 
exo-skeletons in the field. After six months of extensive 
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 own exo-skeleton suit . Both 
suns are 1dent1cal; presumabl} the second sull was taken 
as a spare or to sell on the black mar ket (actually II 's 
being kept as a spare) . 

Sandra Kemp has avoided a discreet manhunt while 
building quite a repu t ation as a thief of milita ry and Indus
trial secrets, especially weapons. The size and masculine 
appearance of the robot suit has also worked to Sandra's 
advantage. Except for a handful of federal agents , no 
one suspects that the Gr appler 1s a woman; this makes 
her secret identity extremely secure . Yet in and out of 
the exo-skeleton agent Kemp is a capable, highly ski lled 
professional. Only fools and dead men have underestima t ed 
her because she's a woman . 

The Grappler was ori gina l ly scheduled co appear 
in a future issue of the Just ice Mac hine comic book In 
which she steals Cha ll enger' s guns. After a fast paced 

cat and mouse chase the Grappler sltps up and is finallv 
pulverized b> the Justice Machiners. However, a cock) 
Demon and Ta li sman allows the Grappler 10 sltp away. 
llum1ita1ed by the dec1s1ve defeat at the hands of the 
J.M ., the Grappler plots her revenge but she' ll not act 
1n haste or anger. The Grappler watches and wans for 
the right opportun11y to make her move; 10 extract bo1h 
her just revenge and Challenger's guns (for which she'll 
get a handsome price). 

The Grappler is emouonall) stable, clever and profes
s10nal. She rarely acts ,n hate or anger; she does not 
suffer from delusions of grandeur or dream~ of world 
domination . The Grapp ler is an espionage specialist who 
uses her tra i ning and a stolen robot suit to secure enough 
wealth to reure in a style befitting her expensive tastes. 
It's important 10 point out 1ha1 the Grappler 1s satisfied 
10 winning a battle wnhout k1lllng, not that she hasn't 
killed many in the ltne of duty or for pay, (al though she 
rarely accepts assass1na11on contracts). 

Inheritor 
Rea l Name: James Randahl 
A lig nme nt : D1abol1c 
A tt ributes: 1.Q. 13, M.E. 9, M.A. 11, P.S. 14, P.P. 12, 
P.f. 14, P.B. 10, Spd. 16. 
A ge: 21 Male Weight : 
Mlt Point s: 34 S.D. C.: 64 

155 6ft 

Di sposition : Rash-;---impecuous, schemer, takes chances, 
sad1st1c, selfish and greedy. Represses his emouons. 
Power Cat egory: Mutant 
Super Power: M1m1cs, or as Randahl says, "inherits" another 
person's abillues or powers. The Mimi c power enables 
the Inhe ritor to copy the physical (S.D.C., P.P., P.E., 
P.B., Spd and l.Q.), ps1onic or extraordinar~ abilities of 
another person. However, he CANNOT copy memory, 
trained skills, or ab1itt1es gained from bionics, robo11cs 
or hardware. Range: 60f1 r adius; Dura1100: as long as 
the person being copied is within range. SCE H.U. rule 
book, pg. 115 for complete power description. The Inheri
tor 1s also double-101nted. 
Level of Experie nce: 4th 
Le vel of Educa t io n: Special Training 
Scholast ic Bonus: +20% 
Occ upati on: R.:ice Car mechanic and driver turned criminal. 
Scholasti c Skills (all include scholast1c bonuses) 
Basic Mai h 98% 
Basic B1olog} 60% 
Sculpture: Wo:id 60% 
Automotive Mech<1nics 90/70% 
Gymnastics 
Pilot: Manual Transm1ss1on 
P1lo1: Race 
Pilot: Motorcvcle 
Pilo t : Small iruck/ 4 Wheel Drive 
Pilot: Motor/Speed Boat 
Pilot: Heltcopter 
Navigation: Air 
Secondary Skill s 
Hand LO Hand: Mart ial 
W.P. Blade (knife) 
Body Bulld1ng/We1ght Lifting 
Running 
Cook 
Basic Elec t ronics 
Pilot: Automatic 
Pick Locks 
Escape Art 1st 
Medical: First Aid 
Combat Skill s 

98% 
98% 
98% 
98% 
980., 
80% 
70% 

82% 
60% 
98% 
44% 
95% 
80% 

Att acks per Melee : Four 
Bonuses to Str i ke none, Parr y +3, Dodge +3, Damage none, 
Roll with Punch or Fall •8, Pull Punch •4. 
Karat e Ki ck does 1-8 damage . 
Oth er A bilttl es: Climb 24/59%, Climb Rope 86%, Balance 
80%, Back Flip 98%, Leap 12ft long or high, Pro wl 50%. 
Swi pe fr om c lawed hand (blades) does 2-8 damage (roll 
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Personal Profile: The Inheritor is a young, t ough r ogue 
who's decided to take what he wanes. He's an ambitious, 
cunning, high roller willing to gamble against the odds. 
Some believe he has a death wish, othe rs feel he's simply 
a psychopath. In a ll actuality neither speculation is far 
from the truth . Inheritor has always exhibited a fearless 
daring, even as a child when he'd accept any challenge 
irregardless o f the danger. Indeed, he craves danger for 
it is danger that gives his life enJoyment. The thrill 
of beaung death . By the age of fifteen he had dropped 
out of school, run away from his middle-class home and 
was earning his keep as an assistant auto mechani c and 
dirt-bike racer for a second rate racer, and a small time 
drug dealer, Samual T. Lebbon. By eighteen Inheritor 
had graduated to SlUnt driver, racer and inheritor (no 
pun intended) of Mr. Lebb on's drug ope ration {it seems 
he had a most unfortunate "acc ident"). Unfortunately, 
the thrills of fast cars faded and the Inheritor, cost umed 
villain, was born. 
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Inherit or has only begun his crimin al career but has 
already garned a reputation f or his daring, boldness and 
crue lty. Hi s crimes range from knocking over liquor stores 
(in broad day lighl) to extortion, kidnapping, burglarly 
and murder. Although curr ently working as a lone wolf, 
he is ripe for recruitment as a member of a partnership, 
group or organization especially if it teams him with other 
super villains whose powers he can mimic. He would 
find the challenge of confron tin g ocher superbeings and 
the allure of not0nety, power and we alth irresistible. 
Likewise, he will not turn down any opportun it y t o tackle 
an extremely difficult contract if the job is exciting enough . 
Inherit or thrives on conflict , going out of his way co chal
lenge any superhero (unless he's operating wtth a group). 
Demon of the Justice Mach i ne would be a prime target 
as would Challenger, Titan and possibly Blazer; the Free 
Force would also intrigue him. If captured and brought 
to New Haven, the Inher it or will convincingly pretend 
to turn over a new leaf while secretly causing mayhem 
or waiung for the right time to make his move, whether 
It be escape or attack. 

Psychologically he is seething with hostility, anger 
and insecurities . He must contin uall y prove himself to 
others as well as himself. Inherit or is also extremely 
sadistic, enjoying the infliction of both physical and 
emotional pain. For this reason he wears razorsharp claw
like blades on each finger of his hands. A swipe from 
the c laws does 2-8 damage . He's also fond of any kind 
of blade weapon, especially knives. 

Killer Whale 
Real Name: Charles Grayson 
Alignment: Mi screani 
Attributes: I.Q. 8, M.E. I 0, M.A. 7, P.S. 24, P.P. 12, 
P. E. 25, P.B. 9, Spd. 15 (45 or 30mph underwater) . 
Age: 23 M ale Weight : 280Ibs Heig ht : 6ft 9in 
Hit Points: 44 S.D.C.: 128 (plus I 00 underwater). 
Disposit ion: Rough, tough and mean. Enjoys a good brawl, 
grumpy, argumentative, co mplainer. Likes to be in cont rol 
as a bully. 
Power Category: Mutant 
Super Power: Unde rwater Abilities incl ude: Breath Under
water; Competitive Swimmer 89%; Ext raordinary Strength 
while underwater, P.S. 28, S.D.C. bonus: add 100 when 
underwater; Speed 45 (30mph) underwater. Othe r bonuses 
while underwater; one extra attack per melee, +2 to strike, 
+4 to parry, +6 to dodge. SEE H.U ., page I 19 for detailed 
power description; all bonuses have been included in all 
stats . 
Level of Experience: 4th 
Level of Educa t ion: High School 
Scholastic Bonus: +5% 
Occupation: Criminal/Terrorist 
Scholastic Skills (all included scho lasti c bonuses) 
Basic Math 98% 
Basic Biology 65% 
Music: Vocal 57% 
Automotive Mechanics 75/55% 
Boxing 
Hockey 
Secondary Skills 
General Athletics 
Body Building/Weight Lifting 
Hand to Hand: Basic 
Hunting (W.P. Rifl e) 
Fishing 
Drugs 
Cook 
Sewing (Basic) 
Pilot: Automati c 

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



Pi lot: Manual Tr ansmissi on (stic k) 
P1 lo t : Moto r/ Speed Boat 
Pilot: Sail Type Boat 
Combat Skills 
Atta cks per Melee: Five 

98% 
92 % 
94% 

Bonuses on dry land : strik e ... 1, Parr y +4, Dodge •4, 
Damage +9, Ro ll wi t h Punch or fal l +4, Pull Punch ~2, 
Save vs Toxins +5, Save vs Coma/ Death + 14. 
Body Bl ock does 1-4 damal!e (pl us bonus), •2 t o st ri ke. 
Can earn or thro "" up to 1200l b:., l i f t up to 2400lb s. 
Co mbat Skill s Under wat er 
Atta cks per Melee : S1A 
Bonuses to Strik e +2, Parry +8, Dodge + I 0, Damage + 13, 
Roll with a Punch or fa ll •2, Pull Punch +2, Speed 30mph, 
S.D.C. 100 ex 1ra (t,nal 228). Can ca rr y or t hrow up 
w 14001bs, 1111 up 1, 28001bs. Al l ot her bonuses and 
skills stay the samt>. 

Per sonal Profil e· K iller Whale 1s an extreme!\' st ockv, 
broad, mutant w11h underw<1rer ab1ltues. He's a muscle
bound m1santhropl with dreams of riches and power. 
Killer Whal!.' 1s not partlcularlv skil led or c leve r bur bi s 
awesome strengthand tenacny make him a deadlv f oe. 
Over the las1 f1v(- year~ he'~ been the st ro ng-man for 
~ever al non-superpowered groups, usuall y sea based. Un
fortunatel,· his crimi nal ca reer has been less t han impressive 
wi1h his greatest acco mpli shment being 1bat he' s always 
evaded capture bv t he aut hor ltl es. 

Wh<•n <in 1he run, K ill e Whale usuall y liv es rn or 
neor a large botlv of wat er (fr esh or salt ) alth ough he 
murh prefers the pleasures of dry land. He has never 
had d run-1r1 wnh anothf'r super bei ng. 
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KILLGORE 
Real Name: L nknown 
Alignment: Miscreant 

---

Attributes: 1.Q. 8, M.E. 14, M.A. I 3, P.S. 30, P.P. 15, 
P.E. 24, P.B. 10, Spd. 22. 
Age: Unknown Male Weighr 1200lbs Height: 12ft 
Hit Po,ncs: 50 S.D.C.: 95 plus 240 S.D.C. while on 
Earth I. ---
D1spos1tlon: Extreme ly aggressive, war-like, seems to be 
driven by a need to dominate all others; those who oppose 
him are destroved. Tends to be quick-tempered and cruel. 
-\tt.,..:ks whPn angry, frustrated or co nfu sed. Mer c ile ss 
In combat. 
Power Category: Allen (origtn unknown) 
Super Power: Ext raordinary Strength combined with rhe 
alien's massive bod} and ori,; Ina1Ing from a high grav1ty 
planet has produced a creature of phenomenal stren gth . 
Krllgore's raw physical strength I~ normally 30 but supple
mt:nted by Eart h' s much lower grav I1 y increases his strength 
by e1gh1 for a tOl al P.S. of 38; damage bonus: + 23. He 
can ca rr) and throw up 10 I 9,000lbs and lift up 10 38.000 
lbs. 

Killgore also POS$esses an incredible physical enduran ce 
providing bonuses of +5 to save vs toxins and +13% to 
save vs coma/death. He's also resistan t to co ld: al l cold 
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a I tacks do half damage. This ~emi-1mperv11,usness t<> 
cold is also I he result of his accl1matton to co ld on his 
native planet. 
Level of Experien ce: 6r h 
Level of Educa ti on: Special Training (Physical skills) 
Scholastic Bonus: None 
Occupation : None 
Scho lasti c Skills (a l l incl ude scholastic bonuses) 
NOTE: Only skills th at apply to this mysterious creature 
are l isted . 
Hand to Hand: Expert 
W.P. Blunt (+Js/+lp/+lthr) 
W.P. Blade : Sword Types (+3s/+2p/+lthd 
W.P. Chain (+3s/+ l p/+ I thr) 
Climbing 78/88% 
Body Bui lding 
Wre stling 
Swimming: compe111ive 98% 
Seco ndar y Skills 
Prowl 56% 
Hunt ing (wi1hou1 1he W.P. r ifle ski ll) 65% 
Fishing 98% 



Carpentry 60% 
Speak Earth Spanish 82% 
Speak Earth English (3rd level) 67% 
Cook 98% 
Pilot: Automauc 98% 

Com bat Skills (include all bonuses) 
Attacks per Melee: Four 
Bounses t o Stri ke ~J, Parry +2, Dodge +2, Damage +26, 
Roll w1th Punch or Fall +4, Pull Punch +2. 
Kick Attack does 1-6 damage (plus damage bonus) 
Body Block does 1-4 damage (plus damage bonus), 
60% likelihood of knocking opponent down. 
Pin/In capacitate (bv hold in g) w1th roll of I 8-20 
Crush/Sque eze does 1-8 dam age 
Personal Profile: The authorities at New Haven, wher e 
Killgo re ts currently incarcerated, have determined that 
he 1s an alien from another planet . However, he re mains 
qu11e an enigma. Killgore was discovered rn a South 
American Jungle where he terrorized two neighboring 
villages. He first slew all dominant males, and resistors. 
He then bullied and beat the remaining males, abused 
the women and took food or an} other nems he desired. 
The mystery lays 10 that he Is clearly an ext ra-te rr esrri al 
yet he ht msel f possesses no technologica l knowledge (rather, 
he's al most bestial), has no v1s1ble means of arrival i.e. 
space craf1, no technological equipment, no comrades . 
It's as if he JUSt appeared one day out of thin air . His 
only apparent non-eanhlv possessions are his war-club 
composed of a super-strong metal alloy of an undetermined 
nature, wrist bands and anklets composed of the same 
metal and a tough, flexible plastic harness that wrap s 
around his Y.a1st, extends up the ches t, wraps around the 
collar bone and down his spi ne. The harness, lik e the 
plas11C leather-like boots, Is studded with sharp metal 
protrusions, gladiator style . 

Physically Kil lgore ts a giant standing exact ly rwelve 
feet tall. He is exceptiona lly broad for his size and 
thick wtth muscle. It 1s believed that he ori g inate s from 
a planet with a much heavier gravity than Eanh which 
gives him an eve n greater strength, speed and mass while 
under Earth's less oppressive gravitational pull. His dark 
orange comp lexion and wild fur -like hair adds to his 
tmpos1ng bestial appearance. 

Ki l lgore is consider ed to be extreme ly dangerou s 
and is imprisoned rn New Haven. Kill gore originall y ap
peared in the J.M. com ic book issue number three with 
a cameo appearance in numbe r four . 

Man Hunter 
Real Name: Media Mi chab1 
Alignment: Aberrant 
Attributes: 1.Q. 14, M.E. I 8, M. A . I J, P.S. 20, P.P. 19, 
P.E. 16, P.B. 18 Spd. 21. 
Age: 19 Female Weight: 148 Height: 6ft 
Hit Points: 31 S.D.C.: 95 
Disposition: Arrogant, self-righteo us, t ough, impudent, 
rebellious to authority, especiall y male author it y figure s. 
Ambitious, merciless , ruthless in business and battle with 
megalomania tende ncies . 
Power Category: Physi cal Training 
Tra ining: Hand to Hand: Martial, Boxing (co ll egiate level), 
Gymnastics, Wrestling, Climbing 85/95%. Supplemented 
by her more co nvent iona l physi ca l activities listed under 
scholasllc and secondary skills , Man Hunter Is a form idable 
warri or . 
Level of E.xperience: 5th 
Level of Education: Equal t o a high school education. 
Scholast ic Bonus: +5% 
Occupation: Dignttary (royal t y) 
Scholast ic Skills (al l include scholastic 
Basic Math 
Algebra 
Business 

bonuses) 
98% 
98% 
80% 
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Computer Tech nology/Operation 
Musi c: Flute 
Foreign Language : English 
Secondary Skills 
Speak Fren ch 
Pil ot: Small Tru ck/4 Wheel Drive 
Pil ot: Single Engine Plane 
Hunting (W.P. Bow and Arr ow) 
Esca pe Artist 
Dance 
Prowl 
Body Bulldrng/We1ght L1fung 
Swimmin g: Basic 
W.P. Blade: Spear 
W.P. Blade: Knife/Sh ort Sword 
W.P. Blunt 

90% 
57% 
79% 

77 % 
84% 
92% 
60% 
60% 
65% 
64% 

98% 

Combat Skills (all bonuses are include d) 
A ttacks per Melee : Six 
Bonuses t o Strike +5, Par ry +7; Dodge +7,Damage +5; 
Roll with Punch or Fall + 12, Pull Punch +4, + I t o save 
vs toxin, +5 to save vs coma/death . 
Knock Out/Stun on natura l 20 
Karate Ki ck does 1-8 damage 
Body Block/Tackl e does 1-4 damage, 60% cha nce of knoc kin g 
opponent down. 
Pin/Incapacitate (by holding) on a roll of 18-20 . 
Other Abilities: Cr ush/Sq ueeze does 1-4 damage, Balance 
85%, C lim b Rope 90%, Back Flip 98%, Leap 14ft high and 
14ft long. 



Personal Profile: The woman , Man Hunter , is a prin cess 
of a small, technologically deprived island kin gdo m off 
1he coas1 of Africa . Onh small b11s of t echnology, such 
as baste computers, au1omo11ve and some fund amental 
industrial equipment and operation s are available 10 1hfs 
tin), third world nation. Generally, the island 1s over 
crowded; 11 s people poor, hungry and unskilled. The gove rn 
ment and society 1s dominated by s1nct male rule placing 
women 1n a clea rlv subservient ro le as less than second 
class c111zen~. 

Princess M1chab1, a.k.a . Man Hunter, is a militant 
.Jdvocate lor women's hberatton which has creat ed quue 
a s1Ir in the island's poll11cal arena fr om time 10 1ime. 
Tht• prin cess I~ out spoken, articulate, bold and aggressive; 
all trans tht• wen of the island do not respec1 in a woman. 
Phvs1catt, she is u world rlass athlete, superior 10 most 
men In both skill and natural ap1i1ude. Emotionally she 
has over corr pensat,•d for the masculine oppression by her
•elf beco ming equullv aggressive, uncompromising and 
ruthless. She ts clever, young, open to new ideas and 
a n.Jtural head for business which gives her an edge ove r 
most ol her ma, compet1t1f'n. Unfonunatel) she has 
become Irre,ers1b 1, pre1ud1c 1al towards all men believing 
1 hem 10 bP 1nfer10r 10 womP.n. A belief she often enioys 
demons1r .. 11n~ by humilrn11n11; and deitrading men whenever 
possib le. 

S1>mCdi.1\ sw>r1 Pnn, es~ "11chab1 will become the island's 
ruin, after the King•~ dei.llh in a susptcIous hunting accl
den1. It Is a1 1h1s potnt tha1 her megalomaniac tendencies 
"I ll be ~l~en "tngs, fueled by her bllter anger, lust for 
re~cni:c and fana11caf amb1110n. 

Man llunter, whose favorne sport Is physical co ntest s 
c1gains1 men was originalh scheduled to appear ,n the 
Justi ce ~foch1ne comic book in a s1orv that pn s her against 
Demon and Challenger. In 1ha1 story 1he J.M. relax on 
a supposed!\ unoccupied island near M an Hunter's home land. 
Alt hough rh1, sabbat 1cal Is 10 be a vacauon for Blazer 
anrl Demon, the J.M. are beset by the young huntress 
wh,, arranges a llfe and death con test against Demon 
and Challenger . An already fatigued and over con fident 
Demon 1s very nearly killed, saved only by the skill o f 
Challenger. Ult1ma1ely Man Hunter is defeated by Challenger 
and the Justice Machine are allo wed 10 fini sh their vacati on 
and wnh the respec1 of the warrior Princess. 

In regard to the Jusuce Machine, Man Hunter re spec t s 
Challenger as a warrior, 1he female member s with equal 
reg.ird; Titan and Taltsman with indifference and Demon 
as a sleaze-ball. 

Game Master' s NOTE : You may want t o re create 
the Man Hunter, Demon, Challenger battle as a mini 
adventure 1n you r campa ign or Just play as If it is an 
e\ent chat has alread" taken place. 

Nightshade 
NIG i ITSHADE 
Real Nam e: Rick Jackson 
Alignment: Anarchist 
Attributes: l.Q. 12, 1\1.E. 11, M.A. 13, P.S. 17, P.P . 15, 
P.r. 19, P.O. 14, Spd. 16. 
Age: 30 Mal e Weight : 180Ibs 
Hn Points: 39 S.D.C .: 65 

6ft I 1n 

Disposition: Erra1~me11mes 1rra11onal, sarcas11c, d1s
curb1ngly quiet; devastaung In co mbat. Emotionally cold , 
1nsensI11ve; perplexed about his powers and purposes. 
Self 1sh, unt rust worth\, skep11cal of everything . 
Power Category: Mut ant 
Super Power : Di sruptive wuch . Thi s lethal power ac1ual lv 
disrupts 1he nervous svs1em of the person who f alls v1cum 
to It. The touch can cause 1he following affects: Disrupt 
opti c nerves temporarily blinding the person; vi c tim s 
are -9 10 strike, purrv and dodge . Disrupt nervous system 
1mmoblizes the mo1or pan of the brain causing temporary 
pantl\'s1s. \'1c11ms are complete!) incapacitated . The 
durutl(,n of the blind ness and paralvs1s is 3- 12 m1nu1es; 
Saving thro"' 1s 15 or higher . · 
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The disrupt nervous S\"Stem ability can als<' 1nf11ct 
Pain doing 3-18 damage (f irs t to S.D.C. and th en hn poi nt s) 
and temporanll stunning its victim fc>r 1-4 melees . The 
Death 1ouch Is b, far the most dangerous of the disruptor 
t ouches . The 1ouch causes 6-36 damage and shocks the 
nervous svst~m, plunging 1he vic ti m into .i com,1 unless 
a successful savtnl\ 1 hrcrn ( I 5 or ht.i;therl is made. If I he 
sa\ln),( thro" 1s successful, the person onlv suffers ph\'stcal 
damage and 1s 1\01 placed in a coma . lhose who are 
no1 fortuna1e and fall in10 a coma are subJecr to th e 
normal sun-1, 1ng comet/de.it h rules (See the Heroe!-- Un
limited rule book, pg. 7). Side-effects from ph,s1cal dam
age are not applicab le. Those who fail to s.ive vs coma/ 
death die . 
Coma Savin g Bonus: because this 1s an unnatural affec t 
the v1c11m's bod) Is shghtl\ more resilient prov1d1ng a 
bon us of • I 0% to save vs coma/dea1 h. 

The use of the death touch also t akes I1s t ol l on 
the person infhcung t he coma. The super being himself 
is drained e.ich 1Ime he uses the death touch (the other 
disrup1ion touches do no damage). Side eff ects : redu ce 
speed by half, -2 to smke , parry, dodge and -2 for ALL 
saving thro\\s for 2-12 melees. Side effects from multiple 
or continuous use of che death-touch are accumula 11ve. 

NOTE : 1 he super being possessing the d1srup1or t ouch 
must phvs1callv touch his opponent to have an} <1ffect. 
The touch will mduce ns effec t s on bare skin and through 
~ normal fabrics; but will not ef fe ct those In robo t s, 



exo-skelet0ns, or environmental body armou r or space 
t ype sulls. Cha r acte rs who possess a "natur al " body arm our 
such as characters who can alter their physical structUre 
(stretching included) 1 ake half damage, effects are reduced 
b, half and are +2 LO save. 
Attacks per Melee: the supe r being can use his/her d1s
rup1"r touch as equal to the number of phvsical at tac ks 
per melee that indl\ ,dual ma\ have. In l\1ghtshade's case 
ht- ha~ four at tacks or touches per melee. 
Bonuses: the super being ,s + I on all saving throws and 
• t 4° 1c sav(• vs l'Oma/dea1h. 

:\1~h1shadtc 1s c1lso ont· of those rare 1nd1v1duals who 
possesses .L"-.2 ven dtsttn< tly different super powers . 
His second pov.er ,, Darkness Control whi ch includes create 
darkness: range: I 20f 1, area affected 4 foot radius, dur
atton : st:-. m1nu1es: shadov. meld. the ab1l11:,, 10 become 
comple1 eh inv1s1blP 111 darkness/shadow. SCE 1-1. U., page 
108 tor complete pov.er deslr1pt1on. 
Level of Eltperience: 41 h 
Levi!I of Education: Millian Spec,altst/Espwnage 
Scholastic Bonus: + 15% 
Occupation: 'lone (current h a vul(abond), ex-CIA agent. 
Scholasuc Skills (<111 include schnlas t 1c bonust>s) 
Basic Mat I, 98'-}o 
Basi( B1olog1 75% 
'l.1us,, , c, ,I 63% 
Phtlus oph1 98% 
Foreign Langua.1te: Gnman 89% 
Hund to !land· Martl , il 
\\.P. ,\ut om tttc Pistol 
\\.P. BladP (knlle) 
Ds,~u,,e 
lnV('StllH!IIIIC 
Sune1llan c e ~, ~tems 
P1 Pocf.t'IS 
Pick l otb 

Pr '" I 
Secondary Skills 
B,,d-. Bu1ld1 ,, \\e1i.:ht L1l11ng 
Gerwral At hlettcs 
Cl1mb1ng 
Sv.1mm1ng· Compet11111e 
Elel·t romcs: Basse 
Aut nmo11ve Mechanics: Baste 
P1ln1· l\l01on vcle 
Pole t -\utomauc 
Pil ,, Single Fngine Plane 
Combat Ski lls (all bonuses included) 
Attacks per Mele e Four 

75% 
70% 
65% 
69°0 
64% 
70% 

31/46% 
98% 
60% 
60/45 % 
92% 
98% 
88% 

Bonuses to Strik e none. Parry +4, Dodge +4, Damage +3, 
Roll with Punch or Fall +5, Pull Punch +4, Save vs Tox ins 
+3, Save vs Coma/D eat h + 18%, Save vs Psionics (or any 
other saving throw) +I (power bonus) 
Karate Kick does 1-8 damage 
Body Bl oc k/Tackl e does 1-4 damage. 

Personal Profile: Nightshade v.as " C.I.A. operauve spec,al
I1I011 ,n esptonage and .issa\stnauon . Hrs las, assIgn menI 
was to locate, studv and apprehend a radi ca l subversive 
b, the name of Hammet Dash. The C.I.A. has been unable 
to 1hwan Dash's fana11cal pursu,1 of his ideals and fear 
that his secret soc1et), wI th 11s gove rnm ent independence, 
ht)lh-1echnology, un-o nhod ox experiments and culcrvauon 
of super beings, among other things, ts a def1n1te risk 
to nauonal secur111. Consequently, the) seek to apprehend, 
interrogate and incarcerate the man they view as a far 
too powerful, vigilante, r evoluuonarv (which isn't far from 
the truth). Since Dash 1s knov.n to sohcn super beings, 
ti v.as l0~1cal that the C .I.A . assign one of their own 
super powered agents to the case, the elusive N ightshade . 

Hov.evt>r during ht~ 10veswiat1ons he ran afoul of 
the \lllarnous Inherit or who caught 1';1ghtshade off guard, 
turntnll hts own powers against hrm (the Inheritor can 
mIm1c an~ superpower, see his description elsewhere In 
the 11lla10 secuon). Althou1,1h h.iving sun 1ved the "death 
teuch", the shl,ck t< hts s1stem has affected hrs memon . 
\J11thtshade has no recollec11on of his past or purpose, 
lromcallv he has found and gained access tc, New Haven. 
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Although he knows tha1 this place 1s i mportant 10 
h,m, he doesn't know whv. Consequentlv, all he does 
1s prowl around l\e v. 1la1,en obst>rving t>\erything from 
his secret hiding place in the shado\\s. For food he raids 
th e vari ous cafe t erias or individual apartments . Hi s obser
va11ons have given him an excellent understanding of Nev. 
Haven's layout and operau ons. He has avoided all attempts 
at commumcauon v.h1le prOI ing w be an elusive adversan 
for both th e Free Force and 1',,ew Huven's securn y force. 

Simple therapr wil l brrng back Nigh1shade's memor), 
at which 11me he v.1ll begin to plot 1he capture of Hammet 
Dash. Unul then, he remains confused and perplexed 
about his powe rs and purpose. NOTE: Nightshude has 
not vet exh1bned his disruptor pov.er, onh his control 
of darkness and skills 1n marual combat . A selfish, un
sausfted person, 11 's possib le that I he heads of l\e"' Haven 
cou ld convince him 10 Join them even after his memory 
returns. However, he's an untrustv.onhy allv \\h o ts likely 
to betray his comrades or 101n an evil organt1at1on. 

Offtc1allv the C.I .A. has h,m li sted as missing In 
action, suspected of falling v1cum t o Hammet Dush and 
his minions. Nightshade has been missing for three months. 

The Prophet 
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THE PROPHET 
Real Name: Jeffrey Johnson 
Alignment: Miscreant 
Attr ibutes: I.Q. 18, M.E. 20, M.A. 17, P.S. 11, P.P. 10, 
P.E. I 3, P.B. l 2, Spd. 11. 

~: 30 Male Weight : 1501bs 
Hit Points: 38 S.D.C.: 20 

Height: 5ft I 0in 

Disposition: Arrogant, snobbish, feels superior; a methodical 
planner, cold and ruthless. 
Power Category: Psionic (Natural) I 18 I.S.P. 
Psionic Abilities: Bio-manipulation enables him to deafen, 
blind, mute, paralyze, stun, or cause pain; Range: I 60ft, 
Duration: 4-16 minutes, 1.5.P. costs : 6, Saving throw: 
standard. Bio-Regeneration: resto res the Prophet's S.D.C. 
or hit points. Object Read: Range : Touch, I.S.P. costs: 4; 
picks up psychic emanations from objects . Detect Psionics: 
Range: 620 yards, I.S.P. coses: 2. Hypontic Suggest ion: 
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, 1.5.P. cost: 5. Summon Inner Strength: Range: 
self, Duration: 20 minutes, I.S.P. cost: 6; adds 10 S.D.C. 
per every 6 I.S.P. SEE H.U. rule book psionic section, 
pgs. 68-75 for detailed descriptions of psi-powers. 
Level of Experience: 6th 
Level of Education: Two years of college. 
Scholastic Bonus: + 17% (includes I.Q. bonus) 
Occupation: Criminal 
Scholastic Skills (all include scholastic 
Biology 
Basic Math 
Algebra 
Trigonometry 
Music: composition 
Chemistry 
Physics 
Calculus 
Chemistry: Analytical 
Compute r Technology/Operation 
Investigative 
Surveillance Systems 
Pilot: Helicopter 
Secondary Skills 
Basic Electronics 
Automotive Mechanics 
Audio Communic ations 
Pilot: Automotive 
Pilot: Manual Transmission 
Pilot: Single Engine Plane 
Disguise 
Forgery 
Photography: Video 
Pick Locks 
Prowl 
Hand to Hand: Basic 

Combat Skills 

bonuses) 
82% 
98% 
98% 
98% 
73% 
87% 
72% 
98% 
77% 
98% 
77% 
75% 
84% 

75% 
75/60 % 
65% 
98% 
98% 
95% 
65% 
55% 
70% 
66% 
61% 

Attacks per Melee: Four Hand to Hand 
Attacks per Melee: Four Psioni c 
Bonuses to Strike +4, Par ry +2, Dodge +2, Damages +2, 
Roll with Punch or Fall +2, Pull Punch +2, Save vs Psio nic 
Attack +3. 
Personal Profile: The Prophe t is an extremely inte l ligent, 
cunning Individual. He's an extremely good planner with 
a head for details and tactics, supplemented by his psionic 
abilities of speed reading and total recall. He's the ideal 
criminal 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 crimes include theft, burglary, and extortion. He 
seems to have a particular attraction to precious gems 
and exotic items. Unlike most of the villains in this 
book the Prophet perfers a low key existence avoiding 
dangerous confron tations whenever possible. This Is in 
part due to his lack of physical skills and his cunning 
to work behind the scene to avoid capture. His usual 
mode of operation is to collect a team of criminals, often 
specialists i n a particular area, and mold them into a 

well oiled force 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 implica t ed 
hi m in the least, has promp t ed him to consider establishing 
a crack ream of super villains to expand his operations . 
The Sta lker , Inherit or and possibly the Gr appl er are likely 
candidates from the villains listed in this book. Game 
Master' s, this is an excellent opportunity to include your 
own villainous creations as a new team lead by the Prophet. 

While the Prophet may be psionic, he possesses no 
clairvoyant or precognition abilities which makes his name 
more symbolic than reflective of his abilities . Although 
physi cally inferior to most heroes or villains, his psi-powers 
are extremely dangerous; powers chat he has learned to 
w ield with deadly prec1s1on. By means of his bio
manipulatlon powers the Prophet can Incapacitate even 
the most powerful opponent without li f ting his little finger. 

The Sea Creature 
Real Name: Unknown 
Alig nment: Unprincipled 
Att r ib utes: I.Q. 8, M.E. 16, M.A. 11, P.S. 20, P.P. 18, 
P.E. 21, P.B. 5, Spd. 15 on dry land. 
Age: 66 Male Weigh t: 6001bs Heig ht: 16ft. 
H i t Poi nts: 54 S.D.C.: 160 {plus 100 when underwater} . 
D iswsi ti on: Angry, hosti le, frustrated, vengeful coward 
nazi s, inhumanity and cruelty. Suffers from cronic physi
ca l pain and the psychosis; Mindless Aggression (semi
f unctional) when frustrated or upset. 
Power Cate gory: Experiment 
Super Power: Underwater Abilities as well as complete 
physical transforma t ion provid ing a natural, scaly green 
skin, razor sharp fins doing 1-8 damage, and a 16ft pre
hensile tail (+ I to strike and parry, +5 to dodge, does 
1-8 damage, can grab and strike like an extra limb, but 
additional bonuses ocher than damage do not apply to 
the tail). -
Underwater Abilities Include breathing underwater, swim 
skillfully and several bonuses as listed in the combat skills . 
See H. U., pg. 119 for detai led description . 
Level of Expe ri ence: 8th 
Level of Educat ion: Grade School 
Scholastic Bonus: None 
Occ upat io n: None 
Scholastic Skill s (all include scholastic bonuses) 
NOTE: Only skills that still apply to the sub-human creature 
Understand German 90% 
Understand Polish 80% 
Understand French 60% 
Understand English 40% 
Track 65/60 % 
Secondar y Ski ll s 
Escape Artist 
Prowl 
Hand co Hand: Basic 
Co mbat Skill s 

65% 
64% 

Att acks per Melee: five plus one extra tail attack. 
Bonuses t o Stri ke +5, Parr y +5, Dodge +5, Damage +7; 
Roll with Punch or Fall +4, Pull Punch +2. 
Bonuses Underw ater; to strike + 7, parry +9, dodge + 1 I, 
damage + 11, plus one additional attack for a total of 
six per melee. 

to a top competitive swimmer, 
of 45mph. 
additional attack and does I-

Swimmin g A bilit y is equal 
89% skill level, swim speed 
Prehensil e Tail adds one 
8 damage plus bonuses. 
Per sonal Pro fil e: The Sea Cr eat ure is a tragi c mockery 
of a human being; the resu l t of hideous genetic experi
ments by the Nazi's during World War II. In their pursuit 
to create a super-soldier they transformed a sixteen year 
old youth with aquaphobia into a sea monster . The count
less operations, serums , and radiation were agonizing and 
t erribly t raumatic. Less than human, the poor creature 
can ' t speak and has great difficulty comprehending human 
speech and technology. What it does understand is pain 
and sorrow. It is almost empathically perceptive of ocher 
people 's pains and sorrows; empathizing with all tortured 

95 souls. 
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THE SEA CREATURE 

for the last forty-three years it has tried to lose fiii~ -
itself in the cool ocean waters, but the chronic pain that 
still stabs its deformed body won't allow it to forget . 
From time to time it has surfaced t o walk among men A I 
usually creati ng mayhem and fear. It has an uncanny '/. 
ability of finding cr uelt y and destroying it. The creature 

1
, 

is obsessed with destroying all the lnflicters of pain and 
cruelty, especially Nazi 's. It has an equa lly uncanny, j 
almost psychic ability to recogn ize /sense Nazi 's. Whenever y ,. 

It unco vers cruelty it lashes out with deadly force and · 
Is prone to berserker rage when angered or frustrated {see ' 
mindless agression under Psychosis in Her oes Unlimited , -:-:_~ 
rule book, page 145). Driven by its torments, all it really- ~/ 
seeks Is peace. 

NOTE: the creature can stay on dry land for only 
20 minutes before It begins 10 suffer from debilitation 
and exposure. 
Exposure has the following effects: reduce attributes: 
P.S. -2, P.P. -2, and speed by 1/3. S.D.C. is redu ced 
by IO. These effects are accumulative for each additional 
hour of exposure. When all P.S. points are gone the crea
ture will co llapse; too weak to move. When all S.D.C. 
points are depleted subtract 10 hit points for each addition
al hour of exposure as the creature slowly dies. The 
creatu r e can be restored by being placed in a salt water 
solution roughly equal to sea water. It will regain strength 
at about the same rate that it lost It. 

The Sea Creature debut was in an excellent story 
l'l the J.M. comic book issue number five. 

The Stalker 
Real Name: David Longtree 
Alignment: Mi screant 
Attributes: 1.Q. 12, M.E. 14, M.A. 9, P.S. 21, P.P. 16, 
P.E. 15, P.B. 17, Spd. 20. 
Age: 28 Male Weight: l 75Ibs 
Hit Points: 42 S.D.C.: 80 

6ft 

Disposition: Sel f-ceritered, glory hound who places bis 
own welfare above all else. Confident, cunn ing, mean, 
suspicious and vengeful. 
Power Category: Special Training; Espionage 
Training: W.P. Blum, W.P. Automatic Pist ol , Hand to Hand: 
Martial, Tracking 75/70%, Investigative 75%, Pick Locks 
66%, Escape Artist 75%, Forgery 70%. 
Level of Exper-ience: 6th 
Level of Education: One year of college . 
Scholastic Bonus: +8% 
Occupation: Cat Burglar 
Scholast ic Skills (all include scholastic bonuses) 
Basic Math 98% 
Basic Biology 
Music: Guitar 
Automot ive Mechani cs 
General Athletics 
Boxing 
Acrobatics 
Research 
Surveillance Systems 
Philosophy 
Secondary Skill s 
Hunting (W.P. Rifle) 
Body Building/Weight Lifting 
Climbing 
Swimming: Basic 
Electronics (basic) 
Drugs 
Pi lot: Moto rcyc le 
Pilot: Manual Transmission 
Pilot: Motor/Speed Boat 
Speaks Navaho Indian 
Combat Skills (all bonuses Included) 
Attac ks per Melee: Six 

78% 
64% 
88/58% 

73% 
68% 
84% 

44/59% 
98% 
70% 
90% 
98% 
98% 
92% 
82% 

Bonuses to St r ike +4, Parr y + 7, Dodge + 7, Damage +6; 
Roll with Punch or f all +7, Pull Punch +4. 

Knock Out/ Stu n on a natural 20 
Karate K ick does 1-8 damage. 
Body Bloc k/ T ackl e does J-4 damage, 50% likelihood of 
knocking an opponent down . 
Prowl 80%. 
Ot her Abiliti es: Cl imb Rope 98%, Walk Tight Rope 98%, 
Excellent Balance 98%, Sense of Direction 98%, Back 
flip 96%, Leap 18ft high and 19ft long . 
Personal Pr ofil e : David Longrree, alias The Stal ker , is 
a native born American Indian of Navaho heritage. Re
cruited and t rained by the people of New Haven he quickly 
established himself as a top security enforcer. The Sta l ker's 
abilities to prowl, trac k and climb made him a deadly 
adversary to wrong-doers inside and outside of New Haven. 
Problems arose in that Stalker was much more interested 
in personal glory, wealth and well-being than justice and 
the welfare of partners or bystanders . A flamboyant 
lone wolf, he could never wo rk well with partners usual ly 
ope rating as if they didn ' t exist. furthermore, his bullying, 
strong-arm tactics were unconventional, often bordering 
on the cruel. 

After repeated incidents of recklessness, neglect 
and unnecessary force, followed by a major conflict between 
the Stalker and the free force, Stalker was deprogrammed 
and dismissed from New Haven . The deprogramming in
cluded a post hypontic suggestion to forget all about New 
Haven . However, the Stalker is a strong person both 
mentally and physica l ly. The result is that he is slowly 
remembering it all. When he has r emembered enough 
he will crave vengeance; returning to New Have to stalk 
again. A spiteful, bitter person, he will seek to hurt those 
who he feels have hurt and disgraced him . Specific ta rgets 
include the free force, Hammet Dash and Smitty . Anyone 
who stands in his way will also feel his anger . 

Currently Stalker is prospering as a burglar; victimizing 
97 high society around the country . 
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DR. VARGOS 
Real Name: Lewis Vargos 
Alignment: Anarchist 
Attributes: 1.Q. 15, M.E. 11, M.A. 7, P.S. 16, P.P. 13, 
P.E. 12, P.B. 10, Spd. 14. 
Age: 38 Male Nor mal Weight: I 40Ibs 
Normal Height: 5ft Sin Hit Points: 33 S.D.C.: 56 (plus 
120 when changed) 

Disposition: Quiet, unassuming but secretly frustrated; 
longs lO be able to dominate others. Pent-up hostility 
and anger that comes out when transformed. 
Power Category: Experiment 
Super Power: Physical Tr ansformat ion: this is a major 
physical change triggered by chemical stimuli or, at will , 
if mutant or alien. In Doctor Varg o's case the trans
formation occurs as the resul t of a chemical inje ction . 
The physical transformation is usually quite startling adding 
1-4 feet co one 's height, doubles weight, doubles speed, 
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adds 120 to S.D.C., adds 2-12 to P.S., and adds 2-8 to 
P.P.. Can carry, llft, throw weights 20 times greater 
than normal. In addition, roll on the mutant "Unusual 
Characteristics Table" for yet another possible physical 
change . Any special abilities that may occur from such 
an "unusual" characteristic also apply. (See H.U., pg. 61 
and 62). Also roll to determine if an unknown variable 
causes the "unusual characteristic" to be random which 
means the person rolls each time the character transforms. 
Roll Percentile Dice 

1-60 Stab le, consistent transform at ion. 
61-00 Unstable, random change for each transformation • 

Doctor Vargos's Transformation 
Height increases from 5ft 8in to 6ft 8in. Weight increases 
from 140 to 280Ibs. Speed increases from 16 to 32; S.D.C. 
becomes 176; P.S. 28; P.P. 18 and can carry and throw 
up to 28,000 lbs and lift up to 56,000lbs. The "unusual 
characteristic" is extreme hairiness (stable, consistent 
change everytime). The change lasts approximately 24 
hours unless cancelled by means of chemical counter agents 
which will reverse the transformation within 20 minutes. 
Vargos always has an ample supply of his transforming 
serum on hand at all times (on his person and hidden 
in his lab and apartment). 
Leve l of Experience: 5th 
Leve l of Educat i on: Master's in Chemistry 
Scho lastic Bonus: +30% 
Occupation: Chemist 

Scholastic Skills (all include scholastic 
Basic Math 
Algebra 
Geometry 
Trigonometry 
Calculus 
Physics 
Biology 
Chemistry 
Chemistry: Analytical 
Chemistry: Pharmaceutical 
Computer Technology/Operati on 
Patho logy 
Radiati on Technology/Medical 
Paramedic 
Research 
Fencing (W.P. all Blade) 
Swimming: Basic 
Swimming: S.C.U.B.A. 

Seconda r y Skills 
Body Buildin g 
Running 
Ice Skating 
Dance 
Prowl 
Hand to Hand: Basic 
Electronics (basic) 
Photog raphy: Video 
Drugs 
Cook 
Sewing (basic) 
Fishing 
Study Animals 
Study Philosophy 
Pilot: Automatic 
Pilot: Small Truck 
Pil ot: Motor/Speed Boat 
Speak German 
Read/Write Latin 
Read/Write German 

bonuses) 
98% 
98% 
98% 
98% 
98% 
80% 
98% 
98% 
85% 
98% 
98% 
85% 
85% 
85% 
90% 

98% 
90% 

65% 
52% 

65% 
60% 
98% 
90% 
98% 
98% 
75% 
75% 
98% 
88% 
88% 
77% 
75% 
75% 



Combat Skills (all bonuses are included) 
NOTE: Bonuses apply only when transformed. 
Attacks per Melee: Four 
Bonuses to Strike +4, Parry +4, Dodge +4, Damage +5, 
Roll with Punch or Fall +2, Pull Punch +2. 
Personal Profile: Docto r Vargos is an assistant to Doctor 
Von Croft in the research division at New Haven. In 
addition to his work with Von Croft he has been developing 
a chemical that would contro l aggression in humans. 
He hoped to achieve this by altering the human chemistry , 
certain horm ones, et c., chemically tO 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 
co many of the distrubed superbeings, such as Killgore, 
held in New Haven's detention center, and eventual l y 
be released to the mainstream medical world. 

Doctor Vargo's Initial experiments with animals were 
an over whelming success; however, the same process seemed 
an utter failure with human subjects. The experiments 
seemed to int ensify the aggression, anger and hostility 
of humans r at her than ca lm and negate such hostility. 
With some political maneuvering on the pan of other 
research scientists Jealous of the time and money alotted 
for Vargo's futile experiments, th e proJect was canceled. 
Still Doctor Vargos cont inued to develop his serum on 
his own rime. At long last he was sure he had the proper 
elements for success but couldn 't get the facilities, money 
or volunteers for testing the radically new formula . 
Frustrated by the lack o f support and confident of the 
formula 's effects, he decided to test it on himself. 

The results were startling. Noc only did the formula 
alter the Doctor's emotional sta t e but it also caused an 
instant, dramatic physical transformation as well. Vargos 
found himself t ransformed, not unlike "Doctor Jeckle and 
Mr. Hyde", from a small, physically unimpressive man 
Into a hariy, 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 submissive little man too respectful 
to even argue effectively. This was the new Doctor Vargos 
who would show his colleag ues that he was not a helpless 
pawn to be used and abused then discarded with the rest 
of the trash. 

At this point nobody in New Haven knows of the 
Doctor's formula or his plans for revenge. Vargo s doesn't 
resent the superheroes or Hammet Dash, but he does 
hare many of his rude, arrogant colleagues who have mani
pulated him, thwarted his research, stolen his ideas and 
treated him with contempt . Wit h the exception of kindly 
old Doctor Von Croft (Vargo's dearest friend), the others 
will all pay. ALL! He wil.l extract his vengean ce by 
sabotaging projec~ vandalizing labs and private residences, 
physical beatings, terrorizing by stalking and chasing people 
and then disappearing after leaving a trail of destruction. 
Also by discn;diting fellow scientists, by framing them 
for crimes and indiscretions they didn't co mmit and to 
even murder some of his most hated personal foes. Although 
Vargos is a political buffoon in his normal form, he is 
very knowledgeable of the in-fighting, games and 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 dealt with quickly as 
an enemy or fool , although he is NOT likely to intentionally 
kill such people. Doctor Vargos, even in his more pr imal , 
vindictive form, Is not a truly evil man but emotionally 
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 
Doctor would come to New Haven's (or Doctor Von Croft 's) 
aid forsa kin g his secret primal-id and the inevitable reper
cussions of his crimina l activities (although he would try 
to flee before being capt ured and brought to justice). 
It 's important to note that the physical transformation 
is so dramatic that even the Doctor 's facial features . 

longer, thick wild hair, broad nose, deep set eyes and 
wi Id look; are so different from the Doctor's normal appear
ance that it's unlikely that anyone would recognize him. 

Warhead 

WARHEAD 
Rea l Name: Bobby Benday 
Alignment: Anarchist 
A tt ri but es: l.Q. 12, M.E. 81 M.A. 8, P.S. 24, P.P. 16, P. E. , 
P.B. 8, Spd. 66 (40mph) 
Ag e: 8 Male Weight : 5 L0lbs Height: 4ft 6in 
Hi t Points: None S.D.C .: 600 
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Di sposi tio n: Selfish, angry, fr ustrated, impudent and hostile; 
has delusions of grandeur; craves power. Prone to temper 
tantrums. 

Vita l Stat ist ics: Construction: All standard items; reinforced 
body frame and limbs; No hidden or retractable limbs 
or weapons. Basic audio unit and voice synthesizer. 



Special Add11 ions 
Au gmen led Upper Body Strength: equal to P.S. 25, + I 0 
to damage. 
Augmented Lower Body Strength: equa l to P.S. 25. 
Standa rd Physic 'al Prowess: equal to P.P. 16, +I to strike, 
parry and dodge . 
Extra Speed: equal to a speed of 66 or 40mph. 
Rotating Body Par ts: head, hands, arms and upper torso 
can rotate in a full 360 degree circle. 
Hover Jets: built inlo feet and legs (leg joints lock when 
jets are activated). Maxi mum speed of 80mph. 
OpLics 
Te lescopic: range 1200 feet, 6ft field of vision. 
Nightsight: range 600 feel, amplifies existing light to 
see clearly in the dark. NOTE: some light must be presenl. 
Infra-Red: rdnge 600 feet, sees In the Infra-red spectrum 
of light and can pick-up heat emanations . 
Basic Visual Unit 
Sensors 
Heat: Sensors that can pick-up and pin-point heal emana
tions. Range 200 feet; field of detection, 20 fool radius. 
Radiation: Dete cts and registers the amount of radiation 
within a 30 foot radiu s. 
Radar: Can estimate speed, location, direction of obJects 
within range at 65% proficiency. Range is five miles. 
Sonar: an underwaler equivalent to radar; 65% proficiency, 
five mile range. 
Special Item s 
Flotation Device: a special mechanism that prevents the 
robot from sinking. Activates automatically when the 
robot is submerged. 
Underwater Capabilities: water proofing and sealing of 
all internal mechanisms and Joints for underwater per
formance. 
Reinfor ced Body Armour: for greater S.D.C.. Capabiliues 
for energy weapons have been disengaged umil Bobby 
is mature enough to handle the responsibility of his robot 
form. 
SEE H.U . Robot section for specific derails, pages 39-
48. 
Level of Experience: 2nd 
Level o f Education: the 3rd Grade 
Scholastic Bonus: None 
Occupation: None 
Scholastic Skills (all include scholastic 
Math fundamentals 
ReacVWrite English 
Computer Fundamentals/Operation 
Secondary Skills 
Swimming: Basic 
Photography: Still 
Study: Literature/Science Fiction 
Crafls: Model Making 

Combat Skills (all bonuses included) 
Attacks per Melee: Two 

bonuses) 
30% 
50% 
50% 

80% 
50% 
60% 
50% 

Bonuses lo Strike +I, Parry +I, Dodge +I, Damage + I 0; 
Roll with Punch or Fall + I. His augmented strength en
ables Warhead co carry or throw up to I 500Ibs and lift 
2000lbs. 
Personal Profile: Bobby is an eight year old child who 
disobediently snuck into a highly restricted area dealing 
with robot experimentation by Von Croft. The child acci
dentally aclivated a device that permanently transmitted 
his mental essence into a small robot intended for heavy 
labor. 

The transformation would be a difficult thing for 
any adult to deal with; the effects on the child has been 
doubly traumatic. The child, nick-named Warhead because 
of his temper and appearance, is extremely hot lempered 
and prone to violent temper tantrums . He seems to be 
becoming more bitter, hostile and unmanageable with 
each passing day. Recently Warhead severely beat up 
lhree technicians who made a sarcastic comment about 
the child 's cond iti on. He has become more brutal, given 
lo sudden mood changes, and a compulsive liar. NOTE: 
psychological disorders include: Mani c depression and tend 
encies toward paranoia, schizophrenia and sadism . Warhead 
hates and diStrUSlS Von Croft (phobia). 

The Wisp 
Real Name: Unknown 
Alignment: Anarchist 
Attributes: I.Q. I 0, M.E. 12, M.A. l 0, P.S. - , P.P. - , 
P.E. 20, P.B. 8, Spd. 15. 
Age: Unknown Gender Unknown Weight: None 
Height: 5ft Hit Points: 30 S.D.C.: 30 
Disposition: friendly, easy going, somellmes talkative and 
annnying . 

Power Category: Psionic (alien) 
Psi-Abilities: 62 Inner Slrength Points (I.S.P.) 
Telepathy: range: 340ft, duration: l 8 minutes, I.S.P. cost: 
4, saving throw vs psionics (standard). 
Telepathic probe is an exlended telepathy that enables 
the being to read a person's mind; I.S.P. cost: an addi
tional 6 I.S.P. 
Bio-regeneration: I.S.P. cost: 6, restore s hit points and 
S.D.C. 
Detect Psionics: range: 620 yards, duration: 2 minutes, 
I.S.P. cost: 2. 
Mind block: rang e: self, duration: 10 minutes, I.S.P. cost: 4. 
See Aura: range: 120 fl, duration: 4 melees, I.S.P. cost: 4. 
Sixth sense: range : 60ft, duration: 2 melees, I.S.P. cost: 2; 
alerts the Wisp to impending danger . See H.U. psionic 
section, pages 68 to 75 for details. 

Level o f Experience: 4th 
Level of Education: None 
Scholastic Bonus: None 
Occupation: None 
Scholastic Skills (include scholastic bonuses) 
None 
Secondary Skills 
None 
Combat Skills 
Attacks per Melee (psionic only): Three 

Personal Profile: Who or what this strange entity is, is 
as much a mystery as where it came from and what it's 
doing in New Have n. The Wisp, as people call it, simply 
appeared one day and has been popping up ever since. 
The thing seems to be friendly without the slightest hint 
of aggression or hostility. It has avoided numerous attempts 
of capture, will not surrender to or work with aulhorities 
nor answer any questions about itself. 

The Wisp is seen from time to ti me just hanging 
around, presumably observing. Occasionally it talks to 
people via telepathy, usually about nothing of any signifi
cance. On these occasions it can be quite a nuisance; 
tagging along, commenting on everything the person says 
or does. There have been a few instances when the entity 
has warned someone of impending danger but these are 
isolated events. Although it has apparent ly adopted New 
Haven as its home, it has not made any permanent friends 
with the possible exception of Nebo who has rep orted 
five sightings, in two of whi c h the Wisp warn ed him about 
serious problems in the lunnels he maintains. 
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Physi cally the Wisp appears as a five fool tall, opaque, 
gaseous mass. It can hover and move at about the same 
speed as a norma l human. Of course it can ooze under 
doors, through cracks and key-holes and canot be physica lly 
grabbed or held. This means physical kineti c attacks 
such as punches, bullets, knives, c lubs, 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 of attack . However, its knowledge and 
psi-abilities cou ld severely threaten the security of New 
Haven. 



Prosecutor Zarren 
PROSECUTOR ZARREN 
Real Name: Joseph Zarren 
A li gnment: Misc reant 
Attributes : 1.Q. 14, M. E. 12, M.A. 13, P.S. 16, P.P. 13, 
P.E. 12, P.B. 12, Spd. 10. 
Age : 40 Male Weight: 150 Height: 5ft I 0ln. 
Hit Points : 58 S.D .C.: 64 
Di sposit ion: Sel fi~dangerously ambitious, vindicc ive, 
scheme r; completely unscrupulous and deceitful. 
Power Category: Special Training: Invest igative 
Tr aining includes: Crimina l Sciences/Forensics 90%, lnvesci
gacive 85%, Research 90%, Surveillance Systems 85%, 
Cryptography 85%, W.P. Energy Pistol, Hand to Hand: 
Expert. 
Level of Experience: 9th 
Level of Educa tion: Mast er's Degree in Law 
Scholast ic Bonus: •30% 
Occ upati on: Chel f Criminal Pr osecutor, special government 
attachment. 

Scho lasti c Skills (all include scholastic 
Basic Math 
Basic Biology 
Compute r Te chnology/Operation 
Wming: Non-fiction 
Wor ld Hist0ry: Georwell 
Law: Federal 
Law: Crimin al 
History: Political 
Psychology (the st udy of) 
Anthropology 
Business 
Economics 
Chemistry (Basic) 
Algebra 
Calculus 
Paramedics 
Boxing 
Fencing (W.P. Blade) 

Seconda ry Ski lls 
Body Buil ding/Weight Lifting 
Dance 
Swimming: Basic 
Crafts: Model Building 
Automotive Mechanics (basic) 
Computer Program mi ng 
Fishing 
Hunting (W.P. Rifle) 
Photog raph y: Sti II 
Drugs 
Forgery 
Pick Locks 
Prowl 
Study: Contemporary Earth 
Speak Earth English 
Read/ Write Earth English 
Pil ot: Manual Tra nsmission 
Pil ot: Aut omat ic 
Pilot: Singl e Engine Plane 
Pilot: Sail Boat 

Combat Skills 
Atta cks per Melee: Six 

bonuses) 
98% 
98% 
98% 
92% 
98% 
98% 
98% 
98% 
98% 
92% 
98% 
98% 
98% 
98% 
98% 
95% 

85% 
98% 
85% 
85/60% 
85% 
98% 
80% 
85% 
98% 
65% 
74% 
64% 
90% 
98% 
95% 
98% 
98% 
96% 
98% 

Bonuses t o Strike +3, Parry +4, Dodge +4, Damage +3; 
Roll with Punch or Fall +3, Pull Punch +2. 
Ki ck Attack does 1-6 damage. 
Knock Out/ Stun on a roll of 18-20 
Critical St rik e fr om behind (triple damage) 



Personal Profile: Prosecuto r Joseph Zar re n is a special 
Federal prosecutor and political strategist. He has achieved 
his influential position at an early age supported by upper 
government constituents. He has used his every political 
connection to gain hand holds and leverage to advance 
his career and to destroy riv als or those he hates. 

Jealous of the Justice Machiner ' s blissful Ignorance 
of the political arena and their unrivaled public adoration, 
Zarren plotted to destroy them. He first ca refully arranged 
that the Justice Machine be assigned to the Maxi nor man
hunt. He then gave them sanction to follow Maxinor 
10 the other dimensional world known as Earth . It was 
only after their departure to Earth that Prosecutor Zarren 
was able to implement the final phase of his scheme . 
He was able to provide the Counc i l Cent r al with very 
damaging ev iden ce (all false) linking the J.M. as allies 
in league with arch-rebe l Maxinor. Zarren had done his 
work well, for while the Council knew full well th at the 
charges were false they could not deny that the Justice 
Machiners had left the ever observant world of Georwell 
with the very persuasive Maxinor. The paranoid rulers 
of Georwell couldn't allow the Justice Machine to return 
to 1heir old post, for by being with Maxinor there was 
always the threar of contamination . There was always 
the possiblity that Maxinor could have aroused suspicions; 
could have created doubts . . . which would lead to dis
turbing questions; and ir is never good for the state to 
be questioned. The Council could not take the risk that 
such popular heroes among the people might be swayed 
against them. Super-patriots whose words and action 
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might c reate more questions in far too many individuals. 
Thus, the Council Central accepted Prosecutor Zarren 's 
evidence and set in motion the appropriate propaganda 
to destroy the Justice Machine's reputation among the 
people. 

Zarren's only mistake was his overzealous ness to 
see the Justice Machi ne destroyed. To achieve this, he 
personally followed the J. M. to Earth, way-layed them, 
tried, judged and was about to execute them when Maxin or 
interceded. 

The Justi ce Mach ine was dealt a severe blow to 
their ideals. Zarren ranted about their fool hearted 
trust in a corrupt system that used them like pawns and 
now wr ongly condemned chem to death. Maxin or, the 
enemy, coming to their rescue and reiterating Zarren's 
words . Words they would soon learn ran g of bitter truth. 
Ironi cally , they could not find Maxinor and, even if they 
had, they were so blind co cause and country tha1 they 
would never had believed a word Maxin or may have t old 
them. Yet thank s to Zarren, they couldn't deny Maxinor's 
stunning accusations. Because of Zarren the J.M. were 
enemies of Georwell and would eventually contribute to 
the government's demise. 

As for Prosecutor Zarren, he is held 
Maxinor's Earth st ronghold in New Haven. 
the Justice Machine more than ever, longing 

captive at 
He r esents 

for the day 
he can extract his revenge. 

The events described rook 
book issue number one. Zarren 
as a captive in New Hav en in 

place In the J.M . comic 
made a brief appearance 
J.M. issue number three. 



Von Geist 



VON GEIST 
Real Name: Maxwell Von Geist 
Alignment: Diab olic 
Attributes: 1.Q. 16, M.E. 12, M.A. 15, P.S. 19, P.P. 16, 
P.E. 13, P.B. 8, Spd. 14. 
Age: 47 Male Weight : I43Ibs 
Hit Points: 52 S.D.C.: 70 

Height: 5ft 8in 

Disposition: Mean; suspicious, vengeful, cruel and sadistic. 
Enjoys dominaung and Intimidating others; megalomaniac. 
He feels he is superior to all as a ~ aryan. 
Power Category: Special Training 
Training: Weapons Expert: W.P. Energy Pistol, W.P. Energy 
Rifle, W.P. Rifle (mlllt ar)'), W.P. Automati c Pistol, W.P. 
Revolver, Expl osives/Dem olition s 73/68 %. 
Level of Experience: 8th 
Level of Education: Tw o year s of College 
Scholastic Bonus: +12% (+3% 1.Q. bonus) 
Occupation: Crim lnal/ Terr ori st 
Scholastic Skills (all incl ude scho lasti c 
Basic Mat h 
Basic Bio logy 
Business 
Acco unt ing 
Music: Plano 
Psychology (t he studv of) 
Psycho- Ther apy 
Resear ch 
Theology/ Phi losophy 
Hand to Hand: Expert 
Boxing 
Secondary Skills 
General Athleti cs 
Body Bui !ding/Wei ght Li ft Ing 
Ar chery 
\.\.P. Blad e (knife) 
W.P. Chain 
Di sguise 
Forgery 
Pic k Loc ks 
Speak German 
Pil ot: Automatic 
Pilot: Twin Engine Plane 
Pil ot: Motor/Speed Boats 
Combat Skills (in c lude all bonuses) 
Attacks per Melee: Six 

bonuses) 
98% 
98% 
98% 
98% 
79% 
90% 
86% 
90% 
98% 

73% 
63% 
71% 
90% 
98% 
98% 
98% 

Bonuses to Strike +3, Parry +5, Dodge +5, Damage + 7, 
Roll with Punch or Fall +4, Pull Punch +2. 
Kick Attack does 1-6 damage. 
Critical Strike from behind . 
Knock-Out/Stun on a rol I of 18-20 
Personal Profile: Maxwell Von Geist is a neo-Nazi. Thorough
ly indoctrinate d by his father, a former S.S. officer, he 
has been instilled with Nazi doctrine. The young Von 
Geist read all he could about Hit ler's Germany supple
mented by his father 's diary. He learned al l about the 
"master race" and their belief that they were superior 
t o all others, mentall y , physically and socially; to char 
end his father encouraged him to develop his body and 
mind and to learn the piano. By the time he was ready 
f or college Von Geist had read dozens of books on psy
c hology and philosophy, always proving to himself the 
inferiority of any other way of life or manner of thought. 

Strength and the right he was caught that was his 
t o express that strength bred a cruel child . The seed 
of paranoia was also planted earl)'. Von G1est's father 
instructed him to keep his Nazi philosophy secret until 
he was a man. At that time, he would continue the 
fight, develop a following and fan the fl ames of Nazilsm 
anew. 

Traveling 10 South America with his father, Max 
the young adult, was introduced to many former Nazi's. 
It was then that Von Giest received his special training 
from che elite Nazi old guard . He was shown how co deal 
out death and torture on a daily basis. Many uneducated 
local peasants were selected as models for his education. 
The use of weapons and explosives, as we ll as smuggling 
and guerrilla tactics, were caught. Adrenalin flowed through 
Von Geist's veins; he could now do what he had to do. 
Now che remaining fragments of the Third Reich would 
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be reassembled, joined by ocher sons, and the fight would 
continue . However, what started as youthful excitement 
soon turned to disillusionment. 

The old Nazi's were indeed old and spoke of the 
world in terms 40 years old; Von Geist began developing 
his own ideas. The old ruen had failed, he began to think; 
"th e)' are no longer worthy to be pure Aryans by their 
bad example". Many of the old Nazi's also had contacts w1th 
the drug smugglers in South America and terrorist groups 
around th e world. Von Geist kept quiet about his own 
plans and learned all he could about these groups; their 
structu re and organizalion. 0t was during this time that 
his father passed away) . Still showing the face of a loyal
ist, Von Geist moved to West Germany after learning 
of a secret neo-Nazi group there. His fellow Nazi's fed 
and clothed him while teaching him accounting so he 
could work in a small "front" business they operated . Some
how, even though these people were near his age, Von 
Geist began co view them as weak and conservative . 
He craved action and power and he wanted both quickly. 
Returning to South America, he remained cordia l to the 
old Nazi's but now put his energies into working with 
the drug smugglers full time. 

He began as a delivery man on small and medium 
size , heavily armed boats. Then he was taught co co-pi lot 
twin engine planes hauling cocaine and marijuana into 
the U.S .• Soon, he was being offered air and sea assign
ments that would test any professional's abilities to slip 
by undetected. As time went on he became more and 
more satisfied; here was the action he craved . 



Too smart to become involved in using drugs, he 
saved the large sums he was being paid and hired some 
men. He then t r aine d th e men in smugglin g ta c tics and 
col lected a portion of their pay after he got them work. 
Soon he had f ormed a small army of about 200 men; 
mercenaries, Nazi fan ati cs and chugs. Noc long after that, 
he had a secret base camp built, part l y undergr ound, on 
the South American coas t. Now he was ready t o do his 
work. The drug smuggling conti nued, but he added ex-
1ort1on, kidnapping, assassination, theft and terrorism to 
his list or accivicies . Mose of these j obs he did for hire, 
the rest were his own plan co destroy chose who might 
inhib11 his ri se 10 power. S1111 desiring to be the true 
Aryan, he no\\ sa\\ that gaining personal wealth was the 
key co power. Perhaps he could still resurrect the pure 
Nazi ideals, bu1 1ha1 had nov. become only a basis for 
his orientation and methods; not a goa l. 

As the scope of his activllies have grown, so has 
the concern of those at New Haven. The Just ice Machine 
has successfully foiled one maior oper ation of Von Geist's 
and is ready 10 do so again . II seems that his recent 
stealing of some experimental energy weapon prototypes , 
the Hector JV robot and 01her high technology Items, 
has brought h1 m incernanonal attenuon . All the better 
10 Von Geise who 1s now cons idering adding super villains 
to his organization. Nm surprisingly, these bold moves 
have won him about 300 sympathizers in the c rim inal 
underworld. 

VON GEIST'S AR MY 

V.,n Ge1s1 's neo-N a1i organ ization cons ist s l argely 
ol merc-enanes, mi111am young Nazi's and thugs, lured 
by the poten11al of great wealth and power . The armv 
1s only abou 1 200 strong but are generally well trained 
with several vet era n mercenaries 1n their rank s. Eve□ 
the non-professio nal mercenaries are fairl y well trained 
and seasoned by some degree of action in the field. Von 
Geist and his men have expended a lo t or energy supplying 
arms and military assista nce to a number o f inte rested 
parttes 1n South America. They are also skilled in para
militar) strike s, drug running and smuggling of all kinds. 

Based in South America, Von Geist ' s opperations 
have a great degree of flexibility in the oft en war torn 
and po llucaliy corrupt country . This also makes him ce n
trally located in a turbu lent co untry t0ierant of his indis
cre tion, placing him con venientl y near North Ameri ca 
and Africa; cwo maio r area s of activity, ye1 outside the 
reach of their law . 

Recently the Nazi's have become increasi ngly bold, 
extending ope rati ons co include indu strial espio nage and 
terrorism . Von Geist has deci ded it' s time to let the 
world know chat he exists by pulling a number of daring 
robberies and acts o f terr orism in I he Un ited States. 
Ultimately he seeks immense weal th, power and immortality ; 
the latter being the most 1mporcant. To achieve his ill 
gorren glory, he plans on initiating severa l clever schemes 
that will embarass the U.S. government pr ov iding him 
the recognition he crav es. These schemes will include 
a false nuclear bomb scare, kidnapping, destru cti on of 
government prope rty and a variet y of "fal se" leads and 
th reats . Pending the success of these incidents (1ha1 's 
a hint game masters), th ey wi ll be fo ll owed by a series 
of new activities aimed a1 more destructive and profitable 
endeav ors. Von Gei st is also serious l y look Ing to in c lude 
super powered individu als 1n hi s organ izati on. NOTE: 
Since che Justice Machin e has al ready foile d one of hi s 
plots (J.M. annual) they, and New Haven, will be the brunt 
of his reven ge 1n futur e schemes . 
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THE SOLDIERS 

The mercenaries, thu gs, and Nazi 's that comprise 
Vo n Geis1's army are oriented coward guerrilla warfare, 
specia l assaults, smuggling and other coven operations. 
Basic Requirem ents: I.Q. 8 or higher, P.S. 9 or higher, 
any al ignm ent, but predominately evil or selfish . 
Basic Trained Skills: W.P. auromatic pist ol, W.P. military 
rifle, W.P. knif e, hand 10 hand: basic or experr (50% of 
all mer c enarie s are trained in hand to hand: assassin or 
martial arts), prowl and some sore o f physical training 
(weight lifting and general athleucs are co mm on). Ocher 
skills might incl ude, pick locks, surveillan ce systems, inves
ti gative, medi cal: first aid, any other weapon pro ficien cies, 
piloring ski ll s {espec ial ly single engine, cwrn engine, small 
je t pl anes and heli copter) and physica l skills (especially 
boxing, wre stli ng, cli mbing and swimming). 

~ ~ 
~~ 

----. 
,, 

~ -

\ h 
\# 
~-\ 

\ / 

( 

,, 
j~J 

:(fj 

I 

, 
~ 
~ 
~~ 

-::::;;:' '~-\. 
~ 



Weapons 

The use of a particular weapon varies depending 
on the s11ua11on. Conventiona l arms are most common, 
parti cularly 9m m and .45 calibre weapons; pistols/revo lv ers, 
At-..-47 rifles, grenades and blade weapons. Special strike 
forces may include the use of sub-machine guns, explosives, 
special gimmicks , and energy weapons (standard ion weapons 
and an occasional laser ri f ie. SEE H. U. rule book). 

UNIFORM AND BODY ARMOUR 

The scandard uni form has a basic padded vest pro
tecung the chest and back: A .R. 8, S.D.C. 15. A helmet 
that can be fitted with a radio communication unit is 
also part of the standard uniform. Standard issue Includes 
a knife, automatic pistol, AK-47. 

GAME MASTER NOTE 

You ca n use 1he foll owing basic stats in randomly 
generating N.P.C. Nazi's . Average: 1.Q. 9, P.S. 17, P.P. 12 
Spd. 16, P.E. 12; Average S.D.C.: 40, Hit Points: P.E. 
plus four per each level of experience . Hand to Hand: 
Expen; Alignment: Miscreant. Determination of experience 
level: Roll one 6-s1ded die with a roll of one being first 
level, two being second level, and so on up to six being 
sixth level. 

Hector IV 
THE HECTOR IV ASSAULT DROID 

Hector IV is a robot proto-type design stolen by 
Von Ge1s1 and currently used in his mercenary ac11v1ties. 
Fortunately, Von Geist lacks the facilities and expertise 
ro mass produce these deadly battle dro1ds (he has only 
three working models). The droid is quick, silent and 
deadly, designed to be an automated assassin. 
Hector IV Vital Statistics: construc11on: Standard items, 
heavy body frame/non-humanoid, no appendages other 
than weapons. Basic visual/audio unit, voice synthesizer 
and vocabulary . Programming: Tracking Combat Skills 
(combat knowledge, several W.P.), Languages (8), Special 
lnvestlgat1ve Skill. Tvpe Ill Robot: Ani fic1al Int ell igence . 
S.D.C. 300, Weight: 200Ibs, 3ft in diameter. 
Special Additions 
Air Propelled Hover Jets: maximum speed: 60mph . 
Booster Jets f or added mobility and shore bursts of speed. 
Maximum speed 120mph, duration: five minutes. 
Rotating Body Parts: Weapon appendages can rotate in 
a comp lete 360 degree circle . 
Optics 
Telescopic: Range 1200ft; Field of Vision 6ft radius . 
Nighcsighc: Amplified light sysrem to see clearly in the 
dark; Range 600ft . 
Infra-Red and Ultra-Violet sees rn that spectr um of light. 
Targeting Sight: superimposes target cross-hairs . 
Sensors 

Incl ude Heat, Motion , Radiation, Radar (5 mile range), 
Radio Com-Li nk (1ransm1tter and receiver, 4 mile ran ge), 
Micr o Came ras (24 shots) . (See H. U. rul e book, page 
41, for detailed descrfp11onl. 
Weapons 
Laser Rod: Range 420ft, Rate of Fire 4 per melee, Dam
age: 4-24, Energy Capac11y: 20 charges. The beam em it s 
from the eye plate. 
Ion Blaster (two): Range 300ft, Rare of F ire: 4 per melee, 
Damage: 3- 18, Energy Capacity: 24 charges. The beams 
are fired from each weapon appendage. 
Electrical Charge: Range: IO ft, Rate of Fire : 4 per melee, 
Damage: varies, 1-4, 1-8, 2-1 2, 3-18 or 4-24. Energy 
Capacity : 24 light charges or 13 heavy . 
NOTE: See H. U. rule book, page 42, for detailed weapon 
description. 
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Explosive Projectiles: Range: 90ft, Rate of Fire: 4 per 
melee, Damage: 6-36, Clip Load: 12 each. These cart ri dges 
are fired from each weapon appendage . 
Smoke Bomb Spray: Range: 3ft, fills a 30sq. ft. area, 
blinding th ose In or on the other side of the smoke cloud 
(looking lnco i1); -2 to strike, parry and dodge. Capacity 
for only three clouds . 
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The Adventure Scenario 

THE SCENARIO 

✓,,,_ 
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The crisis is clear, che danger immediate; strange, 
powerful subterranean creatures have gained access to 
New Haven through the largest of the geothermic power 
tunnels . Why they attack is unknown to the people of 
New Haven. What is girmly appare nt is that they are 
extremely hostile 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 to be 
of aid even if they could be located. The savage creatures 
must be contai ned and expelled before they can severely 
damage the geothermic power center or the rest of New 
Haven. Already there are a dozen dead and three times 
as many injured . It's unlikely that che security force 
can restrain these inhuman creatu res without susta ining 
severe casualties (if they can scop them at all). Conse
quently, Hammet Dash has made a desperate decision 
to release a handful of superhuman individuals from their 
stasis sleep . 

This is an opportunity for a game master to begin 
his campaign and introduce new superpowered player char
acters into the New Haven/Justice Machine environment. 
I must point out that not all the people locked Int o stasis 
are evil or criminals. Many are c haracters who suffer 
from emotional shock , confusion or disability that have 
yet to be corrected . Game masters should incorporate 
these elements Initially, resolving them in future adven
tures. One of the immed iate predicaments will be what' s 
done with these cha racters after the conflict. Will they 
be allowed to join the forces of New Haven or sent back 
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to stasis sleep? This cou ld lead to the cha racters fleeing 
New Haven or having to prove themselves loyal, honorable 
and capable human beings while on probation . This could 
be especially interesting for ex-criminals trying to turn 
a new leaf. This situation also makes it possible to incor
porate any kind of superbeing, from bionic to alien, with 
evil alignments or scrupul ous good. 

Another Option is playing existing, pre-defined char
acters. Likely cha racters for this scenari o cou ld include 
the Puma, Nebo, the Foreverman, the Wanderer, Master 
Mind, Warhead, Nightshade, Killgore, Doctor Vargos, or 
even Blood Master (though not likely). The only problem 
with playing any of these characte rs is that they are 
generally very high level or powerful and could be difficult 
to play In an extensive campaign. This is especially true 
with an inexperienced game master or players. However, 
these characters could be a load of fun if played as a 
one-shot, isolated game or mini-series. 

For the people playing the Justice Machine or Free 
Force, fear nor, you can play in this scenario. How? 
Easy, the characters unexpe ctedly return to New Haven 
early finding the place locked in turmoil. Rushing co 
the geothermic power center, they have the opportunit y 
of encountering a wandering Lava Man and the villain 
Darkling raiding New haven of its secrets (see the Darkling 
scenario coming up next). 

While New Haven security forces are struggling co 
contain the lava-men in the geo-thermic center and the 
rest of the population have taken co shelters; Darkling 
has set out to steal several cop secret plans. By having 



the lava-men do his dirty work, no one should suspect 
any foul play until he's safely resumed his clvflian identity . 
The lava-men obey simple hand gestures and are directed 
by Darkling's emotion manipulation. for example, by 
instilhng a feeling of hate or anger coward a particular 
person(s), he can manipulate the creatures to acrack chat 
person(s). 

It's pure happen-seance that our heroes, whoever 
they may be, stumble upon Darkling In the middle of 
a robbery. The lava-men have already slain cwo guards 
and Incapacitated seven ochers, while another dozen are 
locked In an adjoining room. Darkllng stands triumphant 
w1th plans describing new surgical techniques for bionic 
implants In one hand and a stolen ion rifle in the ocher 
(a commonly used weapon by New Haven secu rit y soldiers). 
At his feet is a portfolio case wi th the tell-tale insignias 
of the robotics division and security seal. In the case 
are the plans for an experimental robot. Plans that canno t 
fall Into the wrong hands with out deadly consequences. 

Darkling is a capable fighter, well versed in the 
martial arcs and in good physical condition (in addition 
to his psionic abilities and influence ove r the lava-men). 
He has no Intentions of surrendering himself or the plans . 
fearing capture will lead to his imprisonment in the noto
rious stasis sleep, he will fight viciously without mercy, 
usmg 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 Master s use your 
discretion as co specific tactics and actual co mbat. Don't 
forget his othe r psionic powers such as the ectoplasmic 
arm, which can be used co stri ke from behind or hide 
the plans while all eyes are on him or the lava monsters . 

The immediate dilem ma for our heroes is determining 
a course of action . Do they stay and scop chis mysterious 
villain or do they let him gee away while they hurry to 
assist in the contai nment of the main lava-man assault 
ac the geotherm ic power center? Since chis man is obvious ly 
controlling the lava-men in chis room the heroes might 
wonder if he's actu ally their leader or the master-mind 
behind the assault on New Haven . Delaying to ca pture 
the man will Jeopardize countless lives, yec letting him 
go could be just as dangerous, even worse if he turns 
the stolen plans over co an evil fo rce. Of co urse, if 
the villain can be dispatched Immediat ely 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 co uld i nclude: Von 
Geisc's Nazi group or the Domlnacors, In addition co the 
more conventiona l policlcal sources or perhaps an organi
zation of your own design. 
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The Justice Machine characters can be very fun 
co play and, although they tend to be powerful and high 
lev el, they are less difficult co play than some of th e 
ocher more outlandish characters . The same is true with 
the Free Force who are mid-level characte rs. G.M.'s 
and players should feel free to play any of these cha racters 
advancing their direction and gr owth as they deem appro 
priate within the context 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 che turmoil by stealing the plans for several 
experimental adva nces in robotics and bionics . It is imper
aclve that he be stopped, fo r the info rm ation must NOT 
fall into che hands of anyone who will cw1st these advances 
to evil purposes. 

DARKLING 
Real Name: Roger Trencon 
Alignment: Miscreant 
Attributes: 1.Q. 15, M.E. 20, M.A. 8, P.S. 18, P.P. I J, 
P.E . 12, P.B. 10, Spd. l 2. 
Age: 26 Male Weight: 150 5ft I0in 
Hit Points: 31 S.D.C.: 64 
Disposition: Greedy, deceitful, quick tempered, grumpy, 
easily aggravated. Cocky and mean. 
Power Category: Mutant Psioni c 
Psionic Abilities: 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 excra physical attack. 
Empathic Transfer: allows the psionic to project false 
emotions int o another person. Range: 120ft, duration : 
2-12 minutes, l.S.P. cost: 6; standard saving throw. (See 
H. U., pg. 70 for descriptions). Hypnotic suggestio n: I.S.P. 
cost: 2, range: 12ft. Mind Block, Resist Co ld and Resist 
Fatigue are his ocher abilities (See H. U., pg. 74). --
Level of Experience: 5th 
Level of Education: Special Training 
Scholastice Bonus: +20% 
Occupation: Medical Technician 
Scholastic Skills (all include scho lastic 
Basic Math 
Geometry 
Algebra 
Biology 
Writing: fiction 
Boxing (high school) 
Chemistry 
Chem fscry: Analytical 
Radiation Technology: Medical 
Trigonometry 
Calculus 
Physics 

bonuses) 
98% 
98% 
98% 
98% 
85% 

85% 
75% 
75% 
95% 
98% 
70% 



Secondary Skills 
Electronics: Basic 
Computer Ope ration 
Computer Programming 
Pick Locks 
Piloc: Automa t ic 
Piloc: Moto r/Speed Boac 
Hand co Hand: Marti al 
General Athletics 
Swimming Basic 
W.P. Automac1c Piscol 
Combat Skills (include all bonuses) 

65% 
85% 
65% 
50% 
98% 
88% 

98% 

Attacks per Melee: Five hand to hand (pl us ectop lasmi c 
arm when applicable), or Four ps1onic. 
Bonuses to Strike +3, Parry +5, Dodge +5, Damage +3, 
Roll with Punch or Fall +5, Pull Punch •4, Save vs Psionic 
Attack +3. 
Karate Kick does 1-8 damage . 
Body Block/Tackle does 1-4 damage . 
Knock Out/Stun on a natural 20. 
Personal Profile: Roger Trenton, a.k.a . Darkling Is a seedy, 
lns1gmficant man who believes the world owes htm for 
the hardships he has suffered . Actually Trenton has been 
quite fortunate, but he is so petty, bitter and selfish chat 
he feels downtrodden. A laborat ory technician of some 
skill, he has assisted in many special projects with such 
notables as Doctor Von Croft, Doctor Weekly and even 
Hammet Dash. However, he has co nsistently in fl ated 
his own importanc e and subsequencly resents not getting 
the credit or recognition he feels he deserves for his 
efforts . Consumed by his delusions and greed Trenton 
will don a black ska-type mask, black shire and suit , crans
formrng himself int o the villain called Darkllng (as in 
the darkling son of New Haven). 

Trenton has never revealed co anyone that he pos
sesses mutant psIomc abilities . Abilit1es he uses on ly 
as Darkling. Up until now he has used those powers for 
petty revenge, pranks and insignificant theft; subcle tests 
co ascert ain the full range of his psionic abilities . Tests 
chat have led him co belie ve chat he's now read y to grad
uate to bigger things. The lava-men' s attack has si mpl y 
provided him the perfect cov er to make his big move. 
The Scenario 

Darkling has used his empathic transfer powers to 
manipulate a handful of lava-men co aid him in his treach
ery. (Game mast er's use yo ur discretion as to the exact 
number of lava- men depending on the number and strength 
of the playe r c harac ters. I reco mmend ac lease cwo and 
no more than six). The lava-men, who co m municace em
pach1cally, are particularly receptive co Darkling's empathic 
manipulation. Ironically Darkling's unique empathic nature 
cou ld enable him co turn most, if not all, of the marauding 
subte rranean creatures. Instead he has elected to serve 
his own self interest lett ing New Haven fend for itself. 
A sequence varia t io n: Game mast er s should feel free 
co situate events as you desire. Instead of having the 
simultaneous conflict, you might elect co have yo ur heroes 
disco ver Darkling after the majority of the lava-men have 
been pushed back to their subterranean home . The heroes, 
battered, beaten and exhausted, scumble upon Darkling 
on their way co sick bay or perhaps on simple patrol to 
make certain no lava-men have goccen this far {NOTE: 
Bionic research is located in the sick bay/medical research 
area). Ac full strength the heroes could handle the si t ua
tion without great difficulty, but now they are extremely 
t8lCed; an edge that will work co Darklings favor . 

Ano ther interescng factor, with the complication 
of the Darkling situation, is how Hammet Dash will react 
co che decisions {and possible failure) of any unproven 
or criminal characters released fr om stasis co aid in the 
repelling of the lava-men . Dash is not an extremely com
passionate or understanding man; thus he may view these 
heroes' actions as irresponsible, foolhardy or suspicio us. 

Lava Men 
The lava-men are a semi-intelligent race of savage, 

subterranean gaints who act more on instinct and emotion 
than logic or reason. Apparently they somehow gained 
access co one or more of the larger geothermic power 
tunnels chat run deep Into the earth. Climbing up into 
what seemed a very alien wor ld the lava men str uck out 
in violence. Extremely aggressive and cerricorial, the 
lava- men have seemingly claimed the power plant as 
t heirs, slaying anyone who opposes them. The Immediate 
c risis that threatens New Haven is that the subterranean 
creatures' rampage of destruction co uld do irreparable 
damage to t he power plane whic h would severely impair 
the entire ci ty. Furthermore, if they ca n't be co ntained, 
they co uld kill and inj ure thousands of people as well 
as do hundreds of milli ons of dollars in damage . Even 
thou gh the entire area has been sea led off, the creatures 
seem co possess the power co penetrate conventional bar
riers while even ener gy weapons have proven to be inef
fective agai nst their natural body armour. Since all at
temps ac co mmuni ca ti on have pr oven futile, it's clear 
chat New Haven will have to draw upon superhuman re
sources co survive this bizarre i nvasion. Ap proxim ate ly 
300 lava-men have invaded the power plant, with t he 
poss1btllcy of several hundred more arriving unless they 
can be repelled and the access tunnels sealed. 

The fol lowing are the statistics co mmon co ~ lava
men. Mutation and power variations are rare among these 
genetically stable c reatures. The attributes, hit points, 
S.D.C. and experience levels, all represent the average 
or typical lava man. 

THE LAVA- MEN 

Ali gnment: Anarchist 
At tr i butes: I.Q. 6, M.E. 18, M.A. 8, P.S. 24 (minimum 
18, m8lCimum 30), P.P. 14, P.E. 20, P.8 . 8, Spd. 10. 
Ave rage Age: 30 Asexual Wei ght : 600lbs 
Heig ht: 8ft A vera ge Hit Points: 40 S.D.C.: 300 
A. R.: 14 
15isix,s itio n: Aggressive, hostile, easily aggravated, natural 
predators, merciless In co mbat ; will fight to the death. 
Appear to be dr iven by instinct and emotion. 
Power Cat egory : Alien 
Natur al A biliti es: Impe rvious to fire and heat {including 
superhero flame attack) , Natural body armour com posed 
of some sore of living mineral: S.D.C. 300, A.R . 14 (this 
means th at rolls to strike chat are 14 or less may hit 
but do NO damage. On ly ro lls co strike of I 5 or higher 
hit and do damage). Punches, bullets , explosives , energy 
weapons and electricity only do half their normal damage 
(even if a 15 or higher is rolled) . Magnetism, cold and 
psionics can be extreme l y effectiv e weapons against thes e 
creatures, having full effect on chem. Communication be
t ween the lava-men is achieved th r ough a form of empathy: 
Range: 180ft, No I.S.P. needed; no oth er psionic abilities 
are possible; functions exactly like the psionic power des
cribed Jn the Heroes Unlimi t ed rule book, page 70. 
Super Power: is a variation of the Control Elemental Forces 
Earth super power describ ed in the H. U. ru le book, pages 

~and 106. Specific abilities inc l ude: Hur l Ear t h, Rend 
Earth (range : 300ft), Tower of Earth , Wall of Earth as 
well as the Control Elemental Forces: Fire (H . U. rule 
book, pages I 06- 107) abilities of Ext ingui sh Fi r es, Fuel 
Fl ame, and Spontane ous Co mbust ion. 
Level of Exper ience: 4th 
Lev el of Educat ion: N/ A 
Scholasti c Bonus: N/ A 
Occupati on: Predators/Warrio rs 
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Skills 
Only applicable skill equivalents are listed. 
Hand co Hand: Basic 
Climbing 62/72% 
Combat Skills (all bonuses included) 
Attacks per Melee: f our 
Bonuses to Strike +2, Parry +2, Dodge +I, Damage +9. 
Roll with Punch or fall +2, Pull 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 (plus damage bonus) 
Can Carry or Throw up to I200 Ibs; lift up to 2400Ibs 
(average). 
NOTE: Lava-men are generally heavy and slow to perfo rm 
any acts of agility such as gymnastics, kicks or other 
maneuvers . Nor do they seem to use any weapons except 
for the occas ional hurled object or blunt object used as 
an impromptu cl ub. 

Personal Profile: The Lava-men are unskilled primitives 
who dwell within the bowels of the earth. Their physiology 
Is totally alien to human understanding as they appear 
co be composed of some kind of living mineral substance. 
All lava-men (a human reference name} have no sexual 
distinc tions with one looking very much like another . 
Reproduction occ urs only in extreme heat, usually in a 
lava pit. Two indistinguishable (to human eyes anyway) 
lava-creat ures submerge themselves comp letel y in a pool 
of lava, a month later they emerge with a rock-like egg 
about two feet in diameter . The egg is set aside and 
fo rgotten with neither parent ever returning to it. A 
month later the egg hatches revealing a miniature version 
of the parents. The young o ne has its full instincts and 
functions without instruction or care. Within one year 
the crea tu re will have reached full maturity. As for 
sustenance , the creatures seem co co nvert heat energy 
internally. The energy conversion is a conti nual process 
chat works whether the creatures are active or dormant. 
However, chis means they need a consta nt extreme heat 
source. Without the energy source, the crea tures will 
fall into a state of hybernation within five days and die 
within a month unless a heat source is provided. In temp
eratures below freezing the lava-men will fall into hyber
nation within three days and within 24 hours if tem
peratures are sub-zer o. Unfortunately, Hammet Dash nor 
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anyone else in New Haven are aware of the lava-men's 
susceptibility co co ld. Of cours e, while the creatures 
can't survive for long on the Earth's surface, they can 
surface long enough to wreak total destruction and mayhem. 

The lava-men are not intentionally ev il or cruel 
but driven by instinct co destroy any creatu res unlike 
chem. frighteningly their only purpose seems co 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 chat 
can number into the tens of thousands. Likewise they 
exhibit no hostility whatsoever coward their own kind, 
only non-lava-men. 

'HE PLOT THICKENS (or Who are those guys?) 

Presumably the lava men have stumbled across New 
Haven by accident, but chis Is not entirely true. The 
assault was actually arranged by cwo other c reatures (see 
page three of the "Attack of the Lava Men" int r oducto ry 
comic strip. The bottom panel hints that there is a much 
more insidious hand involved ). 

One of the creatures is of the same subterranean 
race as the villain Vesuvius of the Dorninators. Like 
the lava-men, these people have existed long before the 
time of man, deep within the earth . However, contin ual 
conflict with the savage lava-men, who instinctively hunt 
and destroy creatures not like themselves, have nearly 
annihilated their fellow subte rraneans. 

Physically these ocher subterranea n humanoids resemble 
more handsomely sculpted lava-men . They appear to be 
composed of a living mineral substance, creating a chick, 
roc k-like, body armour (A .R. 14, S.D.C. 300). They too 
are impervious to fire and heat and possess superpowers 
that enable them to cont rol fire. They are not quite 
as powerful in raw strength, rarely exceeding P.S. 24 
(20 is the norm). Emotionally they tend co be aggressive, 
hostile, arrogant, insensitive and savage by most human 
standards. Intellectually they are about on the same level 
as humans (although I.Q. scats never go beyond 18 with 
9 being the norm. This means no bonus die roll if a 
17 or 18 is rolled when creating these creatures). 

This particular creatu re Tannr, is particularly aggres
sive, to the point that he has been driven from his tribe 
for repeatedly challenging its leader. Tannr has decided 
that his people can no longer endure their eterna l batt le 
with the lava-men and must seek an alternative to the 
nurturing warm ch of the inner earth. As face would have 
it, he has discovered a being who has revealed marvelous 
secrets co 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 create arti
ficial heat sources by the names of thermo-nuclear, solar 
and geothermic energy. These are the wonders the puny 
surface ones can command ... powers that will make 
them the perfect slaves. Tannr's people can survive much 
longer on che surface than their lava -men cousins; up 
to three weeks without ill affect. After chat time they 
fall Into a death-like coma and die within one to four 
weeks unless imme rsed in life giving heat. However, 
if t he subterrane ans are periodically bathed in inte nse 
heat (as infrequently as five or six hours every cwo weeks), 
they ca n survive on the surface indefinitely. These sub
terranean beings also have the capability to vocalize as 
wel I as corn prehend othe r languages. 



Tannr's ally is an extra-terrestrial being who was 
conducting a geological study of t he planet Earth 300,000 
yea rs ago. A freak mishap immobil ized th e subterranean 
digger and killed all on board except fo r him. Tr apped 
miles below the plan et' s surface, it placed itse lf in a 
stasis field where it has la in dormant until recentl y 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 Inhabite d by humans. Immediately an evil plan 
was conceived to undermine the human race. The ex tr a
terrestrial was easily able to convince Tannr of his people's 
superiority ove r humankind and that it was his place to 
lead his people against the surface dwellers. Once con
quered, the surv i v ing humans would be forced to serve 
them as slaves to transform the surface Into a more habit
able environment for the subter raneans. The alien assured 
Tannr that what knowledge of science they might lack 
in building the art ifically 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 c ity 
(New Haven) Tannr had accidently discovered a few years 
earlier would be perfect. Better yet, the alien used its 
psionic abilities to turn Tannr's very enemy, the lava
men, into their cools of war. 

TANNR 
Real Name: Tannr 
Alignment: Miscreant 
Attr ibute : I.Q. 11, M.E. 9, M.A. 12, P.S. 22, P.P. 13, 
P.E. 16, P.B. 10, Spd. 10. 
Age: 36 Male Weight: 500Ibs Height: 8ft 
Hit Points: 54 S.D.C.: 300 A.R.: 14 
Disposition: Aggressive, impudent~cky, arrogant, craves 
power . 
Power Categ ory: Alien 
Super Power. Alter Physical St ructu re: fire. Add 200 
S.D.C. when aflame; imperv ious co fi re and heat. Powers 
Incl ude: Radiate Heat, fire Ball, con tinu ous Bolt of flame, 
Wall or Circle of flame and Super Nova. Tann r (as with 
all subterraneans) CANN OT fly!! When not aflame he 
appears co be a dark red stone giant. See H.U. rule book, 
pages 100-101 fo r complete power descriptio n. Also see 
the descriptio n of the villain Vesuvius. 
Level of Experience: 7th 
Level of Education: High School 
Scholastic Bonus: +5% 
Occ upati on: Warrior 

Scho lastic Skills (all include 
Basic Mach 

scholastic bonuses) 
98% 

Hand to Hand: Expert 
Wrestli ng 
W.P. Blunt 
Climbi ng 

Secondary Skills (all are at 3rd level 
Study Western (U.S.) cult ure 
Study Humans (in general) 
Study Mammals 
Study Energy Sources 
Speak Earth English 
Computer Operatio n 

91/ 98% 

proficiencies) 
65% 
65% 
65% 
65% 
67% 
75% 

NOTE: All secondary skills have been taught by the Runner. 

Co mbat Skllls (A ll bonuses are included) 
A tt acks per Melee: Six 
Bonuses to Str ike +3, Parry +2, Dodge + I , Damage +I O, 
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 Block/Tackle does 1-4 damage (plus damage bonus). 
NOTE: Don't fo rget his additional 200 S.D.C . when aflame. 
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Personal Profil e: Tannr is an aggressive, mean, arr ogant 
subterranean who longs to rule over his people . Manip
ulated by the Runner, he has decided t hat the surfa ce 
world ca n be co nquered, its people enslaved and its surface 
co nverted to a suitable environment . This will be achieved, 
wich the aid of t he empathic/telepathic Runner by manip
ulating his people's greatest enemies the lav a-me n, int o 
attacking the surface world. Of course the Runner and 
Tannr have additiona l ideas for wor ld conq uest, but the 
lava-men's assault is the first phase. The attack on New 
Haven was j ust a small test run. Game Masters, feel 
free to take this as far as yo u want to . The allegiance 
between Tannr and the Runner is quite stro ng, with both 
surprisin gly helpful and tolerant of each othe r. 



Madness from a Distant Star 

Undoubtedly the questions on most reader's minds 
are why would this alien conceive such a maniacal plot? 
What could it possibly hope to achieve? The answer is 
simple and terrifying: genocide. Face has played a cruel 
crick on che planet Earth, for It has placed a Mecb anoid 
Runner in che midst of a low level, technological human 
socie ty. 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 exterminating entire 
wor lds. Their experiments on humanoid life forms 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 of all human life. If the 
Mechanofds powers rival the gods then they are mad gods; 
god beings without mercy, justice or compassion . A male
volent force consumed in utter hatred and contempt fo r 
all living th ings. A devouring madness that makes them 
vie w humanity, its cousins, and its allies as all being a 
pare of a hideous, malignant ca ncer that must be termi
nated. Total genocide of all humanoid life and its sym
pathizers wherever it's found . 

Ironi cal ly, the Mechanoid's ancest ry is rooted in 
human (humanoid) on gin . A people whose only true flaw 
was their insatiable quest for knowledge, irregard less of 
the cosc. It would be their genetic reconstruction ex-

periments to c reate a superior breed of man that would 
spawn the Mechano lds. Orlglnally designed to better with
stand the rigors of space expl oration, the frail human 
creatures were genetically reconscrucced and reinforced 
with advanced robotics; creating the ulcimace cybo rg. 
The experiments were perhaps too successful, for i c created 
a new type of creature, a creatu re too far removed from 
the realm of humanity. The new life form soon proved 
to be superior co 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 creat ors . 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 
o f their galaxy. They achiev ed in a few brief cent uries 
what man could not have attained in a thousand. During 
that time they also made great strides in imp rovin g both 
their genetic and robotic structure . When they returned 
home the new life appeared even more alien than before 
their departure and were greeted with horrendous animos
ity. The agony of rejection, the fear, the hatred, wer e 
all magnified by their empathic nature and forever ingrained 
within the racial memory that would co rrupt every Mechan
oid to co me. Eventually the humans and the new life 
(Mechanoids) c lashed in a long and bloody battle that 
saw the Mechanoid rise triumphant over che ashes of 
its creators. Human-kind had created them, deserted 
them, and tried to destroy chem; yet it was they who 
proved superior . No longer would they to lerate such degra
dation at the hands of inferiors. The new life had been 
instil led with a bloodlust that would never be seated. 
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 scructure, and stimulated and exaggerated 
by racial memory and psionic empathy passed on from 
generati on to gener ation. 

The Runner, currently on Earth, was one of several 
exploring the mineral rich planet to decide whether it 
was ripe for mining dissection; a process in which the 
planet Is actually split Into sections like an orange and 
processed. Somehow the "Digger" that the Runner was 
aboard seized up, becoming immobile, followed by the 
freak destruction of the entire crew except for a handful 
of robots and the one Runner. The incredible power source 
still Intact, al l systems were shut down and channeled 
exclusively to a single stasis chamb er. Placing itse lf 
in stasis, the hateful alien laid dormant for 300,000 years 
until Tannr accident ly disrupted the nearly exhausted energy 
supply; awakening the Runner to an unsuspecting world. 
Driven by its hatred for human life, it is determined co 
destroy, or at least disrupt, the world around it. Tannr 
his people, and the lava - men are the ideal pawns for 
its initial plans . NOTE: the digger, like all Mechanoids, 
was part machine and part living c reature. Since the 
living 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: 1.Q. 20, M.E. 20, M.A. 16, P.S. 24, P.P. 15, 
P.E. 16, P.B. 8, Spd. 15mph. 
Age: 300,210 Asex ual Weight: 46001bs 
Length: 10ft Width : 5ft Hit Poi nts: 44 
A.R.: 14 

Height: 15ft 
S.D.C.: 200 

Disposition: Mean, cruel, sadistic, extremely hostile coward 
all human life. It's a careful planner and clever scracegist . 
Power Category: Robotics and Psionics 
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Psionic Ab i lities: 690 I.S.P., 12th level profi c iency; psioni c 
attacks per melee: seven. Abilities include: Bio- Regeneration, 
empathy, telekinesis and Telepathy and ALL seconda ry 
psi powers. (SEE H.U. rule book, pgs 69-75 for exact power 
descriptions). 



Runner 

Robotic/Bionic Enhancement Include: exo-skeleton (A.R. 
14, S.D.C. 300), Impe rvious co heat, fire, and cold . Con
struction: all standa rd items; basic environmencal body 
armour, life support system, independent oxygen supply 
and recirculation system (indefinite ca pacity), superior 
radia tion shielding, insulation (electrical attacks do 1/3 
damage), coola nc cir culat ory system. 
Special Add it ions 
Augmented Upper Body Strength: equal to P.S. 24, +9 
to damage . 
Augmented Lo wer Body Strength: equal to P.S. 24, enables 
the Runner to lea p 12 feet long or 12 feet high. 
Speed: 15mph. 
Locking Body Joints (all) 
Optics 
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 
intend ed as 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 surgic ally sharp blade that can be extended or retracted 
at will . Each blade does 1-4 damage; a full swipe does 
3-12 (pl us damage bonus). 
Level of Experience: 13th 
Level of Education: Ph.D Medical (specializing i n genetics, 
and surgery), Mechanical Engineering and Astro Physics. 
Occupat ion: Navigator and Genetic Engineer. 
Scholastic Skills (all include scholastic bonuses) 
All skill s are equivalent to Earth sciences. Al l are at 
98% level of proficiency. 
Basic Math 
Algebra 
Geometr y 
Trigonometry 
Calculus 
Physics 
Astrophysics 
Navigation (space) 
Mining Engineering 
Electrical Engineering 
Computer Technology/Operation 

Computer Programming 
Computer Repair 
Biology 
Anthropology 
Medical Docto r 
Microbiology 
Surgeon 
Special 1st (genetic reconstruction, cloning, neurology, neuro-
surgery, bionic implancs) 
Pathology 
Radiation Technology: Medical 
Secondary Skills 
Study Earth Society 89% 
Study Earth Human Physiology 89% 
Drugs 98% 
Pick Locks 65% 
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Audio Communications 69% 
Combat Ski lls (all bonuses are Included) 
Attac ks per Mel ee: Three hand to hand, or Seven psionic 
Bonuses to Strike hand to hand or with laser +2, Parry +3, 
Dodge +I, Damage +9, Roll wit h Punch or Fall +4, Pull 
Punch +2, Save vs Psionlcs +3, Save vs Toxin +I, Save 
vs Co ma/Dea th +5, Ability to Intimidate 65%. 
Punch or Sto mp does 2-12 damage (plus damage bonus). 
Lasers do 1-6, 3-18 or 5-30 damage. Range : 2400ft. 
Personal Profile: The Runner is the Mechanoid Jack-of
all trades. All Runners have a rudimentary knowledge 
o f physics, genetics, biology, surgery, electronics, navigation, 
mechanics, robotics and communication . The typical 
Runner is an expert in two of these areas; lo the case 
of this specific Runner, It is an expert in genetic engi
neering, surg ery and mechanical engineering (specifically 
rhe areas of robotics). They are amo ng the few free 
thinke rs in che Mechanoid society. 

This Runner, like most of his kind, is possessed by 
an insane hatred of humanoid life and loves to spend Its 
free ti me co nduct ing hideous biological and genetic experi
ments on humans. It very much enjoys the thrill of the 
hunt and matching wits with its infe rior human opponents . 
One of the fatal flaws of this powerful creature is that 
it underestimates all humans. This can provide a valuable 
edge when forced to co nfront it. I must point out that 
the Runner is not so crazed as to fight to the death or 
so egocentric as to make obvious blunders in logic . 
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GAME MASTERS SECTION 

-►-~~~~~., 
'81,'JSTE, 

HOW TO PLAY 

The Justice Machine game book Is .!!.2.!.. a game in 
itself but a source book to be used with the Super Her o 
role-playing game Heroes Unlimited . Although the material 
in this book can be adapted to any game system it is 
specifically designed for use with Heroes Unlimited (avail
able at most hobby shops or directly from Palladium Books. 
Cost is $14. 95 post paid). 

In regard to equipment or other needs, the usual 
game requirements of dice , players and game master apply. 

USEFUL GAME INFORMATION 

The following section 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. It's been included to provide quick reference 
for players and game masters alike . Likewise, players 
who bought the Justice Machine source book to supplement 
their own knowledge of the characters or for inclusion 
inro another game system would be lost without this 
information. 
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GLOSSARY OF TERMS 

Explanation of Terms 

For someone not familiar w11h FRP games, there 
Is oft en a number of terms which may be confusing. 
As with any hobby, a certain vocabulary has developed 
with whi ch enthusiasts converse. Here is a cross section 
and explanation of the gamer's vocabulary. 

GLOSSARY 

ATTRIBUTE - An attribute is a ca tegory, either mental 
or physical, used to define a cerrai n portion 
of a character . The set containing all 
of a character's attrib ute s defines that 
character in its most basic form. Attribute 
abbreviations: 1.Q./lntelligence, M.E./Mental 
Endurance, M.A./Mental Affinity, P.S./ 
Physical Strength, P.P./Physlcal Prowess, 
P.E./Physical Endurance, P.B./Physical Beauty, 
Spd./Speed. 



CAMPAIGN - A campaign is the term for a long standing 
ser ies of adventur es based on one particular 
world, event, or set of characters. Camp
aigns are con ducted by gamemasters, whu 
are responsible for set ting things up and 
maintaining con11nu1ty. A we ll cond ucted 
campaign can provide countless hours 
of enioyment over a long period of 11me. 

CHARACTER - A character 1s a player's 
in a role-playing game. 
basic form it consists of 
butes which vary depending 
game played. 

"playing piece" 
In its most 

a set of attn
on the speci fie 

DEATH - Often 1n conve rsati ons among game pl ayers, one 
will hear such phrases as "I got killed", "I died'', 
"I chopped off its head", "We wiped 'em out", 
etc. This can be rather disturbing to the un-
1n1t1ated, but, 1n most cases, these phrases 
refer to their characters' acuons 1n the game 
and not their real lives. FRP games cannot 
and should not, be class1f1ed as being overly 
violent. This is a function of the parucular 
gamemaster and his/her group. and not the 
game 1uelf. 

DICE - All fantasv role-playing games use dice of one 
form or another. Common dice come w1th 
four, six, eight, ten, t we Ive or t went I sides. 
In the context of most game rules, these various 
forms are disungu1shed by a capital "D", followed 
by a number whi ch indicates t he range wanted. 
For example "D8" would indi cate an eight -s ided 
die. A number before the "D" indicates ho" 
man} of the required di ce one should role, 
1.e., "JDS" indicates that three eight -sided dice 
are to be rolled. 

FRP - Fantasy Role-Playing games. 

GM - Gamemasters (GMs) are those people who design and 
conduct FRP campaigns. 

H.U . - The abbreviation for Heroes Unlimited which refers 
directly 10 the Heroes Unlimited Role-Playing 
Game/Rule book, which this book 1s meant to 
supplement. 

J.M. - The abbreviauon for the Justice Machine superhero 
team. "J.M. the comic book" refers to the or iginal 
comic book from which most of this book is based. 

MEGALOMANIA - fh1s is a mental disorder characte rized 
bv delusions of grandeur, wealth, power 
etc . It's Important to point out that 
characters suffering from megalomania 
are .!!Q.!. wide eyed, babbling pychopaths 
ou1 to rule the em ire world. People 
who are megalomaniacs genera lly en
vision themselves as being superio r to 
their fellow man and are driven t o 
pr.we this delusion of grandeur through 
their act ions. They need the ado rat 10n 
of the masses ro have their apparent 
genius, superio rit y, acknowledged and 
praised . These individuals must be 
the best, . . . not one of the best or 
second best, but the very best. Many 
great, good and wonderful people 
have achieved marvels because of this 
insatiable need to prove themselves 
the best. This cond1uon does not, in 
Itself, make a person great nor a 
mastermind, it simply spurs the person 
to try his best or, perhaps, anempr the 
impossible. Consequently, just because 

PLAYER 

a person is a megalomaniac, 1t doesn't 
mean that he is a genius but only 
that he believe s himself to be superi or . 

A player 1s a person who plays 1n an FRP 
campaign. 

ROLL - A -TWENTY - SIDED - Thi s means t o roll dice and 
generate a num ber 
the stated range. In 
case a number fr om 
would be obtained. 

Within 
this 
1-20 

ROL L PERCENTILE - This means 10 generate a number 
fr om 01-100. To do thi s two 
ten-sided dice are require d; 
one die indicates the ten s and 
the other the ones. 

RUN - This term can mean 10 conduct a campaign or 
or co play 1n a game. Examples: "He runs a cam
paign.", "I run m a campa ign" . 

SAVJNGS THROW - A system to give pla yers one last 
chance to survive some advers1t). 
By rolling under, or over, a certain 
value, as ~et by the GM, player :; are 
permitted to someho "" avoid unpleasant 
cl rcumst ance s. 

SCENA RIO - A specific adventure or serie s of event s 
which a GM has drawn up to challenge 
t he players with. A scenario can be 
as small as one or tw o room house, or 
as large as an entir e banlef1 el d. 

STAT - An abbreviation for STATISTIC. See ATTRIB t.:TES. 

THE EIGHT ATTRIBUTES 
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CREAT ING A CHARACTER 

The crea tion of a hero is no small thmg and requires 
the consideration of several elements. Those elements 
include : 

I. ) Det ermin ing the eight atmbutes. 
2. ) Hit pomts and S.D.C. 
3.) Type of power / abiltue s (see random power table). 
4. ) Alignment s 
5.) Educational level, skills and occupation 



THE ATIRIBUTES 
All characters, whether they are ordinary human s, 

mutants, or ahens, are composed of eight (8) attribute s. 

I.Q. 
Mental Endurance (M.E.) 
Mental Affinity (M.A .) 
Physical Strength (P.S.l 
Physical Prowess (P.P.) 
Physical Endurance (P.E.) 
Physical Beauty (P.B.) 
Speed (Spd) 

Each of these attributes indicate the charac ter' s 
base strengths, weaknesse s and natural abihtie s. They 
ma) also help determme a character's occupatton . 

DETERMINING ATTRIBUTES 

Three six-sided dice are rolled to determine each 
individual attribute. The higher the number, the greater 
t he abllny. Generally, a roll of 3-7 ts considered low, 
8- IO average, 11-15 high and 16 or greater exceptional. 
I am a firm believer in rolling up a character and sticking 
with the original rolls without adjusting or re-rolling very 
low or average stats . Keeping low rolls are both fun 
and realistic , adding persona II ty to a character. It forces 
the player to really think about his/her deficiencies as 
well as the exceptional abilities. Not all characters have 
to be perfe ct or muscle - bound. Play that character with 
an 1.Q. of 5, P.S. of 20 and super-powered. Strong, but 
dumb. 

ATTRIBUTES: A BRIEF DEFINITION 

Intelligence Quotient (I.Q.): This simply indicates 
the intelligence of the character. for the exact I.Q. 
multiply the attribute by ten. Examply I.Q . 5, a real 
1.Q. of 50, I.Q. 10 = real 1.Q. of I 00, I.Q. 15 = real 1.Q. 
of I 50, and so forth. 

Mental Endurance (M.E.): This indicates how much 
mental and em ot ional stress the cha racter can withstand. 
Mental Affinity (M.A.): This Is the character's personal 
magnetism/charisma. Many powerful men, such as Hitler 
and President Lincoln, were not physically attractive but 
irossessed incredibly magnettc personalities. The sign of 
a natural leader. 

Physical Strength (P.S.): This is t he raw physical 
power of the character . 

Physical Prowess (P.P.): This indicates the manual 
dexremy and agility of a character. This applie s 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 charact er's consti t ution; the amount of physical punish
ment (hit points) the character can withstand and resistance 
to fatigue, disease, coma, and so on. 

Physical Beauty (P.B .): This indicates the physi cal 
attractiveness of the character. 

Speed (Spd): This is specifically how qui ck ly the 
character can run the mile. Speed DOES NOT apply to 
the use of weapons, tools or number of attacks, parries, 
or dodges; all of which fall under the physi cal prowess 
(P.P.) category . 
Maximum Running 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 = I 80 yards 
per minute. The physical endurance (P.E .) indicates how 
long (by minute) the character can maintain this maximum 
Spd. Example: Spd of 9 X 20 = 180 yards per minute; 
P.E. 11 indicates that the person can maintam that speed 
for 11 minutes before uring. Total yards run in 11 mmutes 

would be 1980 ( that's 5940 ft or a littl e more than a 
mile). Upon reachmg the P.E. limit of 11 minutes, the 
person' s speed is reduced by half. Recove ry Tim e: 30 
minutes rest for full recovery. 

A TTR lBUTE BONUSES 

Exceptionally high roll s of 16, 17, or I 8 provides 
the character with special bonuses or cond1tions/ab1htie ~ 
in conjunct ion with that anribute (see bonus chart). 

furthermore, the roll of 17 or I 8 allows the player 
to roll an additional bonus die for that particular attribut e. 
The bonus is applied only to the attribute in whi ch 17 
or 18 was rolled. When a bonus attribute roll happens 
the player rolls one additional 6-sided die, adds the number 
rolled to the specific attribute and checks the attribute 
bonus chart for the bonus abilities . 
NOTE: Attribute bonuses apply to both ordinary humans 
and super-beings in addition to any skill bonuses, training, 
or super-powers. 
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DESCRIPTION OF ATTRIBUTE BONUSES 

l.Q. : The attribute bonus than 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 ski !Is at first level. It is not added 
agam with each new experien ce level, only once at the 
beginning of the character's training/s tudy. 

M.E.: Indi cates the bonus added to saving thr ows against 
psionic attacks and insanity. 

M.A.: Reflects the incredible charisma of that person . 
The chart indicates the percentage probability of the char
acter invoking trust or intimidation of others. 

P.S .: Shows the bonus to inflict damage in hand to hand 
combat. 

P.P.: Reflects the character's exceptional quickness and 
dexterity, providing bonuses to parry, dodge, and strike. 

P.E.: Indicates just how much physical punishment the 
character can withstand, providing bonuses to survive great 
physical punishment, coma/death (add to percentile roll) 
and bonuses to save vs. poison and radiation. 

P.B.: Refle c ts the character's incredible physical beauty / 
appearance . The chart indicates the percentage probabilay, 
of people being charmed and/or im pressed by the person's 
sheer attractiveness. 

Spd: the increased speed factor is like a bonus in and 
of itself, being able to run the mile very quickly. A Spd 
of 22 is equal to about 15mph although an average person 
cannot maintain that rate of speed for a full hour. As 
a result of the character's speed and nimbleness he can 
oft en move (run/leap) out of harms way and is given 
a bonus to dodge. See chart. 
NOTE : All attribu t e bonuses are in addition 10 any other 
skill, training, or superpower bonuses. 



ATTRIBUTE BON US CHART 

16 17 18 19 20 

I.Q. add LO 21_1 skills. +3% +4% +5% +6% +7% 
This is a one Li me bonus 
M.E. save vs. 12s1onics .. , +I +2 +2 +3 
M.A. trust/charisma 45% 50% 50% 60% 65% 
P.S. Hand t o Hand • I +2 +3 +4 +5 
Combat: dama e 
P.P. Bonus to parry, + I + 1 +2 +2 +3 
dod e & strike 
P.E. save vs. coma/ +5% +6% +7% +8% +9% 
death. 
save vs. toxins + I •I +2 +2 +3 
P.B. charm/lm12ress 40% 45% 50% 55% 60'¾. 
S~d: Bonus to dodge + I +I + I +2 +2 

PHYSICAL STRENGTH AND WEIGHT 

A character can easily carry IO times his physical 
strength (P.S.) attribute of weight m pounds. Thus, a 
character with a P.S. of IO can carry 100 lbs (45 kg ); 
P.S. of 12 : 120 lbs; and so on. The c haracter can 
carry this max im um load (P.S. X 10) while executing 
light activities, walking, jogging, standing, for four times 
his P.E. attribute before he must stop and rest. Exam12le: 
P.E. 11 X 4 : 44 minutes of light exertion before needing 
to rest. Heavy exeruon, running, combat, etc. takes 
its toll much quicker, allowing the person to carry the 
load for only half as long; P.E. X 2. 

Resting for IO minutes will enable the character 
to resume his pace of activity unimp aired. Allowing 
no rest reduces Spd. by 10% every half hour. 

Extremely Strong Chara cters 

Characters with a physical strength of 15-19 can 
carry 20 times their P.S. attribute. Chara c ters with 
a P.S. of 20-23 can carry weigh t 30 times their P.S., 
and those with a P.S. of 24 or higher can carry weight 
50 times their P.S. attribute. 

The same conditions for exeruon apply as mentioned 
ear her. 

Lifting Weight 

Lifting weight/obje cts is different than carrying 
weight. To lift a weight requires a little leverage, an 
adrenalin rush, no (or little) movement, and is usually 
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 t o 360 lbs. 

The effort exerted 1s great and ~ be maintained 
for any great length of time. Maximum length of time 
1s one melee/ 15 seconds for each P. E. attribute point. 
Example : a P.E. of 10 = 20 melee s or two and a half 
minutes that the wei ght can be held up. Thi s can be 
repeated after one minute of rest up to five time s in 
a row . After that the dur au on is cut by ½. 

Extremely Strong Character 

Characters with a physical strength of 15-19 can 
lift 40 times their P.S. attribute in weight. Character s 
with a P.S. of 20-23 can lift weight 60 times their P.S., 
and those with a P.S. of 24 or higher can lift weight 
100 times their P.S. 

The same conditions for exertion appl y as mentioned 
previously. 

21 22 23 24 25 26 27 28 29 30 

+8% +9% +10% +1 1% +12% +13% + 14% + 15% +16% +17% 

+3 +4 +4 +4 +5 +5 +6 +6 +7 +7 
70% 75% 80% 84% 88% 90% 92% 94% 96% 98% 

+6 +7 +8 +9 +10 + I I + 12 +13 +14 +15 

+3 + 4 .. 4 +5 +5 +6 ♦ 6 +7 +7 +8 

~10% +11 % +12% +13% +14% +15% +16% +17% •18% +19 % 

+3 +4 +4 +5 +5 +6 +6 +7 •7 +8 
65% 70% 74% 78% 82% 86% 90% 92% 94% 9S% 

.. 2 +3 +3 .3 +4 +4 +4 +4 •4 +4 

Throwing Extremely Hea vy Obj ects 

Extremely strong characters with a P.S. attribut e 
of 15 or higher can hurl any extremely heavy obJect 
that can be car r ied or lifted, one foot for each P.S. 
point of strength. Exam12le: P.S. 17 = 17 feet. Damag e: 
Hurled heavy objects do 1-8 damage for ever y I 00 lbs. 
Effective range for thrown objects weighin g less than 
one pound 1s approximately 60 feet and do 1-6 damage. 

Move ment and Exert ion 

To keep the game simple and as quick moving as 
possible, hghc activity such as walking, jogging, standin g 
guard, driving, doing repairs and so on do not affect 
the character's P.E. or Spd. Even intense acuvity, 
such as 15 minutes of combat, followed by light acuvn y 
or rest enables the character t o function at top efficien cy . 
It is all a matter of pacing oneself. 

Prolonged periods of co mbat or heavy exert ion 
(an hour or more of intense physical exertion) will tak e 
its toll on the character . Reduce once every hour: 
-2 Spd 
- 1 initiative 
- I to parry and dodge 

HI'I' POINTS 

122 

HIT POINTS (life points) and 
STRUCTURAL DAMAGE CAPACITY (S.D.C.) POINTS 

Hit points might best be thought of as life points, 
because they indi cate how much physical damag e (cuts, 
bruises, etc.) a character can withstand before he/she 
dies. Stru ct ural Damage Capacity (S.D.C.) point s are 
similar to hit points but represent physical toughne ss 
or endurance rather than life. Damage absorbed by one 's 
S.D .C. might best be thought of as superfi cial damage, 
aches and pains. While damage t o one 's hit points are 
considered severe and often life threatening. 

Both S.D .C. and hit points are observed during battle 
(or melee) to determine how much damage is bein g infh ct 
ed on friend and foe. Each time a character is struck 
by a weapon he takes physical damage. The individu al 
players keep score of how many hit poi nt s or S.D.C. 
points their character has by subtracting the damage 
from hi s character each time that character is hit by 
a weapon. Likewise, the gamemaster keep s score of 
how much damage th e player inflicts upon his opponent. 



Combat , S.D.C, and Hit Poin ts 

This is how It all works m a combat situat ion. 
When a cha ract er 1s stru ck b\' a weapon (bullet, blast, 
energ, bolt, knife, club, punch, et c.) he takes physical 
damage. The damage 1s subtracted first from th e S.D.C. 
Althought painful, the damage absorbed b~ S.D. C. 1s 
NOT lethal. This 1s ho,,., tn a John Wayne mov ie he 
can be riddled with bulleti; but the y 're all only flesh 
wounds and he's ambling o ff an hour later t o take on 
twent} bandits. Ah, the stuff of heroes. 

After !l!.. the S.D .C. points are depleted (zero) the 
damage 1s subtracted fr om the cha rac ter' s hit points. 
This 1s severe damage and a great loss of hit points 
indicates a possible life threatening s1tuauon. When a 
character has zero h1t points he lapses int o a coma and 
will soon die unless extensive medical aid is applied. 
When a charac ter 's hit points have been redu ced far 
belo,,., zero, he 1s dead and beyond saving. 

Determining Hit Points 

I.) Base Hit Points : Having rolled up your eight 
attributes you will recall that one 1s Physical Endurance 
(P.E.) The phvsical endurance score indicates yo ur chara 
cter's base/ starung amount of h1t points. This 1s the 
number of hit point damage that character can sustain 
before lapsing into a coma . 

2.) Building Hit Points : After determining your base 
hit points, pick up I s1x-s1ded die, roll II and add the 
number rolled to you r hit point base. Onl y rol l I six 
sided die, one time. 

As your cha racter gro,,.,s in kn owledge and experien ce 
so will he also mature phys1call}, increas ing his hit point s. 
Each time a chara cter attains a new experience level 
roll I six-sided die and add it t o the exi su ng h11 points. 

S.D.C. determination 1s quite different. Each Random 
Po,,., er ca teg ory prov ides a cenam number of S.D.C. 
This usuall y refle c t s the nature of training or special 
physica l tra its such as mutant or alien. Additional S.D.C. 
are gamed through physi cal training. 

RECOVERY OF IDT POINTS 
After a battle, characters who have sustained phy

sical damage must tend to their wounds. The anendmg 
of wounds can be administered by fellow characters, 
trained medical personnel or by oneself if the character 
has first aid skills and 1s not physically 1mpa1red. 

First aid type skills Include basic and immediate 
medi c al treatment such as bandaging and cleaning of 
wounds, stopping of bleeding, and so on unul the character 
can receive better medica l care. 

Recovery: non-professional tre at ment. This is basic 
fir st aid type treatment by oneself or non-medically 
trained and professionally experien ced people. This type 
of treatment may be used if the character does not 
want to involve the police or hospitals. It Is not necessa
ri ly inferi or treatment, especially for not too serious 
a ilm ents, but Just lack s the full faci lities and expertise 
of a maier medical insutuu on. Rate of Recovery: 
Two hit points per day (24 hours). 

Recovery: professional t reatmen t: This is medical 
treatment from a doctor, clime or hospi tal. Rate of 
Recovery : two hit points per day for the first tw o days, 
and four hit points per day for each following day until 
the character has regained all his /he r ongmal hit points. 

Recovery of S.D.C. Points 

Characters naturally recover their S.D.C. at a rate 
of five (5) per each hour of rest and relaxation. This 
means that the character must rest or sleep to rebuild 
his physical body strength. ---with out rest th e character 
does NOT regain his S.D.C. points. 
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DAMAGE 

Seri ous Physica l Damage 

A character recei ves serious physical damage when 
he loses a great amount of S.D.C. or hn point s. The 
following is a list of side effects from physical damage. 
The affects of the damage are generally temporary and 
cumulative. Thus, If a character suffer s the loss of 
a great deal of hit points or S.D.C. w11hin a short time 
he will suffer the multiple affe c ts of physical damage. 
Roll each time severe damage Is endur ed. 

Side-effects from Phys ical Damage (S.D.C.) 

Roll on this table when 80% or more (all ) S.D.C. 
point s are depleted. Im pair ment is temporary, lasting 
2-8 days (roll 2 four-sided dice). 

Roll 
Perce ntile Damage 

1- 14 Mmor bruises and lacerations 

15-29 Severely bruised and battered 
muscle s 

30-44 Damaged (sprain, pulled, cut, 
etc .) arm or shoulder 

45-59 Damaged leg or hip 

60-74 Damaged hand and/o r wri st 

Minuses 

Spd -2 
- 1 to dodge 
P.P. - I 
Spd -3 
P.P. -3 

Spd is ~ 
-2 t o dodge 
P.P. -I 
.s. -2 

75-89 Head lnJury -5% on all 
skills, Spd -2 

90 -00 Damaged back or pelvis P.E. - I 
P.P. -2 
Spd -3 

NOTE : none of the se effe c ts are permanent nor life 
thre atening. Minu ses apply t o that one limb. Speed 
minuses affe c t th e whole body. Remember effect s are 
cumulative; roll each time the character 1s badl y hurt. 



Side-e ff ects fr om Physic aJ Damage (Hit Point s) 

Roll on this t able when 75% to 99% (almost all) 
hit points are depleted. Impairm ent is temporary lasting 
1-4 weeks (roll I four-sided die ). 

Roll 
Percentile Damage Mi nuses 

1-10 Severely banered and bruised Spd -2 
-3 to dodge 

11-20 Torn arm musc le P.P. - 3 
P.S. -2 

21-29 Torn leg muscle Sod is ½ 
-2 t o dodge 

30-39 Fractured bone: arm P.P. - 2 
P.S. -3 

40-49 Fractured bone: leg Sod is ½ 
-4 to dodge 

50-59 fra ctu red bone: ribs or pelvis P.E. -2 
Spd is ½ 

60-69 Broken bone: arm P.P. is ; 
P.S. is ¼ 

70-79 Broken bone: leg Spd is 1/3 
-6 to dodge 

80- 89 Broken bone: ribs P.E. -3 
P.P. - I 
Spd -3 

90-00 Severe Concussion -8 on all 
skills 1 Spd -3 

NOTE: None of these effects are permanent nor life threat 
ening, although painful and debilitating. Mmuses appl)' 
to that one particular limb. Speed minuses affe c t the 
whole t,ody. Remember, effe c t s are cumulalive. 

About blood loss. When a character is severely 
hurt, has only 15% of his hit point s, and is bleedmg; 
he wil l soon die of blood loss unless he or she receives 
1mmed1at e medi c al attenti on. Even a basic first aid 
and no or little movement can bind wounds and prevent 
further blood loss/damage. Without medi c al aid the person 
will continue to lose blood and take one poin t (hi t poin t) 
of damage every minut e/ 4 mel ee round s. 

Surviving Coma and Death 

When a character's hit points are reduced to zero 
(or less) he/she collapses; lapsing into a coma. This 
character is near death and w il l die in a matter of hour s 
unless he/she receive s immediate medical treatment. 

How much damage below zer o a chara cter can 
undergo is indi cated by the physical endurance (P.E.) 
attribute. A ch ara cter can take one point of damage 
below zer o (negative I, -2, -3, etc.) for each P.E. point . 
Example: A chara c ter w1th a P.E. of 9 will lapse i nto 
a coma at zer o hit points, but stil l lives up to negative 
9. However, if the chara c ter 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 IO points, or more. below zero, exceeding 
his P.E ., he is beyond medical help and dies. 

Coma Length 

The length of time a character will survive without 
treatment in a coma is again indicated by the P.E . 
Add one hour for 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 (br ought back to at least one hit point above zero) 
is determined by the roll of percentile di ce. If the player 
rol ls two successful reco very rolls out of three tries, 
the character break s out of the coma and is no longer 
in danger of dying. Thi s also means that he 1s brought 
up to one hit point above zero . Recovery of hit points 

from that t i me on are standard; see Reco ver y of H11 
Points. NOT E: This can be attempted every hour. 

Recovery Rati o (roll 2 out of 3) 

- Treatment from non-profes sional medi ca l 1nd1\"ldual, 
but with medi cal skills, 1- 18%. 

- Treatment from an intern or nurse (R.N. ) 1-32%. 
- Treatment from a doctor without proper facilitie s 1- 46% 
- Treatment from a doctor at a clini c (fair facilitie s) 

1- 56% 
- Treatment from a hospital 1-66%. 
- Treatment from a ma1or, large hospi t al I - 70°ro. 

Optional Recovery Side-e ff ects f ro m severe dam age/ near 
death (hit poi nt s) 

Roll on this table whe n a character has lost all 
of his/her hit points and has been near death (coma). 
Impa irm ent is perm anent as a result of the grave physic~! 
damage. NOTE: This is not a mandalOr y table, but 1s 
left up to the gamemaster 's discreuo n. 

1-10 
11-20 
21-39 
40-55 

56-70 
71-82 
83- 92 
93-00 

reduce 
reduce 

No permanent damage . 
Major stiffness i n joints; 
M inor stiffness in Joints; 
Legs impaired; walk with 
Spd by 2. 

a limp; 

P.P. by 2. 
P.P. by I. 

reduce 

Major scar ring; reduce P.B. by 2. 
Chronic pain; reduce P.E . by I. 
Minor brain damage; reduce 1.Q. by 
Major brain damage; red uce 1.Q. 
M.E. by I. 

I. 
by 2 and 

BODY ARMOUR 
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NATURA L BODY ARMO UR 

Some of the superpowers, as well as unusual trait s 
of alien s, and mutants, provide a character with a natura l 
body armour. This means the character ha~ a natura l 
physical defense whether it be scaly skin, physical tran s
formation, or invulnerability. This is NOT t o be con f use~ 
with S. D.C. points which is physical endurance and not 
a body armour. 

All natural body armour has rw o conditions Arm our 
Ratin g (A.R .) and Stru crru al Damag e Cap aci ty (S.D.C.) . 
Unlike artificial armour, natural armour provides much 
greater protection . Any attac ks rolled under t he natural 
A.R. do absolutely NO damage; bullets bounce off, knives 
glance off harmlessly, punches don't hun, and energy 
blasts do half damage. Any other condi t ions concerning 
natural body arm our will be explained m detail under 
each specific power description. 

How a nat ur al A .R. works is simpl e. Anr strike 
to attack rolled under t he A.R. does no or little damage. 
A strike rolled above the A.R. does full damage and 
is subtra cted first from the S.D.C. and then hit point s. 
Examp le: A superhero has an A .R. or 14; an attac _ker 
is shooting a .45 aut omat ic pistol and rolls a 12 to strike. 
The bullet DOES STR IKE, but does NO damage because 
it did not penetrate the natural body armour. An ot her 
bullet, another roll t o strike, and a 16 is rolled . Thi s 
time the bullet strikes and penetrates t he natural body 
armour' s A.R. of 14. The bullet hits and does FULL 

damage. NOTE: For this example I have not included 
the superhero's option to dodge the bullets which he 
certainly could do in the game. 

Th e Stru c tu ra l Damag e Capac it y (S.D.C.) of natura l 
body armou r is how much damage the armour can sustain. 
S.D.C. from natural body armour is in addition to S.D.C. 
gained from physi cal training. 



STRUCTURAL DAMAGE 
CAPACI'I'Y (S.D.C.) 
STRUCTURAL DAMAGE CAPACITY (S.D.C.) 

Most things living and non-living have a Structural 
Damage Capacity. 

The S.D.C. of objects and structures such as doors, 
walls, safes, tables, hand-cuffs, cars, etc. is the amount 
of damage that the object can withstand. These S.D.C. 
points function exactly like hit points. Any damage 
sustained is subtracted from the S.D.C. When the S.D.C. 
is reduced to zer o it is broken or smashed beyond repair. 

The S.D.C. of living creatures including humans, 
mutant s, and aliens indicates the extra physical body 
strength or endurance of a character. All superheroes 
and villams start w1th a certam degree of S.D.C. points 
depending on which Random Power category they fall 
into. Additional S.D.C. can be built up through many 
of the physical training skills. How can this work you 
ask? Well, stop and think about it. Trained athletes, 
especially boxers and wrestlers have built their bodies 
up so that they can endure physical punishment. Thus, 
their S.D.C. 1s general)} qune high. Compared to an 
ordinary person with no or little physical training (like 
me) a boxer is considerably more powerful. The boxer 
can take a punch from an ordinary guy without flinching 
(think of Mr. T), but a punch from the boxer is likely 
to knock the air out of the ordinary guy and do physical 
damage (affecting S.D.C. or even hit points). The reason 
is the boxer has a much higher S.D.C. Characters with 
a high S.D.C. can survive great fails, shooungs, etc. 
wnhout suffering bodily harm, (Just like a John Wayne 
movie!) . 

When a character is hurt the damage is first sub
tracted from his S.D.C. After the S.D.C. points are 
depleted the damage is subtrac ted from the character's 
h11 points. There 1s NO ARMOL 'R RATING involved 
in thts type of S.D.C. It is not a body armour per se, 
but a physical roughness. 

Natural body armour has a similar S.D.C. but 1s 
tougher and is m addiuon to regular S.D.C. If an attack 
does not penetrate the A.R. of a natural body armour 
no damage is taken, not even off the S.D.C. It is only 
1f the attack penetrates the A.R . that dam age is subtract
ed. Damage 1s first subtracted from the body armour's 
S.D. C.; once depleted the body armour is ineffective 
and damage 1s subtracted from the S.D.C. of the physi cal 
body. After the S. D.C. of the physical body is depleted, 
damage 1s subtracted from the hit points. 

Artificial armour such as bullet proof vests and 
bionic or robotic armour also has an armour ratih g (A.R.) 
and S.D.C. The armour ratmg indica t es exactly how 
much protection is afforded by the armour and how easily 
it 1s penetrated. The higher the A.R. the better. If 
an attack roll to strike ls less than the A.R. of the 
armour, the armour absorbs the attack; subtract the 
damage from the armours S.D.C. When the armours 
S.D.C. is depleted it no longer affords protection and 
1s useless. 

If an attack roil to strike Is higher than the armours 
A.R. it penetrates the armour inflicting damage to the 
physical body's S.D.C. (not the armours S.D .C.) and/or 
hit points. 



RECOVERY OF S.D.C. 

Natural body armours whi ch are the result of a 
superpower will list exactly how many S.D.C. are recover
ed per hour . 

Typical physical S.D.C. recove rs at a rate of five 
(5) per hour of rest. This means that as a character 
rests and recuperates the physical strength of the body 
(S.D.C.) is restored. 

See hit points, S.D.C. and Physi cal Damage sectio ns 
for side effects and extenuating circumstances regarding 
the recovery of S.D.C. and hit points . 

SUPERHERO S.D.C. TABLE 

All superheroes get a bonus Structural Damage Capa
cn, (S.D.C. ). The S.D.C. table conveniently list s the 
bonuses for each random power category . The ind1v1dual 
po"er catego ry descriptions will a lso list the S.D.C. bonus; 
D1 t\ot count the bonus listed there again as it 1s only 
a reminder of what the S.D.C. bonus is for that ca tegoq. 

ALPHABETICAL LIST 

OF SUPERPOWERS 

Alter Physical Structure 
Anima l Abilitie s 
Animal Metamorphos is 
Control (others) 
Control Elemental Forces 
Create Forcefield 
Darkness Control 
Energ y Absorpti on 
Energy Expulsion 
Extraordinary Physical Endurance 
Extraordinary Physical Prowess 
Extraordinary Strength 
Flight (winRed) 
Flight (wingless) 
Glide 
Gravit y Manipulati on 
Growth 

SUPERHERO STRUCTURAL DAMAGE CAPACJTY (S.D.C.) TABLf Healin g Fact or 
Heightened Senses 
Intang ibility 
Invisibilit y 
lnvulnerabilltv 
Magnetism , 
Mimic 

Roboucs 
Bionics 

Special/ Artificial 
Special/ Artif1c1a l 

Special Training 
Mutant s 

30 S.D.C. 
40 S.D.C. 
30 S.D .C. 
40 S.D .C. 
20 S.D. C. 

or Special 
plus bonuses 
or Special 

Physical Training 
Experiments 
Ps1001cs (non- mutant) 
Hardware 20 S.D.C. and/or Special 

50 S.D.C. or Speetal Alien 

NOT E: Ar11f1c1al armour or mechani cal gimmi cks like 
force-fields provide varying degrees of protection. Specifi c 
Structural Damage Capaciues depend upon each t ype of 
armours construct1on, cost and special properues. 

In the case of mutants, experiments and aliens some 
of the super-powers produce an inc reased S.D.C. or cr eates 
a special bod~ armour or for ce fie ld. 

The following is a list of com mon objects and structures 
and their S.D.C. rating 

S.D.C. 

100 
170 
40 
25 
JOO 
200 
350 
600 
250 
10 
JOO 
150 
75 
50 
350 
800 
120 
60 
150 
120 
400 

Structure 

Common wooden door 
Heav y wooden door 
Common door lock 
Slide or chain lock 
Dead bolt lock 
Reinforced dead bolt lock and door Jam. 
Metal grill door 
Metal door 
Metal grill window 
Glass window 
Car windshield (note: bullets will penetrate) 
Car door, locked 
Padlocks 
Safe deposit type box (locked) 
Safe, light 
Safe, heavy 
Hand cuffs 
Chains, light 
Chains, heavy 
Plaster and wood wall (6 foot square) 
Brick or concrete wall (4 foot square) 
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Radar 
Shape-Changer 
Shrink 
Sonic Power 
Speed 
Stretching 
Telep ort 
Transf eral/Possess1on 
Underwater Abilities 
Vibrat ion 
Weight Decrease 
Weight Increase 

RANDOM POWER TABLE 

Roll Percentile Di ce 

1-10 
11- 20 
21-30 
31- 50 
51-60 
61-70 
71-80 
81-90 
91-100 

Power -Type 

Robotics 
Bionics and Implants 
Special Training 
Mutants 
Physical Training 
Experiments 
Psioni cs 
Hardware 
Ali en 

Creat ing Heroes and Super heroes (and villains) 

After the attribute s are determined the player roll s 
on the Random Power Table. This will indicate what 
superpower category the character falls into . The player 
then flips ahead to that category t o determine the natur e 
of hi s superpower /abilit ies. If the power ca te gory of 
mutant, or experiment, or alten is rolled up the plaver 
will also roll on the Superpower Table. See H. U. rule book. 

Once the superpowers and abilitie s are determined 
the player then determines his or her educational leve l 
and skills. These skills should be chosen t o supplement 
th e cha racter 's superpowers and goals. 

The player then continues to develop his character 
by determining alignments, hit points , equipment, optional 
personality riodif1ers and so on. 



WEAPONS 

AND COMBAT 

Weapons and Combat 

Anyone can use, or attempt to use, any weapon . 
However, wnhouL a weapon prof1c1ency (W.P.) the} auack 
with NO BONUSES t o strike, or parr}. 

Weapon Proficiencies (W.P.) 

A person trained in a particular weapon skill (type) 
gains a certain degree of expertise with that weapon 
type. This expe rt ise Is reflected by th e gaining of bonuses. 
Prof1c1enc1es for ancient weapon types like sword , knife, 
bow and arrow in clude bonuses to strike, parry, throw 
the weapon, and (when appropriate) rate of fire . Modern 
weapons prof1c1enc1es include a bonus to strike, and a 
number of hits per cli p (accuracy). 

Fencing includes W.P. sh. sword, W.P. large sword, 
and Y..P. knife. 

Archery includes all bo"" and arr ow ,ype weap ons; 
W.P. bo"' and W.P. crossbow. 

W.P. Blunt in cludes clubs, staves, and mace type 
weapons W.P. Chain include s all types of chain typ e 
weapons such as ball and chain, weighted chains, ordinar) 
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chains and so on. 

COMBAT NOTE : When a player rolls to st rike; an) 
roll of 5-20 w11I strike unless parried or dodged. Any 
roll under five ( 1-4) Is an aut0mati c miss. Try again. 

HA ND TO HAND COMBAT SKI LLS: these are skills and 
techniques used in f1su cuffs and close-qua rter s, one on 
one, combat. Each typ e of combat has ns own oriema11on 
and t echniques. There are four specific t ypes of Hand 
t o Hand Combat: 

Basi c 
Expert 
Mart i al Arts 
Assassin 



Hand t o Hand co mbat is a crucial skill if a character 
desires more att acks (acuons) per melee and/or special 
bonuses to parry, dodge, damage and others. 

The following 1s a brief explanation of term s found 
under these skill ab1lit1es. See Combat Section for specific 
rules. 

(+) Plus to damage: th is is the damage bonus gained in 
combat training. This Does NOT apply to pistols, automatic 
or energy types of weapons. 
(+) Plus to parry/dodge: this Is the bonus gained to blo ck 
or avoid an opponents attack/strike. 
A ttacks per melee: indicates the development of speed 
and dexterity in combat providing a greater number of 
at tacks/act Ions per me lee. 
Pull punch: Is the ability to control the force of the attack/ 
punch. 
(+) Plus to roll with punch/fa ll : this ability enables the 
character to roll or move with the force of the blow 
or fall taking half(½) damage. 

Kick attack: this is an offensive assault using the foot 
and leg strength, much like a karate kick. The marual 
kick allack ~ a specific type of kick attack doing slightly 
more damage. Nenher ki ck is an additional attack, but 
an optional allack ability. 
Knock-out/stun : this applies to a natural, unmodl fied, roll 
to strike. The assault Is so well placed and devastaung 
that ll temporarily stuns/Incapacitates ones opponent for 
1-6 melees. 
Critical strike: like the knock-out, this attack is so power 
ful and/or placed at a nerve or weak spot, that It does 
double damage to his opponent. Critical strikes are applic
able only on natural rolls, that is, rolls not subsidized 
by bonuses to strike. 
Critical strike fr om behind : is a sneak attack doing double 
damage 10 one's opponent. 
Criti cal strike from behind (x3) : a sneak attack doing 
triple damage from behind. 
Death Blow: the assassin can become so skilled that he 
is capable of striking down and ktlling an opponent wn h 
a single blow. An instant kill Is scored when a natural 
20 (unmodified by bonuses to strike) is rolled. 

BONUSES IN COMBA T 

All bonuses add to the charac ter's ability t o success
fully accomplish some action. Bonuses are added t o 
the die roll modifying the f inal out come of the roll. 
Most bonuses are cumulative. 

Attribute Bonuses 

These are bonuses gained through natural physi ca l 
or mental strengths that give a charac ter an extra added 
degree of agility, strength, endurance, etc. (see the 
eight attributes). 

Physical Train ing Skills 

Additional co mbat bonuses can be gained fr om many 
of the physical skill areas. These bonuses are the result 
of extensive training and practice . 

Weapon Proficiency (W.P.) 

Weapon prof1c1enc1es will provide bonuses t o strike 
and/or parry with that particular weapon only . These 
bonuses are applicable ONLY when th e weapon is used. 
If the weapon is not being used then the W.P. bonuses 
do NOT apply. NOTE: A person can use a weapon 
for which he has no W.P., but has no bonuses to strike 
or parry. 

Bonuses to Strike and Parry 

Most characters will have a bonus (or cumu lative 
bonus) to strike or parry. The bonus to strike and parry 
is added to the number rolled on the twent y sided die, 
boosting the chance t o successfull y strike and/or parry . 
Example: If a character has a + I t o strike and he rolls 
a 13, it would be modified to a 14 due t o the bonus. 

Bonuses to Dodge 

Dodge bonuses work exactl y like the bonus t o parry 
or strike. adding to the die roll, increasing the chance 
to successfully dodge. Example: A 14 is rolled t o dodge 
by a character with a +2 to dodge; the final modified 
result is a roll of 16. 

Bonus to Pull a Punch 

A char acter ca nnot automatically pull a punch, 
but must roll an 11 or higher t o successfully pull his 
punch. If a 9 is rolled , the character w ill fail to pull 
his punch and unintentionally strike doing FULL dam age. 
However, if he has a bonus of +3 to pull a punch 1t 

is added to the die roll of 9 = 12, successfully doing 
less damage. 

Bonus to Roll with e Punch or Fall 

The bonus to roll with a punch works exactly like 
a parr y. To roll with a punch the cha rac ter must mat ch 
or better his attacker's roll to strike. The bonus t o 
roll with a punch/fall is added to th e number rolled on 
th e twenty sided die increasing the chance of success. 

To roll with a fal l the player must roll a 14 or 
higher on a twenty sided die. In both cases a f ailed 
roll means the charac ter take s fu ll damage. 

Bonuses to Damage 

Damage bonuses indicate the amount of extra damage 
inflicted in a hand to hand attack. A damage bonus 
may be gained through co mbat training, physi ca l skills, 
raw physical strength, super-power, or any combinati on 
of these. Example : our hero has built up his physical 
body to a P.S. of I 6 providing a damage bonus of +I, 
he also has a +3 t o damage from his hand to hand: Expert 
skill (4th level), for a total of +4 to damag e. 

Minuses 

Minu ses to strik e, parr y, dodge, or damage are 
usual!) the result of gases, toxins, drugs, illness, fatigue, 
super -power or some other outside influence. These 
penalties are subtracted from the die rol l decreasing 
the chance of a successful maneuv er. 

Action or Atta ck 

Since most activity during a melec round is combat; 
we have concentrated on combat acuon such as attacks 
per melee, smke, parr), and dodge. Yet, there wil l 
be times when a cha r acter wil l fore -go combat t o do 
something else whether II be 10 tie his shoe laces or 
trv t o reach some devi ce before tt blows up. Acuviue s 
ot

0

her tha n comba t are called acu ons. A character can 
attack, act, or do nothing during a melee. 

ALL characters have one action per each attac~ 
per me lee. This means a charac t er wn h two at tacks 
per melee can opt to perform tw o actions; a character 
wtth four attack s per melee can opt to perform four 
actions. An acti on Is an) FCLL movement. Example: 
the hero unhooks his grappling hook from hi s belt (one 
action) throws it across to the neighborin g roof top (second 

action), tests the line to see if it' s secure {3rd 
action), and then leap s off his building swinging down 
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to the other (4th action) in an attempt to smash through 
a window in that building. To determine if he success
fully hits and smashes through the wind ow the player 
must roll twenty sided die to strike his tar get. 

HAND TO HAND BASIC 

Level I - +2 to pull / roll with punch /fa ll 
2 - +2 t c parr y/dodge 
3 - 2 at tacks per melee 
4 - +2 to strike 
5 - +2 t o damage 
6 - Kick Attack does 1-6 damage 
7 - One additional attack per melee 
8 - Criucal strike from behind 
9 - Knock-out /s tun on a rol of 19-20 

10 - An additi ona l +2 to parr y/dodge 
11 - One additional attack per melee 
12 - Cmical strike on a roll of 19-20 
13 - An addll! onal +2 to roll with punch/fall 
14 - An add1t1onal +2 t o damage 
15 - An additional + I t o strik e 

HAND TO HAND EXPERT 

Level I - +2 to pull punch/ ro ll with punch/ fal l 
2 - 2 attacks per melee 
3 - +2 t o parry/dodge 
4 - +3 to strike 
5 Ki c k attack does 1-6 damage 
6 - +3 to damage 
7 - One additional attack per melee 
8 - Knock-out/stun on a roll of I 8-20 
9 - Critical strike from behind (X3) 

10 - One additional attack per melee 
11 - An additional • 2 to damage 
12 - Critical strike on a roll of 18-20 
13 - An additi onal +2 t o parry/dodge 
14 - An additional +2 to strike 
15 - Death blow on a roll of a natural 20 

HAND TO HAND MARTIAL ARTS 

Level I - +3 to parry/dodge 

129 

2 - 2 attacks per melee 
3 - +4 to pull punc h/ roil with punch/fal l 
4 - Ki ck attack does 1-8 damage 
5 - +3 to strike 
6 - One additional attack per mel ee 
7 - Kno ck -out /stun on a roll of 17-20 
8 - Body throw (Judo like flip) does 1-6 damage 

victim loses iniative and one attack that me lee. 
9 - One additional attack per melee 

10 - Critical strike on a roll of 18- 20 
11 - •4 to damage 
12 - An addluonal +2 to parry and dodge 
13 - One additional attack per melee 
14 - Death blow on a roll of a natural 20 
15 - An additional +2 to damage 

HAND TO HAND ASSASSIN 

Level I - +2 to strike 
2 - 2 attacks per melee 
3 - +3 t o pull punch/roll with punch/fa ll 
4 - +4 t o damage 
5 - One additi onal attack per melee 
6 - +3 to parry/dodge 
7 - Knock-out/stun on a roll of 17-20 
8 - One additional attack per melee 
9 - Kick attack does 1-6 damage 

10 - Critical strike on a roll of 17-20 
11 - An additional +2 to strike 
12 - Death blow on a roll of a natural 20 
13 - One additional atta ck per melee 
14 - An add1t1onal +2 to damage 
15 - An additional •2 to strike 



Ordinary Humans 

Ordinary humans are people who do not possess any 
extraordinary powers or training far beyond the norm. 
Their 8 attributes are limited to the base roll of 3 six 
sided dice, with possible attribute bonuses added. This 
does not mean that all ordinary people are stupid, incompe 
tent, or clumsy . On the contrary, many ordinary people 
may be smart er, more agi le, stronger and/or more skilled 
than a particular superher o. However, they do not have 
the superhero's extra power(s) or t raining. Conversel y, 
an ordinary person w it h an exceptional attribute does 

.!!.Q!. make him/her a mutant or superhero. Example : A 
character may have an exceptionall y high 1.Q. of 20 (or 
strength, or prowess) placing him or her above his peer s 
as a gemus, but does not automatically make that character 
a superhero or even superhero material. Att acks per 
Melee : one unless hand to hand or other combat skills 
are studied. 
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Non- Heroes and t he Untr ained 

Or di nary people without combat training such as 
boxing, wrestling or one of the hand to hand skills are 
at a definite disadvantage in a combat situation. They 
have only one attack or action per melee and do not 
get an automatic parry attempt like heroes and combat 
trained people. The player must announce whether th e 
character is attempting t o parry""" or dodge; no announce
ment means no parry or dodge. The only bonuses that 
may appl y to parr y are from a possible weapon skill 
(W.P.) or fr om P.P. attribute bonuses. Lacking a skill 
at arms, any such defensive maneuver s count as an attack/ 
action. Thi s means that if the char acter attempts to 
parry or dodge he f orfe its his next strike. To prevent 
the loss of an at tack the normal person must hold his 
ground, take dam age from the attack, and then strike 
back. 

Only superheroes, supervillains, and combat trained 
individuals get an automatic attempt 10 parry an auack . 
Likewise, only they get an extra attack per mele e and 
additional attacks through hand to hand combat skills. 

SAVI NGS T HROWS 

Savings throw s appl y to attacks other than hand 
t o hand combat inc luding, poison, toxi c gases, insanity, 
coma, some super-powers, psionics and other mind cont rol/ 
attacks. As w ith all com bat, savings throws are deter
mined by the roll of a twenty sided die. Like a parr y, 
the higher the number rolled , the better. Als o like a 
parry, a successful savings throw means that the person 
has blocked the attack and ls not affected. There are 
some toxins and gases which still do half dama ge even 
if a successful roll is made. 

Each type of attack has a base strike ratio that 
must be equalled or bettered by the defender In order 
to successfully save. 

The follo wing are th e BASE sav ings th rows needed 
in each cat egory. 
Poison: 14 
Drugs: 16 
Toxic Gases: 15 
A ci ds: none (unless dodge out of the way) . 
"'i5sionics: 15 (non-psionics), 10 (psionic characters). 
Insanity: 12 
Co ma/Death: (see coma and hit points) 



ALIGNMENTS 
THE ALIGNMENTS 

Good: Principled and Sc rupul ous 
Selfish: Unp rin cipled and Anar chist 
Evil: Miscreant, Aberrant and Diaboli c 

Alignment s are an Imponant factor in deve loping 
a chara c ter, his/her attitude s and moral principle s. All 
pla ye rs must choose an alignment f or their charn c ter. 

Heroes 

Most heroes will be of a good alignment, prin cipled or 
scrupulous. These characte rs have a great regard for 
life, justice and freed om . They will never (or rarely) 
iment1onally take the life of even a vill ai n. 

Anti-heroes end Vigilantes 

These ch aracters are best suited 10 the selfish align 
ments of unprincipled and anarchist. The evi l alignments 
of abberam and even miscreant may apply depending 
on the character's regar d or disregard of life, justice, 
and the law. 

These char ac ter s tend t o have their own code of 
ethics and views of iusu ce which usually conflicts with 
the law. Ami-heroes, and often v Igllames, are ruthless 
and merciless characters who blatently break the law 
and violate the rights of the Individual. It is not un
common for either to threaten or bea t up a person if 
the y fee l Justified, break into homes and offices, steal 
documents, items (and even dirty money); destroy propert y 
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 villians who are 
"beyond the law". But in the eyes of the law these 
actions are just as illegal as the criminals these charact
ers bring to their justice. The degree of violence, cruelty 
and mercy Tsaiso a factor in an ant i-hero alig nment. 
Those who have a strong personal code of honor and 
regard for innocent people are likely to be aberrant . 
Anti-heroes who have little regard for others and have 
no code of honor are likely to be anarchist or misc reant. 

No Neutral Alignments 

There 1s no such thing as an absolute or neutr al 
align ment. An absolute, true neutral person could not 
make a dec1s1on, fight crime, go adventuring, kill, or 
take any action of any kind with out lean ing toward good, 
evi l, or self-gratification. It Is humanly impossible and 
is therefore eliminated m the context of this game. 

I realize that some of the philosophers out there 
may disagree wtth this, but that's a topic for philosophical 
debate and not a factor of this game. Sorry, no neutrals; 
this is one of the very few definitive, unbending rule s 
of this game. 

GOOD ALIGNMENTS 
Principled 
Scrupulous 

Just because a character is of a good alignment It 
does not make him or her a saint. Good characters 
can be Just as irritating, obnoxious, arrogant, full of 
quirks, and even prejudiced. Likewise they may find 
themselves stepping outside the boundries of the law 
in their quest to combat evil and injustice. To these 
heroes life and freedom are of the highest priority. 
Such a person can always be trusted ln a life and death 
sttuauon. 

Prin cipled (good) 

Prin cipled characters are generall y the stron g moral 
type. Superman is of a principled alignment with the 
highest regard for the lives of others, their well being, 
truth, justice, and honor . They will always attempt t o 
work with and within the law. 

Principled Charac ters Will 
I. Always keep has word. 
2. Avoid lies. 
3. Never anack, harm, or kill and unarmed foe. 
4. Never harms an Innocent. 
5. Never torture s for any reason. 
6. Never intentionally kills . 
7. Always helps others. 
8. Always works within the law whenever possible. 
9. Will never break the law unless conditions are despera te . 

This means no breaking and entry, theft, 10nure, 
unprovoked assaults, etc. 

10. Respects authority, law, self-discipline and honor. 
11. Works well in a group. 
12. Never takes "dirty" money or items. 
13. Never betrays a friend. 

NOTE : Dirty money, including propert y, is money 
or items that belong to criminals. It doesn't matter hov. 
the money or items were gained, the hero will nut tou ch 
it even if desutute. As far as he is concerned it ls 
blood money. 

Scrupulous (good) 

Scrupulous characters value life and freedom above 
all else and despise those who would depr ive othe rs of them. 
This type of hero is typically portrayed in many Clint 
Eastwood and Charles Bronson films; the person who is 
forced to work beyond the law, yet for the law, and the 
greater good of the people . They are not viciou s or vin
dictive men, but are men driven to r ight injustice. 1 
must point out that these characters will always attempt 
t o work with or within the law whenever possible. 

Scrupulous Charac ters Will . • • 
I. Keep his word to any other good person. 
2. Lies only to people of selfish or evil alignments. 
3. Never attack or kill an unarmed foe. 
4. Never harms an innocent. 
5. Never tortures for pleasure, but may use muscle t o 

extract Information f rom criminals or evil cha r acters. 
6. Never kills for pleasure; will always anempt to bring 

the villain to Justice alive no-matter how vile he 
may be. 

7. Always helps others. 
8. Will attempt to work wit hin the law whenev er possible. 
9. Will bend and occassionally, break the law when deemed 

necessary. This means they may use strong arm 
techniques, harass, break and enter, theft, and so 
on. 

I 0. Distrust aut hority and fea rs the law may not be an 
effective weapon against crime. However, they will 
t ry not to blatantly break the law. 

11. Work with groups, but dislike confining Jaws and bureau
cracy (red tape). 

12. Never takes "d irty money" or items. 
13. Never betrays a friend. 
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SELFISH ALIGNMEITTS 
Unprincipled 
Anar chist 

Selfish alignments are not necessa ril y evi l but are 
characters who always have their best interest and opinions 
1n mind above all others. 

Unprm c1pled (selfish) 

Thi s 1s still a basicall y good person who te nds t o 
be selfish, greedy and hol ds h1s personal freedom, welfare 
and opin ions in the h1ghte st regards . He dislike s confi ning 
laws. self-d1sc1pline and dist rusts authorll~. He views 
the law as we ll 1men11oned but clumsy and ineffective. 
Keeping his best interest s in mind he wi ll always look 
out for himself. Thi s tend s t o be an arrogant, impetuous, 
schemer seeking th e praise of m1ll1ons and making a buck 
t o boot. He 1s a freeb oo ter who w i II do what he must 
to achieve his goali. , stopping short of anar chy and a 
tota l disregard of the law. Thi s guy is likel y to be a 
vigilante type whose intentions are good, tries to be f air 
and honest but find s the law too confining to be effective. 
Thus, he goes hi s own more eff1c1ent rou t e (at le ast th at's 
how he sees IL I w orking outside the law. 

This chara cter 1s also likely t o take "dirt y money" 
and Item~ with th e concept that 11 will help him in hi s 
crusade against evil. An ironi c twist of iusu ce as he 
sees It. After all, the loss of money/items w ill hurt th e 
vill1an s too. With this in mind, he may also destroy pro
pert ) of known criminali. . He will not dea l in illegal 
activiti es, drugs, or take money from innocent or good 
people (only known criminals). The unprin cipled charac ter 
may associate with both good and evil characters and 
often has paid informants, spies, and stool1es . He 1s o ften 
tempted to he and cheat and hates himself for bei ng 
loyal 10 hi s ide als and helping other s. He is basically 
a good guy . 

Unprincipled Character s Will •.. 
I. Keep his word o f honor. 
2. Lie and cheat if nec essary (espec i ally 1f anarchist 

or evil alignments are involved ). 
3. Never kill s an unarmed foe, but will certainly tak e 

advantage of one. 
4. Never harm s an innocent. 
5. Does not use tort ure unless absolutely necessar y. 
6. Never kill s for pleasure, will attempt t o brin g the 

villa i n to Justice alive, or ruin him. 
7. Usually helps those in need. 
8. Rarely att emp ts t o work within the law. 
9. Wil l blatantly break the l aw 10 achieve his crime

busting goal s. 
I 0. Dislikes and distrus t s auth or ity, the law, and bureau-

cracy. feels the y have been co rrupt ed and abused. 
11. Work s wi th gr oups, espec i ally if 1t serves hi s neecis, 

is profitable, and/o r he's m the limelJght. 
12. Will ta ke "dirt y money" 
13. Never betrays a friend. 
14. Has a hig h regard f or life and freedom. 

Anar chist (selfish) 

This type of character like s to indulge himself in 
everything. He 1s th e in surgent, gambler and high roller. 
The uncom mitted free booter who is mor e likel y to be 
a crimefighter because he enJoys che thrill o f danger and 
excitement than anv caus e. Thi s character will at least 
consider doing anything if the pri ce is ri ght o r the cha
llenge great. Like moth s drawn to a flam e, the anarchist 
1s att racted to the lure o f the impossible, danger ous and 
th e underdog . They are intri gued by power , glo r )', and 
wealth. !..1fe has me aning but hi s has th e grea te st meaning. 
Innocent live s are protected, but occas 1om,II ) some must 
be sacrificed for the greater c ause. 

Laws and rule s infring e on his personal freed orr 
and were meant t o be bro ken. He wi l l no t hesitat e at 
using strong arm te ch niques, breaking and ent er ing, t heft, 
harassment, destru c ti on of private pr operty, and ~c, on. 
This inc lude s acu ng as Judge, Jury, and executioner. Aft er 
all, there is the wr ong wa)' and his way. These charccers 
are usuall y the dar ing vig ilante or anci- hero who feel s 
the end Justifies the means. The anarchist alig ned person 
is alwa ys looking for the best deal and self -g rauf1 ca u on, 
and will work with good, selfis h or evi l t o attain his goal~. 
The anar ch ist is co ntinu ally te e tering bet ween good and 
evil; re belh ng and bending the la'>' co f11 hi s needs. 

Anar chist Characters Will 
I. May keep his word . 
2. Lies and cheats as he feels necessar y. 
3. Are not likel y to k ill an unarmed foe, but ce rt ain!\' 

knoc k-out , atta ck or beat-up an unarmed foe. · 
4. Never kill an innocent, but may harm or k idnap. 
5. Wi ll use t ortu re co extra c t info rm ation, but nol lik eh 

to do so for pleasure. · 
6. Seldom kills for pleasure. 
7. ls not likely t o help some one without an ulteri or moti ve 

even if it's onl y to show off. 
8. Rarel y work s with in the law un less it serves his purpose 
9. Constantly breaks th e law to achieve his goals. 

10. Has little respe ct for auth orit y , th e Jaw, or self-dis c ipline. 
I I. Does not wor k well within group s, tend s to do as 

he pleases despne orders to the contrary. 
12. Will tak e "dirt ) money" o r items wn hout hesitati on. 
13. May betra y a friend. 

EVIL ALIGNMENTS 
Miscreant 
Aberrant 
Diabolic 

All evil characters are not bent on gl obal dominatwn 
or universal genoc ide. They are not mania ca l people schem 
ing to harm innocent peopl e. Nor are all evil character s 
sadisti c and untrustworthy . Many evil characters ma) 
ac tuall y seem kind or likeable . 

There is nothin g wr ong with playing an evil character 
although he may not survive to o lon g if he breaks th e 
law, or betra ys or harm s t oo many peopl e. Rememb er , 
thii; is a fanta sy ro le-pla y ing game, not realit )'. You 
ca n pla y any t ype of make - believe character you desire. 
However, ff an evi l chara c te r is ch osen be prepare d t o 
pla y in chara c ter. 

Evil alignments are a step beyo nd the self-grat1f1 ca
tion o f the selfish alignments. Evil chara c t ers are usually 
ruth less individuals who are willin g 10 say or do anythin g 
to achieve their goa ls. Human life has little meaning 
t o the m wh ile friends tend t o be (but not alwa ys) peop le 
t o use and discard when the y are no longer of va lue. 
Evil aligned people do not aut omati cal ly slay any good 
pers on because of different ethics and philosoph y. All 
the better to use good and the law to achiev e their own 
goals, for the end always justifies the me ans. 

Game masters, If a good character ign ore s hi s align 
ment guidelines, betra yi ng friend s, and brea king the la'>', 
using unne cessar) v iolence; drop his alignment t o th e 
appropriate selfish or evil alignment. 
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Miscreant (evil) 

This self-serving, unscrupulous character is only out 
for himself. Power, glory, wealth, posmon and anything 
that will make his lif e more comfortable or pleasurable 
Is his goal. It doesn't matter who gets caught in the 
midd le, as long as he comes out smelling like a rose. 
This person will lie, c heat, and hurt anyone to attain 
his goals. 

If a miscreant character becomes a vigilante/hero 
tt wi ll be for some personal reason or vendetta. This 
chara cter can be no more th an an anti-her o unle ss he 
changes his ways. (Yes, JUSt as good characters can fall 
into an evil alignment ; evil aligned cha racters can up 
grade themselv es int o good alignments. To c hange t o a 
good alignment the character must work at Ir and not 
break the guidelines set for that specific alignment). 

Mis cre ant Characters Will ••• 
I. Wil l not necessaril y keep his word to anyone. 
2. Lies and cheats indiscriminatel y (good, evil, selfish). 
3. Will kill an unarmed foe as readily as he would a 

potenua l threat or competitor . 
4. Will harm and use an inno cent . 
5. Uses torture for extracting information and pleasure. 
6. May kill for sheer plea sure. 
7. feel s no compulsion t o help with out some son of 

tangible reward. 
8. Has no deference to the law but will work w1thin 

the law If he must. 
9. Will blatantl y break the law for his own goals and 

pleasure. 
10. Dislikes and distrusts authority and the law. 
11. Works w1th ot her s if it wi ll help him attain his persona l 

goal . 
12. Will cake "dirty money" and "hot" goods without hesnat1 on 
13. Will betrav a friend if It serves his needs. 
14. Has little.respect for other's live s. 

Aberrant (evil) 

The clic he that there is "No honor among thieves" 
is false when dealing with the aberrant charac ter. This 
1s a person who 1s driven t o 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 twisted ethics by the standards 
of good). He expects loyalt y 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 like s it or not. 

The aberrant character is an honorable man who'll 
never break his personal code of honor. He respects cour
age, strength, cleverness and self-discipline, even in his 
adversaries. 

If an anti-hero, he will comp letely disregard the law 
and deal out Justice as he sees fit. He will never be 
cr uet or vind .ictive and will always be absolutely positive 
that the person is guilty before he deals out his brand 
of Justice. However, once he condemns a person he wilt 
see t o it that the person is destroyed . 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 disgusting low life. Likewise, neither wilt he allow 
anyone to interfere with his activities. 

Do not think of the aberrant charac •ers as m isguided 
good guys. They will break all laws with impunit y , harass 
their vi cti ms, destroy property, beat and murder. This 
applie s ro both villain and anu-heroes. Onl y their methods 
and degree of violen ce may vary. 

Aber rant Characters Will . . . 
I. Always keep his word of honor. 
2. Lies and cheats those not worth y o f his respect; good, 

selfish, and evil. 
3. May or may not kill an unarmed f oe. 
4. Never kill s an innocent, pan1cutarly a child, but m a~ 

harm, harass, or kidnap. 
5. Never tortures f or pleasure , but wil l use It to extra c t 

informa ti on. 
6. Never kills for pleasure; wilt always have a reason. 
7. May or may not help someone in need. 
8. Rarel y attempts t o work within the lav.. 
9. Will break the law wnhout hesna ti on. 

I 0. Has no use r or I he law or bure auc ra n: but respect , 
honor, sel f-d1scipltne and the co nce pt o f lav. i. anll 
order. 

I I. Will work with ochers t o attain hi s goals. 
12. May take "dirty money ". 
13. Never betra ys a friend. 

Diaboli c (evil) 

This is the category where the megalomaniacs, violent 
and most despicable characters fall. This is the cruel, 
brutal killer who trusts no one and has no value for an)· 
life other than his own. A diab olic person will crush 
anyone or anything that gets in hi s way. The y will li e, 
cheat, use and abuse anyone not more powerful than them · 
selves. Aberrant aligned charac ter s find these unhonorable 
people just as revolting as good aligned characters. 

Diabolic Characters Will . 
I. Rarel y keep s hi s word (and have no honor). 
2. Lie and cheat anyone. 
3. Most certainl y attack and kill an unarmed f oe. 
4. Will hurt, and kil l an innocent without a second thought 

or for pleasure. 
5. Uses torture to extra ct informau on and for pleasure. 
6. Will kill for sheer pleasure. 
7. Is likely to help someone only on a whim. 
8. Rarely attempts to wor k within the law. 
9. Blatantly breaks the law. 

10. Despises honor, authority and self-discipline. View s 
them as weaknesse s. 

11. Does not work well within a group; constantly disregard
ing orders and vying for power/command. 

12. Will always take "dirty money", hot goods, drugs, 
etc. 

13. Will betray a friend; after all, you can always find 
another friend. 

14. Associates mostly with other evil alignments. 

CRIMINALS AND VI LLAINS 

Criminals and vill ains will always be of an evil or 
selfish alignment. Most common alignments wil l be Anar 
ch ist, Miscreant, Diabolic and then Aberrant. The foll owin g 
is a kind of general alignment category. Most of the 
petty thieves, robbers, stoolies, number runners, strong 
men, and flunkies t end to be of anarchist and especially 
miscreant alignments. Armed robbers, burglars, murderer~ . 
drug dealers, upper echelon gangsters, hit men and similar 
tend t o be of mis creant alignment or possibly diabolic, 
anarchist, or aberrant. Especially brutal criminals, murder· 
ers, and rapists, are likely to be diabolic or miscreant. 
Any criminal can be of any of the evil alignments or 
anarchist. Of-course, any one can break tht> lav. untJN 
the right circumstances. 
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HERO IDENTITY _____________ _ REAL NAME _ _ ____________ ___ _ 

IQ ___ _ ALIGNMENT __________ HIT POINTS ____ S. D.C. (natural) _ __ _ 
ME - -- - Age: Sex: Weight: _ ___ Height: Disposition: _____ _ 
MA _ __ _ 

PS ___ _ 
COMBAT SKILL S: Attacks Per Melee: __ __ Strike: ___ Parry: _ _ _ 

Dodge:'"" ___ Dodge (only): __ __ Pull Punch: ___ Roll with 
PP ___ _ Punch/Fall: Knock Out/Stun: ___ Prowl: __ _ 
PE _ __ _ 

Critical Strike: _ __ _ Deathblow:'---- - - Critical Strike from 
PB ___ _ Behind: ___ _ Body Block: ___ _ Kick Attack: ____ Crush/ 
SPD _ __ _ Squeeze: ___ _ Pin Down: ___ _ Balance: ----
Experience Le ve l: ___ _ Leap: _ __ _ Back Flip: ___ _ Climb: ____ Damage :'"" __ _ 
Exp erien ce Points: ___ _ 

Oth er:'-- - ------------------- -- --
Super Power Category 

EDU CATIONAL LEVEL : ------- SCHOLASTIC BONUS: _____ _ 

SCHOLASTIC SKILLS SECONDARY SKILLS WEAPON PROF ICIENCIES (W.P.) 

OCCUPAT ION: _______ _ 

Occupation Bonus: _____ _ 

Skills Related to Occupation: 

PSIONI CS: 

Inner Strength Points (I.S.P .): ___ _ Major Abilities: Secondary Abilities: 

EQUIPMENT AND OTHER INFORMATION: 
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HERO IDENTITY _______________ REA L NAME __ ______ ____ __ __ _ 

IQ ___ _ ALIGNMENT HIT POINTS ___ _ S. D.C. (natura l) ___ _ 
ME ___ _ Age: Sex: ___ _ Weight: ____ Height: Disposition: _____ _ 
Mn ---- CO MBAT SKJLLS: Auacks Per Melee: ____ St rik e: ___ Parry: ___ _ 
PS ___ _ Dodge:. _ ___ Dodge (only): ____ Pull Punch: ___ Roll w ith 
PP ___ _ Punch/Fall: ___ _ Knock Out/Stun: --- - Prowl: __ _ 
PE ___ _ Critical Strike : __ _ _ Deat hblow: -- -- Critical Strike fr om 
PB ___ _ Behind: ___ _ Body Block: __ _ _ Kick Attack: --- Crush/ 
SPD ___ _ 

Squeeze: __ _ _ Pin Down: ____ Balance: ___ _ 

Experience Level: ___ _ Leap: ___ _ Back Flip: ____ Climb:____ Damage.· __ _ _ 

Experience Points: ___ _ Other: __ ____________________ __ _ 

Super Power Category 

EDUCATIONAL LEVEL: ______ SCHOLAST IC BONUS: _ __ __ _ 

SCHOLASTIC SKILLS SECONDARY SKIL LS WEAPON PROFICTENC fES (W.P.) 

OCCUPATION: _______ _ 

Occupation Bonus: _ _ ___ _ 

Skills Relat ed to Occ upation: 

PSIONICS: 

Inner Strength Points (I.S.P.): ___ _ Maj or Abilities: Secondary Abilities: 

EQUIPM ENT AND OTHER INFORM A TION : 
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YOU'VE PLAYED THE REST. 
NOW PLAY THE BEST!!! 

~ 

- --THE MOST COMPREHENSIVE 
HERO GAME ON THE MARKET 

Heroes Unlimited captures and brings to life the entire 
spectrum of comic book heroes. 

Guess-work superpower s are replaced by exact power 
descriptions and a comprehensive skill system. Combat is 
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• BIONICS 

• ROBOTICS 

• PSIONICS 

• SPIES 

• MUTANTS 

• ALIENS 

• SPECIAL TRAINING 

• AND SUPERBEINGS OF 
ALL KINDS 

Steranko Cover! 

Gustovich Interior Art! 

160 pages 
S14.95 (post paid) 
8 Y2 x 11 trade paperback 

Palladium Books 
Dept. D 
5669 Casper 
Detroit, Ml 48210 

quick, clean, and playable. Sections include: Vigilante s 
and the Law, World Hot Spots, Gimmicks, Weapon s, 
Vehicles, and more . Plus an introdu ctory adventure 
scenario. 



Quickly becoming the 
most popular new 
fantasy game on 
the market! 

THE 
PALLADIUM 
ROLE
PLAYING 
GAME 
• Quick realistic combat systL•m 
• Nineteen occupational charactl'r 

classes . 
• An l'XCiting NEW magic sysll ' lll . 
• 290 magic spells plus mystic 

circles, wards and runes 
• Monsters. creatures and 

animals 
• A three levl'I adventure 111 the 

demon haunted "Tomhs of CL·r
s1d1" tu start your game 

$19.95 •post pa1d1 
Din· not mcludt•d 
By Kevin Siembieda 
Beautifully Illustrat ed 
8 11,"xl 1·· trade paperback 

NEW!!! 

PALLADIUM 
RPG BOOK II: 
OLD ONES 
The biggest book of 
cities ever published! 
• Twentv-une forts 
• Th1rtv--four towns and c1t1e:-. 
• The e·nt1re T1m1ro Kingdom. her 

cities. history and notable c1t1-
zens outlined 

• Over fiO maps 111 all' 
Plus . . 

• Nearly a dozen adventures & 
scenenos 

• The NEW character class uf dlu-
s10mst and monk 

• Encounter tables 
• Travel and mun• 
$14.95 , post pa 1d 1 210 pag es 
Written and Illustrated by 
Kev in Siembieda 

GAME
MASTERS 
SHIELD 

The Palladium game sh1L•ld i:-. a 
concise refen•nce tool for both 
game-masters and playl'rs alikL•. 
Three panels on sturdy card stock 
folds to S• ,x 11 inches 
$3.95 1 post paid 1 

THE PALLADIUM 
WEAPON SERIES! 
Adaptable to all game 
systems! 

WEAPONS & 
ARMOUR 

Depict s over 600 differen t weapons 
and type s of annour from around 1he 
world . A visual encyclopedia of an
cient ann s and annour that' s become 
a "must have" play-aid . 
$5.95 (post paid ) 

WEAPONS & 
CASTLES 

European Castles and noor plan5 
clearly illustrated : plu~ a variety of 
siege equipment. bows and cro~show s. 
$5.95 (pos t paid) 

WEAPONS & 
ASSASSINS 

Explore the assassin soc 1e11es 
throughout history. ~uch as the Ninja 
and Thuga and their method s. mols, 
weapon s. and poisons . 
Still $4.95 (post paid) 

WEAPONS & CASTLES 

OF THE ORIENT 
The palace s , noor plan~. annour 

and weap ons of feudal Japan. Malaya. 
Korea and China . Beautifully illu~
trated . Still $4.95 (post paid) 

CONTEMPORARY 
WEAPONS 

Contains over 300 hand -held wea
pons from around the world . 250 
illustrations include pistols. rine~. sub
machine gu n~. machine g un ~ and 
various attachment s. 
Still $4.95 (pos t paid ) 

EXOTIC 
WEAPONS 

From African throwing irons and 
Congo hatchets to the tiger claw~ of 
India, this completely illustrated book 
spot lights a host of strange and un
usual weapons from around the world . 
NEW! $ 5.95 (post paid ) 

Se nd 50¢ (postage and handling ). for 
our complete catalog of Pa lladium 
products . 

!44 

THE ARMS OF 
NARGASH
TOR 

This Palladium RPG adventure 
combines all the hest aspects of 
Wilderness, town and dungeon ad
ventures. Villians inrludl• Kobolds, 
Ogres, Druids, Dragons and 
Bandits. 

$4.95 1 post paid 1 

B~· Randy McCall 

COMING IN 
JUNE '85 ... 

THE 
PALLADIUM 
RPG BOOK OF 
MONSTERS 
AND ANIMALS 

A giant collection of NEW mon
sters and animals realistically il
lustrated by KHin SiembiL•da. 
$14 g;; Wakh for it! 

Palladium Books 
Dept . II 
5669 Casper 
Oetrnit, Ml 48210 
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