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Carch Barman iy The Second
Edition DC " Heroes
Role-Playing Game

Join Batman, Wonder Woman™, Black Or-
chid™, Swamp Thing™ and all of your favorite
Characters from the DC™ Universe in the com-
pletely updated second edition DC Heroes Role-
Playing Game available Christmas '89.

The new game includes a 72-page Rules Manual
with updated rules for the new game, a 64-page
Character Handbook, Gamemaster's Screen,
Action Wheel, a 16-page "Read Me First” booklet
with the miniature solo adventure, “Welcome to
Gotham City,™" and “Exposed!”, a 32-page
adventure featuring Justice League Interna-
tional™. And, the new edition can be used with
every existing DC Heroes Role-Playing product
currently available.

The second edition game is the most up-to-date
source of information on the DC Universe. The 96-
page Background/Roster Book features over 250
Characters - more than any other role-playing
game. And, full color cards feature Character
illustrations and game statistics for:

« Justice League International
- Justice League Europe™

« Watchmen™ /
7

« Suicide Squad™
« The New Titans™
+ Villains

« 75 Cards in All!

So experience the complete DC Universe with the
second edition DC Heroes Role-Playing Game,
the most up-to-date source of information on your

favorite Characters and the ticket to exciting
adventures.

Mayfair
Games
» INnC.

P.0. bex 4140, Milen, 1L bR4dR
™ |ndicales a lrademark of DC Comics Inc. All Character names, renditions,
associated slogans, and indicia are Trademarks of DC Comics, Inc.
Copyright @ 19839 DC Comics Inc. All nghts reserved. Used under license,
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Well, it's time for my eleventh and last “Nuff
Said'” column, and there’s quite a bit to talk about.

No JokiNnGg MATTER

Last issue, | made some wisecracks about it
being our Lucky 13th issue. Naturally, those re-
marks blew up in my face. If there really is such a
thing as Unluck, then Issue #13 had three dice of it.
For those of you who had to wait so long to get the
issue, here's an explanation of what went wrong.

I turned over the files for #13 to Iron Crown at
Gen Con(r) last year. It was already a bit late; that
was its first delay.

Cash-flow pressures kept Iron Crown from print-
l?gl it immediately. That was the issue's second

elay.

When that problem was straightened out, and
Iron Crown was ready to print the issue, they
decided that the readers, who had already had to
wait too long to receive their next AC, should have
a special bonus. For that reason, they asked that
the material that was supposed to have been Issue
#14beputinto Issue #13 instead, as asort of bonus
issue. (That's why this issue is my last instead of
#15. The material that was to have been #14 ended
up as the back half of #13; the issue you have
before you is what would have been #15.) How-
ever, ICE made this decision at a time when | was
knee-deep in another writing deadline, which | had
to finish before | could return to AC #13. That was
the issue's third delay, and it was a doozy.

Finally, once the additional material (now re-
ferred to as Issue #13 1/2) was turned over to ICE,
delays involving the printing company slowed the
issue down still further. That was the issue’s fourth
and last delay.

Allin all, this set of four circumstances meant that
it was almost a year between the publication of #12
and #13, for which we can only apologize. If all has
gone well (and I'm knocking on wood here), #14
should have followed much more closely on the
heels of #13.

WHAT's NoT HERE

Because of the delays with #13 and our attempt
to get #14 out more quickly, we haven't yet received
any letters on #13. So, unfortunately, there is no
letter-column this time around.

Additionally, an article promised for this issue,
“Supe 'Em Up,” has been made obsolete by the
publication of Champions Hardcover and its new
vehicle rules, so it will not be appearing here.

ForMAT CHANGE

As you've doubtless noticed, Adventurers Club
is now being published in a new format. The 6%/4&" x
10" comic book size means that ICE will have a
greater choice among companies which can print

the magazine, which will help eliminate one of the
categories of delays which held up last issue. And
of course, the magazine will also fit in comic book
racks.

SpeciAL HARDWARE ISSUE

This issue is our Special Hardware Issue. Just
about everything within these pages is devoted to
gadgetry and machinery in the Hero System.

In this issue, you'll find a rollicking Champions
adventure involving lots of high-tech machinery
and urban destruction, an article on Champions
vehicles, and a slew of gadgets for Champions and
Fantasy Hero campaigns.

In addition, as a bonus for those of you who have
already bought the new hardcover Champions
(and those of you who are about to), every charac-
ter and gadget in this issue is given game stats for
both third and hardcover Champions. For those of
you who don't have the hardcover yet, this is a
chance for you to get an advanced look at some of
the changes to the system.

Starting next issue, Adventurers Club will con-
tain material designed exclusively from hardcover
Champions.

Rep OcToBER

Gaming is a hot topic on many computer bulletin
boards, and some boards are set up primarily for
gaming.

One such is Red October, an Austin, TX bulletin
board which deals primarily with the Hero System.
it doesn'tcarry any official sanctionfrom Iron Crown
Enterprises, butis stillan interesting forum for Hero
Games discussion. Hero designers who log on
regularly include myse'f and Mike Nystul, principal
author of The Spell Book. If you're interested in
giving it a look, you'll find it at (512) 834-2548, 24
hours a day; it supports up to 2400 baud.

PosT-12 RECOVERY

Atlong last, it’s time for me to say goodbye to the
Adventurers Club editor's chair. In the time I've
been editor, | haven't exactly kept the magazine
published on schedule, but I've tried to improve the
writing quality and (above all) game campaign
usefulness of the magazine's contents. | hope I've
had some success in that.

I'll continue writing for the AC, and you may see
some of my contributions as early as next issue.

| have a lot of faith in the new editor, J. David
George, and | hope you'll show him the same
patience, ingenuity and exuberance you've shown
me.

Thanks, and farewell.

Aaron Aliston
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have been saying that chivalry is dead — they've

been saying it for a long time anyway, but this
time they're sure. No one does anything for any motive
except survival. Dog-eat-dog, survival of the fittest, might
makes right... I've heard all those cliches and more. And |
refuse to conform to them. Lieutenant Jimenez wanted me
to take his St. Christopher’s medal to his folks in L.A. No
reward, no treasure at the end of the road. Just a favor to
a friend, that's all. | promised I'd do it, and | will.

E ver since the world as we knew it ended, people

City of Angels Is a module for use with GDW's World
War Il role-playing game, Twilight: 2000. The adventure
takes place near the blasted ruins of the Los Angeles area
of Southern California. The story revolves around the
obligation of one of the players to an old commanding
officer. Living up to his promise thrusts him, along with his
companions, into a journey through the hardest hit areas
of the nuclear exchange of World War lll. The group must
contend with all the harsh realities-of post-holocaust life,
complicated by rival gangs warring over territories in what
was once known as the City of Angels.

Information presented in this module :
includes source material and maps for the L.A.
and Orange County areas, an overview of
Southern California, and optional rules which
include civilian character generation.

City of Angels can be run on its own, or can
be easily adapted to fit an existing campaign.

Design: Craig Sheeley
Development: Craig Sheeley, Jay Adan

Available in Better
Hobby Stores Everywhere. .

$8.00 Made in the U.S.A.

To Order Direct:
_ . 3W, 4070 West St.
- Cambria, CA 93428

805/927-5439
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HARDCOVER CHAMPIONS

There's only one project for Superhypethisissue
— but what a project! As many of you have heard
through the rumor mill, HERO Games will release
a hardcover set of the Championsrules in summer
1989. But this is much more than just a hardcover
version of the current Champions—it incorporates
a complete revision of the entire HERO System. It
kicks off a new generation of HERO products just
as the HERO system enters its second decade.

WHY THE REVISION

The question whether or not o revise the HERO
system was not taken lightly. First, HERO was
already the best roleplaying game available. Asthe
saying goes, “if it ain't broke, don't fix it." Second,
people like you have been playing various parts of
the HERO system since 1980. The last thing we
wanted to do was change everything on you. And,
of course, doing a revision of agame as established
as the HERO System is a gargantuan effort.

But after carefully considering all this, we de-
cided that a Revision would still be a good idea.
There are two main reasons we went through with
it: consistency and quality.

CONSISTENCY

It has always been our intention to create a
single, unified set of rules for all game genres. But
inthe past, we had made an effort to publish games
aimed at a certain genre, Moreover, because of the
need to publish games, we never had a chance to
sit down and decide — once and for all— how we
wanted to handle certain Powers, effects, and
game mechanics. As a result, each of the HERO
System games handledthings somewhatdifferently:
Fantasy Hero spells weren't quite the same as
Champions Powers or Justice Incorporated Tal-
ents. Every game was similar to the rest, but not
quite the same.

This had several effects. Because not all the
rules were in one place, players who wanted them
had to buy allthe books. For example, Lip Reading
Skill was only in Justice Incorporated, while Speed
Reading was only in Danger International. Players
wanting the Disadvantage “Rivalry” had to buy

Robot Warriors, whilethe Power "Damage Reduc-
tion” was only in Champions Ill. We didn't want to
force ourcustomers to keep buying every rulesbook
we've ever published, just to get every Skill or
Power.

In Addition, the minorvariations among the games
made it harderto play HERO. A player who learned
to play Champions knew basically how to play
Fantasy Hero, but not quite. There were just enough
little things to trip him up. Additionally, it wasn't
possible to simply transfer a character from one
HERO campaign to another, because the rules
were different.

Finally, the lack of a single set of rules made it
difficult for us to publish supplements and support
games. Because there was no HERO System
rulesbook, we had to putthe rules in every book that
we published. This made it harderto publishgames
like Star Hero, and made it more expensive for you,
our customers,

By revising the HERO system, we hope to fix all
these problems. There is now a single set of rules,
so there are no inconsistencies. Moreover, all the
rules are in one place — there will be no more
leafing through 4 or 5 rulesbooks to find an obscure
detail. This should makeit easierfor us, and cheaper
for you. Not a bad bargain.

QUALITY

The other big reason for the revision was
playtesting and quality control. It hasbeen 10years
since the first HERO game was published. In that
time we have recaived hundreds upon hundreds of
letters from players like yourself. We've learned a
lot. Moreover, we have had some of the finest
minds In the gaming industry play the game. All of
these people have given us feedback on what
needed work, which rules work better than others,
and so forth. We wanted to take advantage of this
feedback to improve the game.

Doing a revision also allowed us to improve the
production quality of the game. The original HERO
games were published over a 9 year period. During
that time the preduction quality of roleplaying games
improved tremendously. Revising the system letus
use better art, better writing, and better graphics to
ensure that HERO Games looks sharp as it heads
into its second decade.

Issue Fourteen, Fall 1989



WHAT’S NEW

The first step in the revision was to pull together
all the rules that have been published before. The
Revised HERO System thus has a comprehensive
Skills list and Powers list. We've also added new
Powers and Skills.

We have also changed a few rules. These
changes are a result of your feedback, and reflect
places where you felt the game didn't work as well
as it could. Additionally, it wasn’t possible to make
all the HERO System rules consistent without
changing some of what has gone before.

With the rules changes, we had one realgoal: To
make this the most comprehensive and elegant
system ever designed. Wherever possible we
cleaned up and unified mechanics, and tried to take
out arbitrary differences between abilities. We also
worked to broaden Powers and their effects. Many
changes don’t affectthe point cost, but do affect the
way the ability is used.

Skllis: All of the Skills from allthe HERO games are
listed alphabetically. New Skills like Acting,
Oratory, and Range Skill Levels are included.
New Martial Arts rules allow superheroes and
normal heroes to use the same mechanics.
Talents and Perks are broken out into their own
sections.

Powers: The Powers now include all the Powers
from Champions (including Champions Il and
i), along with the spells from Fantasy Hero. A
real effort has been made to unify the various
Powers so that they work in a consistent and
balanced fashion. For example, we altered the
Movement Powers so that the costs and non-
combat velocity work identically, regardless of
the Power. We made a similar effort with Mental
Powers and the Adjustment Powers (Absorp-
tion, Aid, Drain, Transfer). The costs for some
Powaers are changedslightly, to reflect playtesting
comments.

Modifiers/Advantages/Limitations: As for Pow-
ers, these now include all the Modifiers from

Disadvantages: This is where there was the larg-
est discrepancy between Champions and the
normal-scale games. Moreover, the Disadvan-
tage section had been the subject of extensive
feedback. The new HERO systemfor Disadvan-
tages is streamlined and consistent. It also
incorporates the Disadvantages from all previ-
ous HERO games.

Combat: The combat rules have been reworked to
make combat easier, but without losing any of
the intricacies it had previously. In addition,
there are optional rules to let you make combat
as complicated or simple as you like.

EVERYTHING ELSE

All of the above will appear in the HERO rules
section of Champions. In the future, this section will
be published separately so that HERO gamers
other than Champions players can have access to
the new rules. In addition to the rules, the hardcover
Champions will contain:

Champions Sourcebook. The Champions Source-
book contains 10 years of super roleplaying
wisdom. All the best articles from Champions,
Champions ll, Champions Ill, and the Adventur-
ers Club have been included. There are also
new guidelines on how to design a superhero
campaign.

Champions Campaign Book. The Campaign Book
has the old Champions villains rewritten to
conform to the new rules. There is a ready-to-
play superhero team — the Champions. And
thereis an all-new adventure featuring the latest
exploits of VIPER.

Allin all, the hardcover Champions weighs in at
a hefty 350 pages, and sports acover by none other
than George Perez. (Yes, the George Perez). All
this comes to you foronly $28.00 —less than you'd
have paid for Champions I, Il, and /ll. What a
bargainl We just hope you have as much fun
reading it as we did writing it.

previous HERO products. There are numerous Rob Bell
new Advantages and Limitations to help players
simulate the abilities of any character from fact
or fiction.
NEW ATTRACTIONS!

PSI, the Parapsychological Studies Institute.

members of Zodiac.

And don't think that we're going to let the Champions hardcover sit out there all by itself. By the time
you read this, there should be a new wave of HERO products on the stands, with a new batch ready
to kick off the new year.HERCfans should look for the following products:

Mindgames (by Scott Heine): This 48 page Organization baok will detail the secret machinations of

Challenges For Champions (by Andy Robinson): This 64 page book will have 10, count ‘em,
scenarios, along with guidelines for ways that GMs can design their own.

GM'’s Screen and Accessories: This include new character sheets, and 60 cardboard characters.
Ciasslc Enemies (by Scott Bennie): All your favorite villains, with new write-ups and artwork.
Mystic Masters (by Allen Varney): Tells you how to do comic-book superheroes.

The Zodiac Consplracy (by Doug Shuler): This exciting organization book describes the villainous
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o goMgy “Care for
iR an apple,
boys?”

This DC™ Heroes Role-Playing Game Adventure + Sourcebook features Won-
der Woman™ against an Evil plot to disrupt a conference between the represen-
tatives from Man's World and the Amazons of Paradise Island™. The adventure
contains the first appearance of Eris™, who will appear next year in the comie
series.

Strangersin Paradise also contains a complete Sourcebook deseribing the world
of the Amazon Princess™ [rom the gods of Olympus to her [riends (Steve
Trevor™, Julia Kapatelis™, Myndi Mayer™, cte.) and her foes(the Cheetah™,

Ares, cte.).

Mayfair

Original Cover and
interior artwork by George Perez GCI mes
= InC.
§641 Howard S1. Niles, II. 60443
™indicates a Trademark of DC Comics Inc. All ¢h names, renditi iated slogans and indicia are Trademarks of DC Comics Inc. Copynght © 1989

DC Comies Inc. All Rights Reserved. Used under license. Wonder Woman is a registered Trademark of DC Comics Inc.
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A CHAMPIONS ADVENTURE

BY JoHN HaBERMAS

In Battle Zone, the heroes become embroiled in
an other-worldly conflict brought violently to the
streets they've sworn to protect. Who are these
mechanized combatants tearing up cities across
the country? Should the heroes risk taking sides, or
search for answers in the aftermath?

This Champions adventure can accommodate,
with proper adjustment, any number of characters,
though it is currently geared for three to five in the
240-285 point range.

Players should read no further.

GM INTRODUCTION

In Battle Zone, the heroes must cenfront two
warring alien forces who have brought their conflict
to the cities of Earth. Though easily condensed or
expanded, this adventure consists of three main
combat situations and various role-playing oppor-
tunities in between.

In the beginning, the heroes may have a difficult
time distinguishing the good guys from the villains.
For this reason, GMs should read through the
whole adventure before play, paying particular
attention to the cast of characters and noting how
they will react to different situations.

THE StoRy So FaR...

The sterilization of the rebel forces lit the coun-
tryside with fire and death. Scon the evil Technoc-
racy would be sure in its power and the world would
be forever enslaved.

A simultaneous strike destroyed nearly all the
insurgent strongholds. The two remaining rebel
displacer battalions mobilized for one final assault,
even as the empire’s Necrobots advanced on their
positions. Instead of fending off the mechanized
killing machines, however, the displacers launched
a surprise offensive on the government Fortress
itself.

Catching the technocracy off-guard, the rebels
breached the Foriress' defenses and started to
fight their way to Control, where the cybernetic
monarch and his council were gathered. But the
Technocracy recovered quickly, and soon the
Fortress resounded with the whine of Necrobot
enforcers.

As the battle raged above, a penetration squad
of displacers commanded by the legendary Lieder
Ares (code name: Arsenal) made their way through
the inner sanctum. Fortress Control loomed ahead
when Arsenal ordered the final charge toward the
council chambers.

But his battle-computer was jammed, and he
had no way of detecting the static-zone in thelr
path. Their teleports disengaged halfway through
the jump and they stood paralyzed in the middle of
the great hall,

A swarm of Necrobots emerged from Control,
followed closely by their cybernetic Emperor. With
a triumphant, synthetic laugh, the evil monarch
ordered the rebels’ extermination. The Necrobots
advanced to the edge of the zone and their weap-
ons began to fire.

There was only one chance. Circuits fused and
safety mechanisms overloaded as Arsenal directed
the power of the static field around him into his
armor. Then, suddenly, in amassive burstof electro-
magnetic energy, Arsenal, his companions and his
would-be executioners were gone.

Cut to the present: Night, prime-time, the cam-
paign city. The location will vary according to the
campaign setting, but it should be the most prestig-
ious arena in town (i.e., Madison Square Garden in
New York, Joe Louis Arena in Detroit, etc.).

“What an incredible display of athletic ability
'g:‘ve seen so far this evening. Wouldn't you say,

b?”

“Definitely, Al. It just doesn't get more exciting
than this!”
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“Were back now, getting ready to start round five
in what is destined to be one of the most memorable
heavyweightchampionshipsinthe history of sports,
and it’s all coming to you live."”

“There’s the bell, and it gets underway quickly as

both fighters — What the #1@18&%! is that!”

The camera catches it: The air above the ring
crackles with electricity, and in a sudden burst of
radiance, a glistening metallic figure falls from the
sky, dropping straight into the ring, burning the
canvas where it touches.

Smoke drifts about the armored form as it slowly
comes to a prone position in the center of the
scorched ring. lts head rises and scans its sur-
roundings, apparently startled by the hushed crowd.
Suddenly it stands, and as mysteriously as it ap-
pears, it is gone.

“Ladies and gentlemen, | apologize for my color-
ful language, but I'm sure you were just as shocked
by that spectacle as |. We'll have that on replay in
justamoment, but right now we bring you to— Holy
#@I&*| Here we go again!”

Another ball of energy explodes above the ring,
and three more, larger, machine-like beings tumble
to the ring. But these don't disappear. Seemingly
oblivious to those in their path, the mysterious
visitors move for the nearest exit and the crowd
panics at their advance.

At the doors, they pause just long enough for
shimmering pulses of red light to erupt from their
chests. The wall shatters before the brilliant on-
slaught; when the burning dust settles, the metallic
trio is gone.

HERO INVOLVEMENT

So it begins. A monumental battle is wreaking
untold destruction throughout the city. The extra-
dimensional teleport has scattered the rebel dis-
placers and their foes across the Earth and this is
just one conflict of the many the heroes must face.
Getting them Iinvolved is relatively simple.

The characters may have been watching the
event ontelevisionorfromthe audience. (Forthose
tuned to other stations, special-report news bulle-
tins will interrupt with pertinent information.)

Heroces on patrol could hardly miss the action,
and police bands would be a flurry of chaotic
information.

Finally, if the heroes live under a reck, they'll be
deluged by calls (from citizens, the police, and
alarmed DNPCs) wondering what's keeping them.

EPISODE ONE: THE
BATTLE ZONE

The ideal setting for this episode is a part of the
city where you have low buildings and (normally)
busy streets.

By the time the heroces get to the site, most of the
cars sit abandoned, their drivers having fled. Few
pedestrians are left, but news crews from the
various networks abound, competing for the best
coverage. (lf the heroes were in the arena and just
followed the Necrobots out, then the news crews
did too, which is how they arrive so fast.)

A ETEEAY g P

#»*

It it's been a couple of minutes or more since the
displacer and Necrobots arrived, then the area is
now a disaster zone, with surrounding buildings
gutted and automobiles (used in the fight) lying
smashed everywhere, thrown through building-
fronts and on top of nearby buildings; the death-toll
on pedestrians and innocents may be as great as
you wish.

The player-characters arrive just as the Ne-
crobots deliver the final body-rending blows to the
rebel soldier.

The Necrobots, having trouble adapting their
programming to this new environment, have simply
deemed it hostile. Nearly every outside stimulus
will be considered an act of aggression and retali-
ated against, as the first hero attempting communi-
cation will discover.

Adjust this fight to the power-level of the heroes.
If three Necrobots don't seem like much of a chal-
lenge, add more. If they're too tough, damage a
couple of them; not every one will have every
weapon system listed for them, as some of those
systems burned out in the interdimensional tele-
port.
If the heroes lose the fight, the Necrobots won't
go out of thair way to kill them. They were ordered
to kill the rebels; they'll simply blast aggressive
native elements until those elements no longer
move, which (in the case of superpowered heroes)
may be a far cry from killing them.

FoLLow=Up

Win or lose, the herces will end up with a dead
rebel on their hands and have no clue to his identity
ororigin. If any Necrobots were defeated, the same
goes for them. (lf the Necrobots won, or some
escaped, they will move on, leaving a miles-long
trail of witnesses, then they will disappear without
a trace. These specific Necrobots will resurface
during the final conflict.)

8
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it the herces have access to high-tech facilities,
they will probably want to analyze the dead rebel
(and any Necrobots left behind). Remember, though,
that they won't have time for anything but the most
cursory of examinations before the next episode.

The rebel turns out to be a humanoid being in a
sophisticated suit of power armor. On further analy-
sis (perhaps taking place after the next episode or
two), he turns out to be completely human, with no
detectable genetic differences from Earth humans.

The suithe’s wearing is very difficult for PCtechs
to analyze, because it's the result of a very different
type of technology from anything any PC has ever
seen. A PC making pertinent scientific rolls (cyber-
netics, robotics, physics) by 5 or better can figure
out pretty much what each suit sub-system does
(so you may describe, ingeneralterms, the displac-
ers’ powers). A PC making those same rolis by half
may actually (eventually) effect repalrs in the sys-
tems covered by the skill he rolled so well.

if any Necrobots were captured, a PC merely
making his pertinent rolls can tell that they come
from the same technology as the displacers' suits.
Skill rolls by 5 reveal information about the robots’
powers, and by half will allow for repairs and
understanding of the Necrobots’ susceptibility to
electricity. Computer Programming by 5 will reveal
that the captured Necrobots purged their stored
memory upon capture; there’s nothing there for
programmers to analyze.

Soon after these events, the heroes will hear of
similar battles raging in this region. They'll probably
want to investigate. If not, governors and mayors
will be begging their assistance.

— R —

EPISODE TWO: THE
SECOND BATTLE

According to authorities, atasite nearly ahundred
miles from the player-characters’ battle-site, an-
other set of armored figures (one rebel and several
Necrobots) appeared out of nowhere. (If the PCs
compare times, this was almost exactly atthe same
time that their encounter appeared in the arena.)
They fought and wrecked a market area (dozens
dead, more injured), and then the displacer disap-
peared; soon, so did the Necrobots. The PCs were
then alerted by authorities and asked to come.

Not long after, the rebel and Necrobots reap-
peared not far away, continuing their fight. More
property destruction was in the offing. The rebel
again disappeared, soon followed by Necrobots.

As the PCs get near the site, the rebel again
surfaces, flushed by his Necrobot pursuers. This
battle takes place outside a shopping complex, ina
crowded parking lot. The player-character heroes
will arrive in time to enter the fray, and this time, the
rebel is alive and still engaging the mechanical
killers.

THE HEROES’ VIEW

When the heroes get there, they'll first see the
displacer pick up a parked car (empty, though the
heroes won't necessarily be able to tell) from the lot
and hurl it at a Necrobot standing prominently on a
nearby building. The Necrobot swats it away, send-
ing it barrelling to the street below. (The GM might
wantto putinnocents in its path — especially if they
were inclined to sit back and watch some of the fight
before involving themsslves.)

Verbal communication with the displacer is
impossible. His external speaker/mike was burned
out during the extra-dimensional teleport. The
Necrobots, with their simple vocabularies and one-
to-three-word sentences, aren't very good conver-
sationalists elther. It will be up to the players to
provide all the soliloqules for this fight.

Telepaths could establish communication with
the displacer, and get an early idea of who the good
guys and bad guys are in this conflict. However, the
Necrobots will consider telepathic communication
a hostile act, and move to eliminate the intrusive
telepath.

Regardless, once the PCs enter the fray, the
Necrobots consider them enemies, too, and will
attack them.

MoTivATIONS AND RESPONSES

The displacer’s thoughts are chactic and con-
fused. He doesn't know where he is, but feels
honor-bound to destroy the Necrobots, “for no
humans are safe when the mechanized enforcers
walk among them.," He will do his best to safeguard
civillans (and the PCs should see this), but won't
hesitate to retaliate against anyone who attacks
him ortries to interfere with the Necrobots’ destruc-
tion.

The Necrobots have no regard for human life
and will never consider their safety in any situation,
Their mission is to destroy the rebel displacer unit.
Interference with that objective in any way is con-
sidered an act of aggression and will be dealt with
accordingly.

AND FURTHERMORE...

(1) The battle-zone is a nice place for DNPCs to
show up; regardless, there will be present some
fanatical reporters looking for the story of their
lives.

(2) Displacers hate self-motivated machines, making
it open season on robot or mechanical-looking
characters as well as the Necrobots.

(3) Keep the heroes guessing, if possible. Have
news reports speculate thatthe displacers might
be escaped villains that the Necrobots (who are
supposed to be secret government r de-
signed to track down superpowered villains) are
trying to bring to justice. (Don't use the name
Necrobots until the heroes first hear it from a
displacer.)

(4) Remember that all these combats take place in
a relatively short period of time. Characters
whose powers are based on Limited Uses/
Charges will probably not be able to get them
back between fights.
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THE STORY REVEALED

As before, the Necrobots will fight to the utmost
of their ability. If they lose, they lose as before. If
they win, though, instead of killing their displacer
opponent, they will go into the night as before,
leaving their cpponent behind, alive. (These Ne-
crobots, too, will reappear later, at the climax of the
scenario).

So no matter what the outcome of the fight, the
heroes will have a living (though perhaps severely
injured) rebel soldier to question.

Inthe company of humans, Cartur, the rebel, will
freely relate his account of the oppressive Tech-
nocracy and the rebellion to free the world from its
ovil influence. (Iif the PCs have telepaths among
them, the telepath can communicate with Cartur
and translate. If the PCs have no ‘telepaths, or
universal translators, or other such useful devices,
you can use the advice given later in “The Parallel-
Earth Connection” to establish why Cartur and the
others speak English.)

Depending on what happened during the fight,
everyone will probably be on good terms (though
Cartur will not trust robotic/artificially intelligent
heroes). He has a gung-ho personality and comes
off like a farm-boy-turned-Marine with the educa-
tion of a college physics professor. He had thought
himself to be the only surviving member of his
squad; when, soon enough, he learns that some of
his companicns still live, he'll wantto seek them out
himself, but his injuries prevent it.

Instead, he'll ask the heroes fortheir assistance.
He'll especially want them to find his commander,
Arsenal, because "he'll know what to do.”

(If the heroes can heal his injuries, he'll still want
their help, because they know this world and he
does not.)

If the PCs had been defeated in the last fight, the
Necrobots left Cartur alive, and the rebsl will be
somewhat confused by this. This is very uncharac-
teristic behavior for the mechanized killers, espe-
cially since the last order they received, from the
Emperor, was to kill all the displacers.

When playing Cartur, make sure to stress his
sense of urgency — his fear that his friends, along
with many civilians, are in imminent danger while
the Necrobots are still on the loose.

His friends, by name, are team leader Lieder
Ares (aka Arsenal), Draeder (whom Cartur identi-
fies as the murdered displacer of the previous
fight), Mortus, Traker, Warris, and Cartur himself.

EPISODE THREE: FINDING
THE DISPLACERS

The heroes’ job now, if they accede to Cartur's
wishes, is to find the rest of his Displacer friends.
This won'’t be all that difficult.

If the heroes do some analysis of information,
they’ll discover the following facts:

Tonight, when one rebel displacer was appear-
ing at the arena (as seen in the introduction), five
other rebels (including Cartur) were appearing at
exactly the same time, each in the company of
enemy Necrobots. The arrival sites, when plotted
on a map, turn out to be the corners of 'a giant
hexagon, and each arrival site is 100 miles along a
straight line from the next hexagon corner/arrival
site.

At each arrival site, the rebel displacer and
Necrobots did battle. Since then, there have been
scattered reports of these battles reappearing and
continuing; apparently, the displacers are being
continually pursued and attacked by the Necrobots.

CONTINUING THE ADVENTURE:
THE SHORT WAY

Note that in some campaigns it may not be
possible for heroes to travel quickly. When this is
the case, the GM should shorten the distance
between encounters. For example, instead of the
arrival pattern being a hexagon 100 miles to a side,
it could be a hexagon two miles to a side —
confining the adventure to the campaign city and its
immediate surroundings.

There are four more displacers out there, and if
the GM wants this mid-section of the adventure to
be short, so that it can all be played in one or two
sessions, therestof the displacer encounters should
be strictly non-combat, role- playing situations. The
heroes arrive at each new battle zone just after the
fight is over.

In each cass, the battle field shows the signs of
arduous combat and rampant destruction.

In two instances, displacers have been defeated
and left for dead. One, by the name of Mortus, is
dead, and one, by the name of Trakur, is injured but
still alive.

In one case, the heroes catch up to the battle
zone to find a somewhat damaged female dis-
placer, whose name is Warris, standing over the
defeated forms of three Necrobots.

In the last case, witnesses tell of one displacer
who was captured by a multitude of metal mon-
sters. This was, of course, Arsenal, Lieder Ares.
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CONTINUING THE ADVENTURE:
THE LONG WAY

if the GM wants to stretch out the adventure, he
can stage each battle separately. He'll need to do
something different and unique with each combat:
Fightingthe samethings overandovercangetvery
tedious otherwise.

The heroes have already had Combat One in city
streets surrounded by small buildings, and Combat
Two in a supermarket parking lot.

ErisoDe: MoRTUS/DEPARTMENT STORE

Combat Three, where they come upon Mortus
already mortally wounded, takes place in a huge,
multi-story department store. When the heroes
come across the scene, the Necrobots have cor-
nered Mortus in the appliances section and have
beaten him nearly to death with freezers and washer-
dryer combinations in addition to their own powers.
There are many civilians hurt and more in danger,
especially when the PCs arrive. The Necrobots will
use available cover (such as the furniture section)
and all the interesting available objects at hand
(jewelry cases, clothing racks, generators, etc.)
when defending themselves.

Whether or not the heroes can save the mortally-
wounded Mortus depends on special or magical
abilities they might have. Ordinary medicine will not
save him, but Heal/Aid or Regeneration Usable on
Others can. If he cannot be saved, he will make a
brief dying speech to Cartur and the heroes, beg-
ging them to find Arsenal before he, too, is slain.

ErisoDE: TRAKUR/SuBWAY

Combat Four, where the heroes come across
Trakur being defeated, takes place in a crowded
subway station, if the setting has a subway, orin a
busy, active railway area otherwise. The crowds
waiting for the trains are panicked by the horrific
fight and are running in all directions; the trains are
running by fast and frequently, and at least one
hero, in the fight, should find himself in the position
of being thrown down on the tracks in front of an
oncoming train.

Erisope: WaARRIS/AMUSEMENT PARK

In Combat Five, the last fight before the adven-
ture's climax, they find Warris frantically fighting
overwhelming Necrobot odds, and doing well,
though there is no doubt that their numbers will
ultimately defeat her.

Thisfighttakes place in an amusement park, and
the Necrobots have used everything on hand as
weapons for bashing; they've hurled (occupied)
bumper-cars, torn sections of track off the roller-
coaster, derailed the children’s choo-choo, etc. By
the time the heroes arrive, the roller-coaster cars
are hurtling down toward the section where the
track is missing, the children’s train is barrelling
down the road toward the highway or a busy strest,
the fight is still going on, and the heroes have a jeb
on their hands if they're to keep more people from
being hurt.

The displacer Warris is frantic, but not for her
own sake. Earlier, she was able to join up with
Arsenal, just in time for the two of them to be
ambushed by. a large squad of Necrobots. Though
she tried to fight her way to Arsenal’s side, she was
kept from him as he was defeated and borne off by
a part of the Necrobot squad.

X

THE FINAL BATTLE

Regardiess of whather the GM has taken the
long or short road to gat to this point, the other,
rescued, displacers will react incredulously to the
concept of a Necrobot taking a displacer alive (or to
leaving living ones behind). Though artificially intel-
ligent, the Necrobots cannot adopt new directives
without recelving signals from a control station...
surely there can't be one on Earth?

DonN’t CaLL Me SHIRLEY

As the characters will probably guess, the dis-
placers and the Necrobots weren't the only ones to
shift to Earth in that extra-dimensional teleport.

The Emperor is here, too, and he’s not happy.
Though he knows his council is loyal to him (they
have to be; he replaced them with android dupli-
cates years ago), he's afraid his technicians won't
be able to find him. Working from this assumption,
he’s taking steps to get back all by himself.

The Emperor appeared near a radio station at
almost the exact center of that huge hexagon
arrival pattern. On his personal radio, he received
intermittent confirmation that his Necrobots were
fighting the displacers, but his radio was damaged
by the interdimensional shift, and he couldn’t issue
new orders. So he “commandeered” the nearby
radio station and began broadcasting a series of
programming carriers to his mechanical minions.
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He ordered his Necrobots to defeat their current
opponents and then come immediately to his new
ition. (Since his new orders did not require the
RI‘::mbots to kill the displacers, the robots did not
go out of their way to do so.) He ordered that one
displacerbe taken alive and brought back—Lieder
Ares, Arsanal himself.

Using some of the Necrobots for spare parts, he
constructed a power-grid to channel the energy
from the radio station through Arsenal’s armor, into
the Emperor's modifications to the displacer har-
ness, which he hopes will send him back to his
home world.

How CHARACTERS CAN FIND THE
EMPEROR AND ARSENAL

There are several ways for the characters to go
abonl.g searching for the missing rebel com-
mander.

(1) The heroes already know that the displacer
arrivals took place in the pattern of the points of
aglant hexagon, 100 milesto a side. Now, when
they talk to witnesses to the last fights with the
displacers, or when they talk to police (who've
talked to those witnesses), they find that the
Necrobots all left those last fights and headed in
a specific direction — toward the center of that
hexagon.

(2) Carriers scanning the airwaves will stumble
across one channel which is broadcasting a
carrier wave they cannot identify. if they decide
fo investigate, it will lead them back to that radio
station. A technical character examining the
captured Necrobots and thinking to analyze
their radio receptors for a fixed frequency will
also find this clue.

(3) Someone Mind Scanning for Arsenal could find
him comparatively easily, if the character has
the power at a sufficient level.

(4) Tracking scent or skill can also lead the charac-
ters to the radio station.

(5) Finally, if the heroes wait until dawn (or are
simply unable to find Arsenal before then), the
police will contact them about the radio station,
which is now known to be occupied by Ne-
crcig;ts and is under unsuccessful slege by the
police,

THE FINAL CONFLICT

The GM may want to rule that the rescued
displacers are too badly hurt to jein the heroes in
the final battle. lf the heroes can have healed them,
or the GM simply does not mind having extra NPC
heroes along, then they can join the fight (just make
sure that they do not take the spotlight away from
the PCs). If the rebels are badly enough hurt that
they've had to be taken to a hospital, there’s agood
chance that they won't even find out about the
showdown with the Emperor until it's already over.

THE SeTuP, PART ONE

If the heroes arrive at the commandeered radio
station before dawn (i.e., they tracked it down
themsaelves, without needing help from the police),
they'll be the first to discover that it has been taken
over. A single Necrobot guards the entrance from
a concealed position indoors.

K this encounter instead takes place at dawn,
with police already on the scene, two Necrobots will
be standing prominently in the entryway as deter-
rents.

Two other Necrobots guard twelve hostages
(the few members of the staff who remained alive
after the takeover). They wait in a room on the 14th
floor. Nearby, the Emperor has kept himself busy,
gadgeteering the captured rebel leader’s displace-
ment system for extra-dimensional travel back
home. Arsenal's armor is spread out on a makeshift
power grid up against the wall. Power cables feed
into his armor, then out to his removed chestplate
containing the teleport mechanism. Arsenal him-
self lies unconscious at the foot of the power grid.

This "lab”won't be hard for the player-characters
to discover. Most of the 14th floor lies in ruins; few
walls remain intact. The power grid is in the center
of this mess, in one of the few walls remaining
whole, and the hostages are confined in an undam-
aged room nearby.

The Emperor can't activate the teleportation
device until his power grid builds asufficientcharge.
Coincidentally, this will occur soon after the heroces
reach the lab.

The Emperor should have at least one Necrobot
left for every hero involved in the fray, or more if the
good guys are really powerful; he will also have two
left behind, ordered not to enter the fight yet, acting
as his personal bodyguards, The Emperor himself
won't hesitate to get a few shots in on the heroes,
knowing his Necrobots will try their best to defend
him from counterattacks.

12

Issue Fourteen, Fall 1989



THE SeTuP, PART Two: HEROES
Too VERSATILE

The player-characters could have powers that
would overcome the Emperor's defenses with
comparative ease. Too much see-through vision,
teleportation, desolidification and other such pow-
ers can make hash of the Emperor's plot.

If the characters have such powers, then the
Emperor has another ace in the hole. His current
position (including himself, Arsenal, two Necrobot
guards, and the power grid) are protected by an
invisible force fleld: one that stops teleports and
desolidification cold.

If the heroes are sufficiently fast that they could
prevent the Emperor’s last actions through sheer
speed, then have the Emperor start out already in
Arsenal’s armor; the armor Is not powered up yet
(which is important, as you will see momentarily).

If the heroes prematurely cut the Emperor off
from his power grid, the Emperor’s plot is not just
finished. In this case, the Arsenal armor powers up
with the charge it has available and begins the
extradimensional teleport power-up procedure...
even If it doesn't have quite enough power to do it
right. And because it doesn’t have enough power
and is already damaged, it immediately goes into
solf-destruct mode (as described below). The
adventure immediately goes to “The End-Game."

THE END-GAME

This should be atough fight. The heroes have to
protect Arsenal and the other hostages, fight an
equal or superior number of Necrobots, and pre-
vent the Emperor from escaping or sniping any of
the heroes to death,

Though the Necrobots will probably fail to stop
the heroes, the Emperor has deviously arranged
for such an emergency. Upon the Necrobots’ de-
feat, or possible victory, the Emperor will produce
a small remote control box and push the button it
housaes.

Suddenly, a blinding field of energy encom-
passes the area, leaving the heroes t ina
static zone (a high-point entangle that only works
on living things). The heroes won't be able to free
themselves intime forthe Emperor to make his final
move.

Batteries powered, the evil Emperor dons the
displacer harness and pauses to laugh at the
incapacitated heroes, telling them of his plans to
send legions of Necrobots back to conquer the
Earth for his Technocracy.

However, the remaining Necrobots suddenly
spring to life. “Rebel detected,” they announce
coldly. “Displacer configuration. Eliminate.” They
advance upon the Emperor, having detected the
energy pattern of his stolen suit, and having con-
cluded that he is now a displacer.

The Emperors eyes widen In horror as the
Necrobots’ weapons heat to fire; a desperate "Nol”
escapas his lips. Then, blasts of searing heat
bombard the tyrant, striking through the chestplate
gap in Arsenal's armor. When the pyrotechnics
finally cease, the Emperor is no more.

With the Emperor dead, mopping up the remain-
ing Necrobots should not be too much trouble.
Depending on how the GM wants to handle it, the
Necrobots might fry themselves out trying to deal
with the paradox in their program (“Defend the
Emperor” vs. “Destroy Displacers”). In any case,
the combat should be wrapped up quickly.

Alternatively, if the prospect of having the Ne-
crobots gun down the Emperor while the heroes sit
by helpless seems anticlimactic to you, have them
instead get off just one blast before he's able to
shout an override command. Now the Emperor is
injured; stray fire has damaged his power grid and
de-powered his stasis field, fraeing the heroes.
This gives the PCs the opportunity to fight the
Emperor. As they do, though, Arsenal's armor
begins to overload; whether the Emperor is de-
feated or not, the armor will explode before the PCs
c"illn get the Emperor out, leaving no trace of the
villain.

FOLLOW-UP AND FUTURE
ADVENTURES

What happens now? The scenario is technically
over, but many ramifications and sequels remain to
be explored if the GM wishes. Following are a few
suggestions on how to proceed.

In any case, if Arsenal's personal armor was
destroyed in the climax, he will instead repair and
wear the armor of his friend Draeder, the displacer
killed in the first episode.
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ASSAULT ON THE FORTRESS

The Emperor’s apparent demise could fill the
rebels with new hope for the destruction of the
Technocracy. Arsenal could eventually duplicate
(perhaps with a sclentist hero's aid) the experi-
mentalcircuitry thatenabled himtotransport himself
to Earth, allowing the displacers to return to their
homeworld and begin the fight anew.

Realizing that they’re the last remnants of the
invasion, they could ask the heroes to help them
winbacktheir world. A long, tear-jerking speech on
freeing the oppressed and downtrodden from the
Technocracy's tyrannical regime should spark the
heroes into action.

if not, the threat of a potential invasion will, The
Technocracy’s Councll, having had time to trace
the missing rebels, will start sending waves of
Necrobots to Earth, first to destroy the rebels and
then to plunder this new frontier and add its re-
sources to the Empire.

Perhaps the Emperor survived, triggering the
teleportation just as his Necrobots fired upon him
(or just as Arsenal's armor exploded), The hide-
ously scarred monarch might have afew surprises
waiting for the heroes when they get there.

If the Emperor is dead, the rebals may find that
his android Council has issued an "Extermination
Proclamation,” ordering the Necrobots to kill every
non-essential living being on their world to make
sure the threat of rebellion is forever quenched.

The only permanent way to stop the Technoc-
racy s atits source: The Fortress itself. The heroes
and thelr rebel partners would have to Infiltrate the
Fortress and rendezvous with a Grand Technician
who secretly works for their cause. Code-named
Steel Wind, she has devised the Omega Trans-
mission, a carrier-wave that, when broadcast to
the Necrobots, will activate the programming that
causes them to dump their memory contents and
become useless. Butthe signal hasto be sentfrom
the Fortress' Control Center. The fate of two worlds
may depend on the heroes' ability to overcome all
the technological terrors between them and this

goal.
THE DISPLACER REPUBLIC

Another option leaves the displacers stranded
on Earth, safe (at least for a long time} from
reprisals from the Technocracy. (Without the
Emperor to hold things together, the Technocracy
might not last long anyway. In fact, he may have
engineered time-bombs into Technocracy culture
anyway, factors that will destroy civilization when
he ceases to rule it.)

But Arsenal and the other displacers are sol-
dlers; war is all they've ever known. They'll thank
the herces and take any further aid the heroes
offer, then venture out into this new world, They
won't like what they find. Oppression and injustice
abound. In this, they'll find direction.

Starting small, with covert missions of assassi-
nation and sabotage, the displacers will eventually
gain control of a despotic third world country and
set it up as their stronghold against tyranny.

With their advanced technological knowledge
they build up the economy as well as the military,
and soon become powaerful enough to incite "wars
of conversion” with their neighbors, with the ulti-
mate goal of “enlightening” the world.

Thus, the heroes must eventually face the Dis-
placers again, but this time as enemies. The
Displacers play the part of misguided villains who
must be stopped (possibly by convincing them
they’'ve become what they had fought against for
so long) in order to stop the fighting and return
stability to the area.

THE HOMEWORLD

It will help the GM to know a little about the
displacers’ homeworld and the Technocracy, both
for this adventure and for continuing the storyline
back across the dimensional barrier.

The Technocracy is built upon the ruins of the
world's ancient, war-like ancestors, who managed
to bury themselves in a world-wide technological
cataclysm centuries ago.

Dominating the world's only remaining habit-
able continent (about the size of North Ametica),
the Technocracy should be thought of as a high-
tech medieval society with many wild west-like,
lawless regions. Frontier settlements are scat-
tered across the deserts and plains while scien-
tists and government officials (usually the same
people) dwellin the Fortress, agreat armored city.

Necrobot enforcers wander the countryside
destroying law-breakers, malcontents and any
forbidden devices unearthed in technology mines
(i.e., archaeological digs on the sites of pre-cata-
clysm cities).

Most advanced technology is denied to peas-
ants, out of fear of uprisings. Rebel sympathizers
were once plentiful in the frontiers, but in recent
years their numbers have been drastically re-
duced by the Necrobots and the remainder live in
fearof more government reprisals. The rebels who
remain are in danger from informers, and trust is
mostly a thing of the past.

GAMING NOTES

There are no super-beings on this world except
these enhanced by technology (i.e. cyborgs,
androids, and power-armored warriors),

Weapons technology has developed along a
hand-to-hand pattern. Ranged attacks are seldom
more sophisticated than Earth’s six-guns of the

st.

The Technocracy has not yet mastered space
travel. Satellite placement is about the extent of
their current space capabilities. However, both the
Technocracy and the rebel forces have re-discov-
ered or re-invented the teleport technology of their
ancestors, and certain theorists (like Arsenal and
some Technocracy scientists (like the Emperor)
have been dabbling with piercing the dimensional
barrier.

The Displacers operate from one of the An-
clents’ buried sites; therethey learned to make the
close-fitting suits of power armor they wear,
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THE PARALLEL-EARTH
CONNECTION

If you'd like to enable the displacers to speak
English (or just for fun), you can decide that the
homeworld is a bizarre parallel Earth.

Homeworld history follows Earth’s until the mid-
eleventh century. Then, the Normans under Wil-
liam (the Conqueror), Duke of Normandy, discov-
ered a crashed spacecraft (a huge, automated
factory, actually). The cybernetic craft, built to re-
spond to the wishes of its operators, "adopted” the
Normans as its new operators, gave them high-
tech engines of destruction and taught them howto
use them.

These high-tech knights found it child’s play to
conquer England and then France, and then all of
Europe, and eventually all the civilized world. Wil-
liam built a mighty empire, based from England,
and was personally seeing tothe pillage of the New
World (discovered 1080) when he died in 1087.

Then, his empire fell apart and each overlord of
each of his dominions used the alien technologies
to wage war on and conquer surrounding territo-
ries. War raged for two hundred years, depopulat-
ing Europe, until the warring sides came to terms.

But peace wouldn't last. In the late 1500s, in-
creasing friction between the English and Spanish
empires led to all-out war, all-out nuclear war, Both
empires were destroyed, and all of Eurasiabecame
inhospitable. The Dark Ages descended again.

Many colonies survived, especially in the New
World, and reverted to the ancient ways, abandon-
ing high technology, shunning it as witchcratft. But
only a couple of hundred years later, one of those
witch-cults dug into a site of the “Ancients,” came
away with mighty and ancientweapons, and began
again the process of conquest. This was the origin
ofthe Technocracy, which now rules the world from
what, on Earth, is called North America. This is why
the displacers speak English, albeit a very different
dialect from those the PCs speak.

NECROBOTS
Val CHA Cost|100+ Disadvantages
50*| STR |30 | 25 | Totally Loyal to
23 | DEX (39 Emperor and Tech-
33 | CON |46 nocracy (vc, tc)
14* | BODY 15 | Casual Killer (vc)
13| INT |3 8 | Interested Only in
17 | EGO |14 Following Orders
25"| PRE |5 (ve, x'f2)
6 | COM [-2 | 20 | Memory Self-De-
18*|PD (8 structs when Cap-
13*|ED |6 tured (frequent, fully)
5 | SPD (17 | 15 | Ignorant of Earth
20 [ REC |10 Culture and Technol-
66 | END ogy (common) (on
56 | STUN| 9 the Homeworld,
replace with Ignorant
of Human Culture)
20 | Susceptible to
Electricity, 3d6
10 | Unusual Looks
(Scary) 11-
10 | Public ID

317 | Villain Bonus

*Bonuses for Growth already added in.
Pts Powers END

60 | Multipower, 60 active
2u | 2'/:d6 AP RKA (“teleport mines™).
Delayed Effect (doesn't activate until
displacer teleports, -/2),
No Range (-'%2), 2 Uses (-1 /) 0
4u | 12d6 EB (heat-ray). Beam
Effect (-'/4), Full Phase to Use (-'/s) [12
40 | Armor, 12 PD/12 ED 0
21 | 15" Flight (jump-jets). /2 END.
Must Land Between Phases (-'/2),
No Noncombat Multiple (-'/s) 1
28 | Growth, 2 levels, 0 END, Always On | 0
80 | Detect Displacer-Suit Energies,
Radius, Locate, Extended Radius to
1600" (+1), +20 to roll 0
34 | +17 Skill Levels with Detect
(normally used to offset Range Mod,
thus RM is -1/:0")
20 | 360-degree vision

3 | Radio Hearing
30 | Full Life Support
12 | Reduced END with STR

5 [ Flash Defense, 5 pts
16 | +2, all combat

onoooo

Costs: CHA Powers Total Disads Base
185 + 355 = 540 = 440 + 100

The Necrobots are the Technocracy's automa-
ton enforcers who roam the world, keeping the
citizens fearful and under control. They are pro-
grammed to destroy law-breakers and insurgents
on sight, and eliminate any illegal technology they
encounter.
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Specially installed for use against the rebel dis-
placer units, Necrobots carry “teleport mines” that
magnetically attach to their targets’ armor with a
successful hand-to-hand attack. In combat, their
attachment is often difficult to detect. The mines do
not go off until the victim telepors.

Necrobots are both merciless and thorough, and
their disregard for human life makes them danger-
ous to any they come across.

Very sophisticated robots, they can have inter-
nal mechaniems temporarlly jarred loose, until self-
repair circuits make repairs; this is why they have
CONs and STUN scores instead of being built like
Champions |l robots. Likewise, they have built-in,
constantly-recharging generators and batteries, and
can briefly “tire themselves out” in combat... but
they quickly recover.

THE DISPLACERS
Val CHA

Originating from a sort of high-tech "old west,”
the displacers are all that remain of the rebel forces
that once opposed the tyrannical Technocracy
which rules their homeworld.

The displacers’ primary combat weapons are
mechanical tentacles which rise from panels on
their backs. They have an effective range of 14
meters and can perform a variety of functions. The
displacers’ canine-like helmets house sophisticated
battle computers and cybernetic systems that allow
them to use the tentacles as if they were their own
limbs.

Different displacers can have different forms of
attacks, and GMs should feel free to vary the first
slot in the offensive multipower, replacing it with
another non-ranged attack of equivalent power.

The displacers have fought for freedom so long
that they probably won't know what to do with
themsaelves if they ever get it.

a Cost 100+ Disadvantages
30*| STR (13 | 10 | 2x Effect from Mind
26" | DEX (32 Scan
33*| CON (31 | 20 | Hatred of Selt-Moti-
10 | BODY, vated Machines (vc,
13| INT |3 ir)
11 |EGO |2 § | Protective of Inno-
25" | PRE |10 cents (¢, X'A2)
16 | COM |3 5 | Hatred of Cowards
6 | PD (c, x'f)
7 | ED 35 | Hunted, Technocracy,
5 | SPD |14 14-
13 | REC 15 | Secret ID (as member
66 | END of rebel forces)
42 | STUN 188 | Hero Bonus
Pts Powers END
50 | Multipower, OIF Battledress,
75 active
3u | HKA 2d6, Claws/Pinchers '/z END 3 INDIVIDUAL NOTES: ARSENAL
5u | EB 10d8, Electrical, '/s END 1 (LIEDER ARES)
2u | Missile Deflection, vs. All, on
others (+'/2) 0 Arsenal is team commander, an experienced
47* | Armor, 23 PD/19 ED 0 soldier whose squad would follow him to the
38" | Teleport 15", /2 and attack, 2x death (and nearly has done s0).
Range, 2x Mass, 12z END 5 His suit is modified with an experimental (and,
27* | Extra Limbs(4) (Tentacles) until today, untested) dimension-breaking tele-
(+4 in HtH) 0 port circuit... and additional mass-carrying capa-
29* | Stretching 7" (Tentacloa?. e EII:D 3 bility on his teleport.
23" | Running +10", 0 END (Tentacles) 0
13* | Life Support (Self Contained, Pts__Powera/Skills END
Vacum/High Pressure, Temperature +9* | Teleport Mass to x128, 1/day 0
, | Extremes, Radiation) 0 +9* | Teleport is Extra-Dimensional, 1/day 0
18" | Active Sonar, 12- ! 0 +5 | KS: Military Tactics, 14-
20* | Danger Sense, 15- (prophetic +5 | Gadgeteering, 12-
computer) 0 +4 | PS: Mechanical Engineering, 13-
20 | Individual Skills & Powers +5 | Demolitions, 12-
(see below) -17 | Additional Hero Bonus
* OIF Battledress
Costs: CHA Powers Total Disads Base
108 + 290 = 398 = 298+100
16
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INDIVIDUAL NOTES: DRAEDER

Draeder was the team movement specialist;
his suit was modified to grant him extra movement
abilities the others did not possess.

Pts Powers/Skills END

+9* | 2" Tunnelling, 0 END 0

+8* | +5" Swimming (7" total), 0 END on
extra inches 40

INDIVIDUAL NOTES: CARTUR

Cartur's suit was imbued with extra sensory
apparatus; his function (other than combat) in-
volved monitoring Necrobots airwaves during the
assaultonthe Fortress. However, his radioburned
out In the interdimensional jump.

Pts Powers/Skilis END
+7* | High-Range Radio 0
+10*| Telescopic Vision 0

+3 | Cryptography, 12-

Val CHA Cost

THE EMPEROR

100+ Disadvantages

30
27
33
10
23
18
20
10
6
9
5
13
66
42

STR |20 | 15
DEX |51
CON |46 | 15

INT |13 8
EGO |16
PRE (10 | 35
COM 10

280
ED |2
SPD (13
REC
END
STUN

Obsessed with
Technology (c)
Distrusts All Living
Things (c)

Hatred of Rebels
(c, x'/z

Hunted by Rebels,
Public ID

Villain Bonus

14-

Pts

Powers

INDIVIDUAL NOTES: MORTUS

Mortus was the team’s high-strength member;
even without his armor, he was abnormally strong,
and his battledress was modified to make him
stronger still,

Pts Powers/Skilis END
+10 | +10 to normal STR (basic STR

is 20) 4
+10*| +10 to battledress STR, 0 END

on extra STR (full STR is 50) +0

INDIVIDUAL NOTES: TRAKER

Traker is team stealth and quiet-elimination
specialist.His battledress is modified with extra
sound-sensing equipment.

b

50
5u

Su
85

60
20
20

W

Multipower (Cybernetics),

No Range, 75 active

RKA, 2d6 AP and Penetrating,

/2 END

Mental Paralysis, 4d6, 12 END
Entangle, 20d6, Area Effect

20" Radius (+1), Takes No Damage
From Attack (+'/2), Hole in Center
(+'/4). Works vs. Living Beings Only
(no machines or robots, -'/4),

OAF (-1), 1/day (-2), No Def (-1 '/2),
Wears Cff After 1 Turn (%)
(Stasis Field)

Armor, 20 PD/16 ED

Superleap 24"

Running +10”

Radar

Scientist

Cybemetics, 14-

Physics, 14-

Robotics, 14-

Mechanical Engineering, 14-
Electrical Engineering, 14-
Computer Science, 14-

cCnNA~EOO

Pts Powers/Skills END
+10*| Parabolic Hearing 0
+5 | Stealth, 12-
+5 | Tracking Skill, 13-

INDIVIDUAL NOTES: WARRIS

Warris spent several nervous years as a minor
functionary of the Fortress in her successful effort
to learn as much as possible about the cltadel's
layout, secrat byways, strengths and weaknesses.

Her battledress is modified to give her great
climbing ability and speed.

Pts Powers/Skills END

+10* Clinging, STR 30 (Tentacles) 3
+5 | AK: The Fortress, 14-
+5 | PS: Architect, 14-

Costs: CHA PowersTotal Disads Base

171 + 292 = 463 = 363+100
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CHAMPIONS HARDCOVER

SOURCEBOOK Val CHA Cost| 100+ Disadvantages
_Following are the Hardcover Champions ver- gg: ggt ;g 10 g’;;::fed from Mind
Slon:of tie e cliarachees: 33* | CON |31 20 | Hatred of Tyranny and]
10 | BODY] Oppression (ve, ir)
13 | INT (3 20 | Hatred of Self-
NECROBOTS 11 |[EGO | 2 Motivated Machines
25" | PRE |10 (ve, ir)
Val CHA Cost [100+ Disadvantages 16 |COM | 3 10 | Protective of Inno-
50* [STR [25 | 25 | Totally Loyal to 6 | PD cents (c)
23 |DEX |39 Emperor and 7 |ED 10 | Hatred of Cowards (c)
33 |CON |46 Technocracy (vc, tc) 5 [SPD (14 | 30| Hunted, Technocracy,
13* | BODY 15 | Casual Killer (vc) 13 | REC (more powerful,
13 |INT (3 15 | Interested Only in 66 | END extensive noncombat,
17 |EGO |14 Following Orders (vc) 42 | STUN 14)
20 |PRE |10 | 20 | Distinctive Features: 15| Secret ID (as member
6 |COM|-2 Not concealable, of rebel forces)
i15|PD |8 major fear 143 | Hero Bonus
13 |ED 6 20 | Memory Self-De- .
5 [sPp |27 structs when Captured OIF Battiedress
20 | REC |12 (frequent, fully) Pts Powers END
56?, E%N 9 15 Ig&?&f‘:ta?‘iﬁ?eﬂ Ak 41 | Multipower, OIF Battledress,
62 active
ooy (common) onthe | | 2y | RKA 4d6, Electrical 3
e 4u | EB10d8, Electrical, "2 END 2
Huian Calturo) 3u | Missile Deflection, vs. All
30 | Susceptible to || gmnet s (i) 0
Electricity (common 42* | Armor, 23 PD/1S ED 0
3d6/phase) r 27" | Teleport 15", 2x Range, 2x Mass 5
10 | Public ID 3* | Extra Limbs (4 Tentacles) 0
197 | Villain Bonus 23" | Stretching 7" (Tentacles) 3
20" | Running +10", 0 END (Tentacles) 0
* Growth effects and bonuses already added in| " tg:uimgﬂh(:?;fs-ﬁpet?med.
intense radiation) 0
Pts Powers . END 17* | Active Sonar, 360-degree sensing | 0
61 | Multipower, 61 active 17* | Danger Sense,16- (prophetic
2u | 2d6+1 RKA (“teleport mines”). computer 0
AP (+'%2). Triggers upon teleportation| 20 | 44 in HtH Combat
(+'/4).No Range (-'%2), 2 Uses (-1 '2) | 0 20 | Individual Skills & Powers
4u | 12d6 EB (heat-ray). Reduced by (see below)
R A
386 ?::g: (12!%0212 FE’IBasa o Use (-'4) g Costs: CHA Powers Tolal Disads Base
10 | +10" Superleap 2 108 + 250 = 358 = 2584100
20 | Growth, 1 level, Persistent 0 END,
Always On 0
| e e, INDIVIDUAL NOTES: ARSENAL
1600" (+1) 0 (LIEDER ARES)
33 | Parabolic +22 vs. Range with Detect
Displacers 0 Pts Powers/Skills END
L gsa%geﬁ;:?if Soninaomysin o +19*| Extra-Dimensional Movement,
30 | Full Life Sup&‘" 0 Alternate Earths, x128 Mass.
1/day (-2) 0
12 | Reduced END (') with STR 2 e 1 . .
5 | Flash Defense, 5 pts to vision 0 +9 gsaM'ma'Y Tac‘écs' 15
16 | +2, all combat 45 | Gaageteering, 13-
: +5 | PS: Mechanical Engineering, 14-

Costs: CHA Powers Total Disads Base +7 | Demolitions, 13-
195 + 207 = 492 = 392+100 -25 | Additional Hero Bonus

18 Issue Fourteen, Fall 1989



INDIVIDUAL NOTES: DRAEDER

Pts Powers/Skllls END
+17*| 4" Tunnelling, /2 END 2
+3* | +5" Swimming (7" total) +1

INDIVIDUAL NOTES: CARTUR

Pts Powars/Skills END
+7* | High-Range Radio 0
+10*| Telescopic Vision, +10 vs. range
modifiers 0
+3 | Cryptography, 12-

INDIVIDUAL NOTES: MORTUS

Pts Powers/Skills

+10 | +10to normal STR (basic
STR is 20) 2
+10 to battledress STR, 0 END on
extra STR (full STR is 50)

END

+10*
+0

INDIVIDUAL NOTES: TRAKER

Pts Notes END
+10* Parabolic on Hearing, +10 vs.

range mods 0

+5 | Stealth, 15- —

+5 | Tracking Skill, 13- —

INDIVIDUAL NOTES: WARRIS

Val

THE EMPEROR
CHA Cost | 100+ Disadvantages

30
27

10

18
20
10

13
66
42

STR |20 15
DEX (51
CON |46 15
BODY|

INT (13 15
EGO |16 25
PRE |10
COM
PD 10
ED |2 | 287
SPD |13
REC
END
STUN

nology (c)

Things (c)

Hunted by Rebels
14-)

Public ID
Villain Bonus

Obsessed with Tech-
Distrusts All Living
Hatred of Rebaels (c)

{more powerful than,

Pts

Powers

END

Pts Powers/Skiils END
+7* | Clinging, STR 30 (Tentacles) 3
+5 [ AK: The Fortress, 14- —_
+5 | PS: Architect, 14- —_
+3 | +1 to Perception —_

50
5u
3u

92

WSS
hh#bhh@gmoc

Multipower (Cybernetics),

No Range, 75 active

RKA, 2d6 AP and Penetrating,
2 END

Mind Control, 15d6, single

command “Do absolutely nothingl™
(-'72)

Entangle, 20d6, Area Effect

20" Radius (+1), Takes No Damage
From Attack (+'/2), Personal
Immunity (+1/4). Works vs. Living
Beings Only (no machines or
robots, -1/4), OAF (-1), 1/day (-2),
No Def (-1 '/2), Wears Off After 1
Turn (-*/4) (Stasis Field)
Superleap +20"

Running +10"

Radar Sense, 360-degree

Armor, 20 PD/16 ED

Scientist

Cybernetics, 14-

Physics, 14-

Robotics, 14-

Mechanical Engineering, 14-

Electrical Engineering, 14-

Computer Science, 14-

Costs: CHA +Powers =Total= Disads +Base

171 + 296 = 467 = 367+100
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From depraved, polluted cities to the Stock #5100
surreal beauty of Earth's global computer "
matrix, this is the world of...

A complete role Haying game set in the corrupt, dirty, high-tech Earth of

2090 AD; where Megacorporation repression collides with Sprawlistreet

warfare. Muscle-grafted Punks and Lacked-ln Netheads crawl out of the

gullers to scrap Media Stars and Cyhernetic Mercenaries — a conflict
eyond Good and Evil.

LEE. Role playing on the eulting edge of & future Dark Age.

—“’Ehm—@éf\ |

"SEMETRO POUCE [ rerce

~ O 0 - —

[[I

%
©
1]




AUTOGIROS AND AIRSHIPS:

VEHICLES LOST IN TIME

Y Bop CaniLL

Autogiros and Airships are meant to be used with
Justice, Inc. campaligns, or any other Hero System
adventures taking place in the 1930s.

Two widely forgotten vehicles from the past are
the autogiro (autogyro, gyroplane) and the airship
(dirigibles, blimps). What follows is a description of
the vehicles themselves and game characteristics

for them.
AUTOGIRO

The autogiro was first flown, by inventor Juan de
la Cierva y Cordoniu, in 1923, close to Madrid,
Spaln. The new innovation was quickly embraced
by many airplane enthusiasts,

An autogiro is usually a single-engine airplane
which, in addition to the standard fixed wing, has a
free-turning rotating blade attached above the
cockpit. The blade was not powered and depended
entirely on wind to turn it. The purpose of the blade
was to shorten takeoffs and landings, allow a more
stable fiight (due to the gyroscopic effect of the
blade), and, in emergencies, when the engine
stalled, the blade would allow a good pilotto rotate
down to a comfortable landing. Unfortunately, the
blade also caused a drag on the plane and slowed
it down in actual flight.

The autogiro was being researched for possible
wartime uses and also by air hobbyists, and at one
time was being called the "family car of the future.”
This envisioned future had the autogiro acting as
transportation from home to work. Since a long
runway was not needed, the roofs of downtown
buildings and the backyards of owners were to be
the takeoff and landing points.

Unfortunately, the development of the helicopter
in the mid-'30s quickly caused the autogiro to
become obsolete.

AIRSHIP

The Airship became an important flying machine
around the tum of the century, though airship ex-
periments had gone on already for several years.
What helped speed up the development of the
airship was the commercial production of alumi-
num and smaller, more efficient engines. Alumi-
num allowed the alrship to have a rigid frame,
allowing more of an aerodynamic shape, and the
new enginesallowed greater power with less weight.

Airships ranged from 150 feet long to 600 feet
long. The later models (aftar WWI) could stay aloft
for several days and could gain speeds up to 100
miles per hour. The ships could carry several
passengers (depending on size) and usually re-
quired a crew from 5 to 15.

Airships used lighter-than-airgasforlifting power:
Helium in the U.S. and hydrogen everywhere else.
(The U.S. did not export helium, and was the only
country capable of producing enough for airships.)

During the time period after WWI, many coun-
tries experimented with the airship for military uses;
Germany had used airships during the war, but not
efficiently. A very few passenger airships were put
into use across Europe, and fewer yet across the
Atlantic,

Airships were called the "luxury liners of the sky,”
and it was believed that they would become a much
better weapon than the airplane. The primary
downfall of the airship was its susceptibility to bad
weather; too many airships were lost to storms,
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Vehicle Date PASS Range MAX ACC DCC Turn Def BODY DCVM DMG Stall

Autogiro 1924-1836 4  200m 28 1 3 4 2 8 6 +3d6 4
Airships 1900-1938 150 3000m 25 2 2 6§ 2 13 20 4506 O (1)

(1) The airship’s ACC, DCC and MAX can be affected by wind.

The ACC will increase by 1 and the DCC decrease by 1 if the airship is going in the direction of the wind, while
the ACC will drop 1 and the DCC will gain 1 if the airship is heading into the wind. The MAX will go up 1 for every
10 mph of wind-speed if the ship is going with the wind, and will go down 1 for every 1 mph of wind-speed if the ship
is going against the wind. In bad weather, the airship usually will not fly as heavy wind will cause it to become
uncontroliable. Airships from Europe will have hydrogen in them (and very stringent safety precautions are taken
to keep there from being any fires or sparks of any size aboard), while airships from the U.S. will use the much safer
helium.

i \ ( nrsHiP E
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=

L

Visitors Are

Stairs

GONDOLA

4 X J
CHAMPIONS HARDCOVER SOURCEBOOK

Vehicle Date Length Area Mass CV STR KB BODY Def DEX SPD Movement
(hexes) (hexes) (kg)

Autogiro 1924-1936 4 6 3200 -3 3 -5 15 2 12 3 42" (2
Airships 1900-1938 27 31 (1) -9 80 -14 24 2 10 2 72" (3)
54 1250 (1) -1 95 -7 27 2 10 2 72" (3)
100 5000 (1) -13 110 20 30 2 10 2 72" (3)

(1) We haven't bothered calculating the mass of airships, since most of their volume consists of lighter-than-air gas
instead of solid machinery, the normal Mass calculations would be incorrect.
(2) This is combat speed. Non-combat would be 84",
(3) This is combat speed, Non-combat would be 144", At SPD 2, this comresponds roughly to 100 mph.
You can assign these vehicles other pertinent characteristics from the Justice, Inc. stats above, specifically Range,
Passengers, and Stall Speed.
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® Creation point character generation in minutes.
@ Fast and easy combat system.
® A complete magic system.
® Create Your own super-powers.
@ All alignments of characters allowed.
Enforcers is on the move with
NEW PRICES!
ENFORCERS™ rules: $10.00 (stock no. 1000)
Knights of Beverly Hills adventure: $6.00 {stock no. 1001)
‘The End of a Legend adventure: $6.00 (stock no. 1003)
Coming Soon:
Adversarics 1990°s campaign book: $6.00 (stock no. 1002)
Available at finar gaming stores or order direct from us:
‘Twenty-First Ceatury Games
7325 ¥ Reseda Bl Suite 569
Reseda, CA 91335

Please include $2.00 postage and handling on all orders.
California residents please add 6%% sales fax.
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= MIDDLE-EARCH
#E Adoenture Guidebook LT

In the Middle Earth Role Playing™ sfswm (MERP™) you can
become an Elf, a Hobbit, a Man, or even an Orc! J.R.R. Tolkien's Middle-earth,
magical realm of The Hobbit and The Lord Of The Rings™, is an ideal role
¥ 3  playing environment for creating fantasies alive with all the enchantments, dangers,

>~ * secrets and treasures abounding in heroic drama. Experience a depth of passion
reached only in fights against Giants, Wargs and Dragons. Join the'quest to
slay Sauron’s minions, free those enslaved by his will, and with the guidance of
Eru win back the bounties of Endor!

#

MIDDLE-EARTH Adventure Guidebook II contains:
An Elvish Dictionary

+ Pronunciation Guidelines

= Grammar Guidelines

« Translations to and

from English and the Elven tongues

A Glossary of Terms

« A handy reference to Middle-earth
characters, cultures, places, and things

A Full-Color Map of Middle-earth
» A 24"X36" detailed map of northwest
Middle-earth, the focus of Tolkien's
The Hobbit and The Lord Of

The Rings

MIDDLE-EARTH Adventure Guidebook II
is the essential complement to
. ICE's Middle-earth Role Playing, Rolemaster™,
and other FRP games. Master the Eldarin tongues,
Sindarin and Quenya, using the Elvish Dictionary.
Include in your campaign the secrets of the Ainur, the whereabouts
of Hildorien and the lineage of Thranduil — all found in the
Glossary of Terms. Unfold your new, full-color
campaign map of Northwestern Middle-earth
and discover the enchantment of Tolkien's
Endor, the mystical world of Elves and Wizards!

r -

HOBBIT am reglucsed trademarks of Tolkion

THE HOBRIT snd THR LORD" OF THE RINGS sad all

cmraciors and places thersin are tradeniark proportios of |

Tolkion Erterprisst, & division of Hlan Marchendising, Inc.,
, CA. All chasacters mad placos dorived from the

works of 1R, Tollien s conmcn lew tradecmrks wed
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CRADCETS!

"Gadgets!”is the column for gadgetry inthe Hero
System. We present gadgets and vehicles for
Champions, Justice, Inc., Danger International,
Robot Warriors, and Star Hero.

MUTANT DETECTORS

sy Bos MarTino

A mutant detector is adevice that can detect and
(sometimes) analyze the tell-tale energy signa-
tures that accompany the use of virtually any muta-
tion-induced super-normal abilities. The process
by which these davices work was originally devel-
oped several years ago by Dr. Norman Chun-Wu
and Professor Dorthy Hammn of the Los Alamos
Research Laboratories. Various quasi-legal high-
tech companies (like KRONOS and ISE) have
since begun producing these devices in limited
number and at great cost for various organizations.
This article will discuss the most common forms of
these devices.

The most readily-available and least expensive
ofthese are the portable models. They come intwo
basictypes. One is hand-held and about the size of
a walkie-talkie. The other is small and usually
shaped like a wristwatch. They will only register
when a mutant power is actually used; thus, a
mutant can escape detection by careful control of
his abilities.

The range of the device depends on the amount
of power being used by the mutant. Give the device
+1 on its Perception Roll for every 5 Active Paints
in the power used, and then subtract for range as
normal.

Also, the device will only tell in which direction
the contact is, not its exact location, distance, or
power level. This often gives the mutant a reasona-
bly good chance to notice that he's being hunted.
Several agents are usually needed over a period of
several days to narrow down and pinpoint a specific
target. (“‘Hmmm. There seems to be a lot of odd
guys walking around intrench coats lately. | wonder
why they keep looking at their watches all the
time?")

The other type of Mutant Detector is the very
large, highly sophisticated, non-portable models
(no Genocide base should be without one!). These
bulky devices are capable of locating a mutant's
exact position with great accuracy, but must still
wait for the mutant to use his powers to generate a
signal they can lock onto (its range works exactly
like the portable model's). The detector can easily
be hooked into a computer or Al. It can spot a
mutant using 50 active Power Points worth of
energy at a range of 30 kilometers. When the
subject is present at the site of the device, and the
device is set up as part of a Genetics or Mutations
laboratory, it can tell a great deal about the specific
powers and effects the mutant generates (natu-
rally, it helps a lot if the mutant cooperates with the
analysis).

A slightly smaller type of detector can fit into a
large van. It can still pinpoint the mutant's location,
but does not possess the analytical abilities of the
base-sized version. This one will spot a mutant
using 50 active Power Points worth of energy at a
range of about three kilometers.

All of these mutant detectors can, with a little
work, be keyed to the powers of a specific mutant,
This requires that the mutant’s powers have been
previously analyzed and catalogued.

PoRTABLE MuTANT DETECTOR
(Hanp-HEeLD TyPE)

Detect mutant power use, Radius, Locate (20
active points) — OAF (-1), Only gives direction
(-'/4). Real cost: 9 pts — In Super-Agents, same
cost, SIZ 3.

PoRrTABLE MUTANT DETECTOR
(WRiSTWATCH TYPE)

Detect mutant power use, Radius, Locate (20
active points) — IIF (-'/), Only gives direction
(-'4). Real cost: 13 pts — In Super-Agents, Pur-
pose Concealed When In Use (+/2), two levels of
Miniaturization (+'/2), OAF (-1), Only gives direc-
tion (-'/). Real Cost: 18 pts., SIZ 0,
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BAse-Sizep MuTANT DETECTOR

Detect mutant power use, Sense, Radius, Lo-
cate (25 actlve paints) — +297 to roll (594 active
polnts). Only for countering range modifiers (i.e.,
range mod is -1/300", but roll to Detect is no higher
than operator’s Perception roll) (-2) — Analyze (10
actlve polints). No Range (-'/2) — OAF (-1), Large
and Immobile/Base Equipment (-1), Requires a
person (or computer/AlD) with proper skill to use
(-'4). Real cost: 110 pts — In Super-Agents,
Gadget (-1) and Clumsy/Large (Room-Sized) (-1);
cost is the same.

VAN-MounTED MUTANT DETECTOR
Detect mutant power use, Sense, Radius, Lo-

cate (25active points).+27toroll (S4active points)

— Only for countering range medifiers (i.e., range
mod is -1/30", but roll to Detect is no higher than
operator's Perception roll) (-2) — lIF (-*4), Requires
a person (or computer/AlD) with proper skill to use
(-1%4), Does not work if vehicle moving (-'/s). Real
cost: 24 pts — In Super-Agents, Gadget (-1) and
Clumsy/Large (Vehicle-Mounted) (-'/2), plus skill
use and cannot move limitations. Real cost: 19
pts.

MUTANT POWER NEUTRALIZERS

Y Bos Marrino

So, you're Joe Genocide Base Commander and
your boys have finally tracked down and captured
that pesky mutant "hero” who has been giving you
so many headaches lately. Congratulations|

The only problem is, well, what are you going to
do with him? You can't just kill him, because he's
needed for research, but as soon as he wakes up
he’s going to trash your shiny new base and maybe
even (gaspl) turn you over to UNTIL. How embar-
rassing. Fortunately for you, the base stocks a
good supply of Mutant Power Neutralization and
Restraint devices.

Mutant Power Neutralizers work by “jamming”
the neural network that the mutant relies on to
manipulate energy (and his own body). The two
examples provided here will neutralize all powers a
mutant has, including increased characteristics like
STR, DEX, and defenses. It will even lower the
Intelligence and Ego of the subject to “normal”
levels as a side-effect of the jamming process.

Before first being used, the device must be
keyed to the specific powers of the mutant. This
process takes about an hour and requires that the
subject’s powers have been thoroughly studied
and classified already. The device can be used on
any number of mutants, but must be reset between
each use. ltcontains a power supply thatis good for
about ten hours. Batteries can be replaced without
interfering with the functioning of the neutralizer.
Under normal use, they will restrain a mutant who
has upto about 85 active power pointsin his largest
powers (including pushing); thus, they will be effec-
tive against all but the most powerful subjects.

There are several ways a persistent or lucky
character could escape from one of these devices.
The GM could allow repeated attempts to drainthe
battery before its normal ten hours are up. Security
Systems skill might help, if the-character has been
able to smuggle in the proper tools and is able to
manipulate them. Finally, as with any high-tech,
extremely complicated device, it may simply stop
working after a few minutes or few hours (if it fails
an activation roll). This is a comic book, after all, so
there hasto be a way out; let the players work on it.

Thefirst example below is a collarthat fits around
the mutant's neck and does not interfere with
normal activities. The second Is a large harness
that restrains the subject’s arms behind him, mak-
ing any movement other than walking impossible (it
is lessthan comfortable). Both are Def 10, 1 BODY.

MutanT PoweR NEUTRALIZER,
Tyre | (CoLLAR)

Neutralize 25d6, Attack against a Special Effect
(Mutant Powers), Affects All Powers (+2), 0 END
(561 active points}—No range (-'/2), OAF (-1), one
hour to ready for use (-2), only works on one
specific person (must be re-readied for another)
(-2), target must be DCV 0 to attach (-2), activates
on 14- (-'/2). Real cost: 62 pts.—In Super-Agents,
add three levels Reduced Size (+%/). Active points:
771. Real cost: 86 pts. SIZ 5.

MuTtanT Power NEUTRALIZER,
Type Il (HARNESS)

Same powers as Type |, plus:

Entangle 4d6, character and entangle both take
damage from attacks (+'/4), 16 uses.—Same limi-
tations. Real cost: +6 pts (68 pis. total). — In Su-
per-Agents, do not use Reduced Size. Harness-
typereal costis 33 pts, SIZ 11, for neutralizer, plus
6 pts. and + 3 SIZ for entangling harness.

HAND-HELD DOOMSDAY DEVICE

8Y Davip Raxonmz

The model FB-1 Hand-Held Doomsday Device
creates a small, fierceblastcenteredonthe wielder's
hex, while simultaneously shielding the user with a
personal energy field. Since the darkness lasts for
six seconds, the owner has time to teleport out on
his next phase. This item is great for super-villain
escapes.

Hanp-HeLD DoomspAy DEevice

Energy Blast, 14d6, Explosion with a Hole in the
Center (+%4, AC #2), one level of Extended Area
(+'/4) (140 active points), No Range (-'/2), 1 use
(-2), OAF (-1).—Darkness, 2" radius, immuneto all
except N-Ray (45 active points), 1 continuing
charge of 6 seconds (-1 '/2), Linked to EB (-'/2), No
Range (-1/2), OAF (-1). — Teleport 15", two memo-
rized locations (32 active points), 1 use (-2), OAF
(-1). Real cost: 49 pts. — In Super-Agents, same
cost, SIZ 16.
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ARMOR IMMOBILIZER

8y Davio Raxonmz

Armor Immobilizers are small discs with mag-
netic and adhesive attachment pads; they are
capable of disrupting the electrical impulses of
powered armor. They are fired from a gun-like
device; ifthefirer hits a power-armortarget, the disk
will attach itself to the armor's surface and immedi-
ately interfere with the suit's operation.

The disks are small and slick, thus are DCV 8 to
grab, and require at least a STR of 5 to remove
(hence the OIF instead of OAF). They are Def 4,
BODY 1. Removing a disk completely removes the
paralysis of the power-armor system.

ARMOR IMMOBILIZER

Mental Paralysis, 2 Def, 5d6 (75 active points),
Affects Only Power-Armor Wearers (-1), 6 uses
(-*4), OIF (-'/2). Real cost: 23 pts — In Super-
Agents, the weapon is bought as a Gadget (-1), and
the weapon itself is SIZ 8; but the disks have four
levels of Miniaturization on them (+1 advantage);
the weapon cost is 40 pts and the disks are SIZ 0.

WRAITH RIFLE

BY Davio Rakonirz

Wraith Rifles are high-tech gadgets used by
paranormal investigators to damage and capture
supernatural beings.

WRaiTH RIFLE

Entangle 4 Def, 4dé BODY, affects desolid,
controllable continuous (80 active points), 8 con-
tinuing charges of 6 segments each (-0), affects
only energy beings or Desolid beings (-1), OAF. —
RKA 1d6 (ion blast), controllable continuous (+/2)
(22 active points), 8 continuing charges of 6 seg-
ments each (-0), OAF, Linked to Entangle (-'/2). —
Real cost: 36 pts. — In Super-Agents, same cost,
SIZ 12. Earlier models were instead Bulky (back-
pack-sized), real cost 33 pts.

CHAMPIONS HARDCOVER
STATISTICS

PorTABLE MuTANT DETECTOR
(HanD-HELD TYPE)

Detect mutant power use, Range, 360-degree
Sensing (18 active points). — OAF (-1), Only
gives direction (-'/s). Real cost: 8 pts.

PorTABLE MuTANT DETECTOR
(WRISTWATCH TYPE)
Detect mutant power use, Range, 360-degree

Sensing (18 active points). — lIF (-'/s), Only gives
direction (-'/1). Real cost: 12 pts.

Base-Sizep MutanT DETECTOR

Detect mutant power use, Sense, Range, Para-
bolic 6 levels (+12 vs. penalties) (38 active points).
— Analyze (10 active points). No Range (-'/2). —
OAF (-1), Base/Immobile (-1), Requires skill roll
(-'%2). Real cost: 9 pts.

Van-MounTeED MuTANT DETECTOR
Detect mutant power use, Sense, Range, Para-
bolic 3 levels (+6 vs. Penalties) (19 active points).
— IIF {-'/4), Bulky/Vehicular (-'/2), Requires skill roll
(-'/2), Does not work if vehicle moving (-'/4). Real
cost: 8 pts. — Mutant Power Neutralizer, Typa |
(Collar)— Suppress 25d6, Attack against a Special
Effect (Mutant Powers), Affects All Powers (+2),
0 END (+'%2) (437 active points). — No range
(-%2), OAF (-1), one hour to ready for use (-2), only
works on one specific person (must be re-readied
for another) (-2), target must be DCV 0 to attach
(-2), activates on 14- (-'/2). Real cost: 49 pts.

MuTtanT Power NEuTRALIZER, TYPE Il
(HARNESS)

Same powers as Type |, plus:

Entangle 4d6, character and entangle both take
damage from attacks (+'/4),16 charges (50 active
polrllts).— Same limitations. Real cost: +6 pts (55
total).

Hanp-HeLp Doomspay Device

Energy Blast, 14d6, Explosive at -1 DC/2" (+%/4),
Personal Immunity (+'/) (140 active points), No
Range (-'%2), 1 use (-2), OAF (-1). — Darkness,
2" radius, vs. entire vision group {30 active points),
1 continuing charge of 6 seconds (-1 /), Linked to
EB (-'/2), No Range (-'/2), OAF (-1). — Teleport 15",
two memorized locations (32 active points), 1 use
(-2), OAF (-1). — Real cost: 48 pts.

ARMOR IMMOBILIZER

Mind Control 24d6, built-in Telepathy for com-
mands (+'/4), Single Command Only (“Turn Off All
Systems”) (-'/2), Mental Power Based on CON
(<'/2), Affects Only Power-Armer Wearers (-1),
6 uses (-*/s), OIF (-'%z). — Real cost: 35 pts.

WRraITH RIFLE

Entangle 4 Def, 4d6 BODY, affects desolid
(+1/2), continuous (+1) (100 active points), 8 con-
tinuing charges of 1 turn each (-0), affects only
energy beings or Desolid beings (-1), OAF (-1) —
RKA 1d6 (ion blast), continuous (+1) (30 active
points), 8 continuing charges of 1 turn each (-0},
OAF (-1), Based on Entangle (-'%z). — Real cost:
45 pts.
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CHARACTER ILLUSTRATIONS

MAJESTIC GRAPHICS will draw your favorite character for:
DARK FUTURE, FANTASY, PRIVATE INVESTIGATOR,
POST-HOLOCAUST, PULP, SCIENCE FICTION, SUPER-
AGENT, & SUPER-HERO.

Drawn to your exact specifications, these 85" x 11" illustrations are
rendered by PROFESSIONAL ARTISTS.

CHARACTER INFORMATION: PLEASE PRINT

NAME: SEX: HEIGHT:

EYES: SKIN: HAIR:

BUILD:
CLOTHING/COSTUME:

CHARACTER

TYPE:
DRAWING: O $20.00 BLACK & WHITE, 0 $30.00 COLOR Y
YOUR NAME: MAJESTIC GRAPHICS

ADDRESS: 7325% Reseda BL, Suite 569
CITY: STATE: Reseda, CA 91335

ZIPCODE: ________ AMOUNT ENCLOSED §$: All artwork is mailed flat within four to six weeks. Califomia
if you wish to include more detailed information, please continue Fesidents please add 6%% sales tax. (total of $21.30 for B&W or
on a separate sheet of paper, Special orders are available, please $31.95 for Color.)

Permission is granted to hamopydmfurrnror art. The art
include a SASE with your description of the art for a price quote. 50l o o IBSO%MIBSTIC GRAPHICS buymg

ADVERTISE IN AC!

Adventurers Club (AC) represents some of the most cost-effective advertising you can do to get
your message out to a readership of dedicated hobbyists. Our reasonable rates start at $140 per page.
Impressive discounts are available for multiple-advertisements.

The current circulation is 4500 copies sold — total readership figures notavailable at this time, The
magazine isdistributed in the United States, the United Kingdom, Canada, Sweden, New Zealand, and
Australia in hobby, game, book, and comics speciality stores as well as through subscriptions.

The 32 page comic-book format includes articles and features on Champions®, Fantasy Hero™
and all of the games designed by Hero Games.

If you are interested in advertising in AC, then please write for more information to:
Adventurers Club Advertising
P.0O. Box 1605
Charlottesville, Va, 22902
USA

Alternatively, phone (804) 205-4280 or fax (804) 977-4811.

ICE WANTS YOU!

ICE, Inc is looking for motivated individuals to work in the warehouse fulfilling duties in areas of
dispatch, shipping, and inventory control. Preference will be given to those with gaming
experience. Please forward your resume to:

ICE Warehouse Management
P.0O. Box 1605
Charlottesville, Va, 22902
USA

Alternatively, phone (804) 295-4280 or fax (804) 977-4811.




Treasure Chest

“Treasure Chest” is a potpourri column of Fantasy Hero rules, spells,
treasures, monsters, skills, and advice.

ARROWS

BY THomas HARR AND MARTIN JaxuBowsKky
Players in Fantasy Hero campaigns often ask if
there are different types of arrows available —
different from the one generic type of arrow found
in FH. In answer to that demand, below are three
different types of arrows and the special rules
pertaining to them.

ARROWS

Arrow OCV Range Effects on STUN Notes
Type Mod Damage

Broad -1 -1 +1DC +1 (1)

Head

Armor- 0 0 -1DC -1 (2)

Piercing

Flat Head -1 -1 — — (3)

(1)Metal armor counts at x1.5 value against this
arrow.lf a broad head hits a metal cuirass
worth 6 points of armor, count the cuirass as 9
points of armor.

(2)This arrow treats armor as if worth half its
normal value. i an armor-piercing arrow hits
a cuirass worth 6 points of armor, count the
cuirass as 3 points of armor.

(3)This arrow does normal (not killing) damage.
lf the arrow would normally do 1d6+1 damage,
here it does 4d6 normal dice. To use these
stats; simply apply them to the characteristics

of the bow they're being used with.

Example: anormal Heavy Long Bowin FH has
no modifier to OCV, has a Range Modifier of -
4", does 2d6 damage, and has a STUN Multi-
plier of 1d6-1. That presumes a normal, all-
purpose arrow. ifyou substitute a Broad Head,
the bow is -1 OCV, has a -1/’ range modifier,
does 2d6+1 damage, and has a STUN Multi-
plierof 1d6. If you substitute an Armor-Plercing
arrow, the bow is back to -0to OCVand a -'/4"
Range Modifier, does 1'/:d6 damage, and has
a STUN Muttiplier of 1d6-2. If you substitute a
Flat Head, the weaponis at-10CV, -1/3"range
modifier, and does 6d6 normal damage,

Tue Broao Hean
The Broad Head arrow is used for hunting. With
its large, bladed head (often with four edges), it
inflicts large wounds. It is not normally used in
combat because armor tends to lessen its effective
damage.

THe ARMOR-PIERCING ARROW
The Armor-Piercing Arrow is used primarily for
combatinvolving heavily-armored opponents. They
pierce armor better but do not inflict as much real
damage to what they hit.

Tue Fuar Heao
The Flat Head Arrow has a hard, rounded tip. In
modern times and in martial-arts campaign set-
tings, it is used in training to help teach students
how to parry arrows. It is also good for subduing
opponents without killing them.

PORTABLE HOLE AND SWORD
OF SHATTERING
By Tim W. Brown

PoRTABLE HoLE

This very specialized Transport spell enables
the caster to open a magical door through a wall
simply by spreading out the fabric of the Hole. As
long as itis maintained, anyone can pass through
this door.
Effect: Transport. Base Cost: 30. END: 4. —
Advantages: Affects Others (x'/2), Area Effect 1
Hex (x'/2), Constant (x'/2), No Magic Roll (x%).
Activa Cost: 90. — Modifiers: Reduced END x'/s
END (x'%z). Modifled Cost: 135. — Limitations:
Concentrate (casting only) (-'%2), Gestures (-'/4),
Incantation (-'/), Visible (-'%), Independent (-1),
Distance Limited to 10" or Thickness of Wall or
Barrier, Whichever is Less (-1 '/2), Material (port-
able hole fabric: Obvious -'/, accessible -'/, fragile
-1/, difficult to find -'%, total -2). Total Bonus -6. —
Real Cost: 19 pts.
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CREATE PoRTABLE HOLE

The basic material for the portable hole is fabric
from the cloak of a greater (sentient) undead crea-
ture. Needless to say, this makes it very rare
indeed.

Effect:Create. Base Cost: 18 END: 12. —Active
Cost: 18. — Limitations: Extra END x3 (-1 %),
ExtraTime (1day)(-3), Material (cloak fromgreater
undead: obvious, accessible, dangerous to get,
prepare 1 day with PS:Weaver, total -3). Total
Bonus: -7 /2. — Real Cost: 2 pts.

SWORD OF SHATTERING

This weapon normally functions like an ordinary
broadsword. But when the command is given, a
blast of energy is released which is designed to
shatter an opponent’s weapon. The wielder must
also make a successful Strike at the opponent’s
weapon (treat as a Disarm maneuver) for the spell
to work.

Effect: 1d6+1 Killing Blast. END: 7. Base Cost:
20. — Advantages: Easy (x'/4), Fast (x'/), No
Magic Roll (x'%). — Active Cost: 35. — Limita-
tions: Obvious, Accessible Material (sword) (-1),
No Range (-'/2), One-Handed Medium-Length
Weapon (-'/1), STR Minimum 12 (-'/2), Independ-
ent (-1). Total Bonus: -3 '/i. Real Cost: 9 pts.
Effect: 5d6 Killing Blast. END: 26. Base Cost: 75.
— Advantages: Easy (x'/), Fast (x'/4), No Magic
Roll (x'/s). — Active Cost: 131. Limitations: Obvi-
ous, Accessible Material (sword) (-1), No Range
(-'%2), Independent (-1), Only Works on Weapons
and Armor (-2), END Reserve (recharge 1/3 hours
or 1/LTE) (-'/2), Incantation (-'/2). Total Bonus:
-5 /2. — Real Cost: 20 pts.

Effect: +26 END to Reserve at limitations above.
Real Cost: 2 — Total Real Cost of Sword: 30 pts.

CREATE SWORD OF SHATTERING

This requires a ritual taking a full month, requir-
ing not only a complete forge layout but a small
handful of dust from gemstones (diamonds, ru-
bies, or any similar material is acceptable).

Effect: Create. END: 12. Base Cost: 31. —
Advantages: None. Actlve Cost: 31. — Limita-
tions: Extra END x2 (-1), Extra Time (1 month) (-4),
Materials (obvious, accessible, static, prepare 1
day with PS: Armorer, gemstone dust costs
8 sp/use, total - 4). Total Bonus: -9. Real Cost: 3
pts.

CHAMPIONS HARDCOVER
SOURCEBOOK

Special Note: The new edition Fantasy Hero
rules are, as of this writing, not in any form of
finished format. Therefore, it should be noted that
these statistics are based entirely upon the basic
rules in the new Champions book.

You might notice the use of the independent
limitation withinthese pages. This Limitation s like
the Focus Limitation with one major exception:
Once you lose the Focus, it's gone. You lose the
points too. Moreover, when you take this limita-
tion, you are conceding that at some point your
character wlll lose the item. Granted, you may not
lose it for a few years, but you will still lose it—
Active points, Real points and all.

PortaABLE HOLE

10" Teleportation.

Usable on others (+'/2), 1 hex effect (+'/2), 0 END
(+/2), Persistant (+1%). Total Advantage= +2

Concentration (-'%2), Gestures (-'/4), Incatations
(-'44), Visible (-'%), Independent (-2),
OAF=Portable Hole (-1) Distance teleported is
limited to 10" or the thickness of the barrier,
whichever is shorter (-1 1/2). Total Limitation=
-6

Total Active Cost= 60 points,

Total Real Cost= 9 points.

SWORD OF SHATTERING

Blade=1d8+1 HKA.

Independent (-2), OAF=Sword Total Limitation=
-3

Shattering Effect=5d6 RKA.

Independent (-2), OAF=Sword (-1), No Range
(-1/2), Only vs. Weapons and Armor (-2), Incan-
tation (-'/4). Total Limitation= -5 %/,

Magical Energy=Endurance Reserve for Shatter-
ing Effect. 21 Endurance and 3 Recovery,
Independent (-2), OAF=Sword Total Limitation=

-3

Total Active Cost= 101 points.
Total Real Cost= 17 paints.
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The Plet Thickans

"The Plot Thickens” is a column of adventure ideas. Each plot should be shor, no longer than 1,000
words, and describe an adventure plot adaptable to many campaigns.

GUILT TRIP FOR CHAMPIONS

BY AARON ALLSTON

This adventure idea only works in campaigns
where supers pay more than lip service to their
Codes vs. Killing. It's designed to showcase any
one specific super, preferably one with high ideals
and a naive or inexperienced sutiook.

This situation can begin in any fight situation; it's
best when the heroes are fighting a villain group
with whom they are well-acquainted.

During the fight, one of the heroes hits one of the
villains. To our hero's surprise, his enemy is thrown
through the air and lands in a bloody heap... stone
dead. (it's best when this takes place during one of
the hero's best damage rolls of the fight, or when
he’s using a power he's never used on that particu-
larvillain, so that it’s not an inexplicable thing forthe
attack to have killed the villain.)

That's all that happens with the event at that
time. The heroes win, or they lose. But the authori-
ties naturally conduct an inquiry into the death.

Atthe inquest, the hero who did the killing will be
surprised to find the civilian authorities looking very
stern and unsympathetic. Even hisownteammates
will look harsh and judgmental to him. And during
the mostdramatic and movingtestimony ofthe day,
the dead man will come up from behind the super
and lay his hand on his shoulder.

Regardless of the super’s reaction, be It horrified
or tightly under control, no one else can see the
ghost. Ordinary Detects for psychic phenomena
come up with a blank reading. Only the super in
question can see the ghost, and it’s possible, since
avidence isthatthere is no psychic energy present,
that some will consider the super to be crazy.

The dead man will mournfully tell the herg, "You
killed me. And now I'm trapped here, forever, SoI'm
going to haunt you... forever. You'll be in hell
instead of me, murderer.” And he departs, either
fading away or |ust walking through the nearest
wall. Attacks vs. Desolid will not affect him.

And he's true to his word. The ghost will appear
at disturbing or inconvenient times: When the hero
is alone, when he's appearing in public, when he's
with his girlfriend, when he’s defusing a bomb and
can't be disturbed, etc. This should continue until it
sariously disrupts the hero's life or drives him
frantic.

Eventually, theghost will make his desires known.
He'll stop haunting the character if the hero will help
him “cross over” to the next world. A local medium
has summoned the ghost up, heard his story, and

promised to help... but cannet, unless the killer also
helps In the seance. The hero must not bring his
teammates, forthey do not believe in the ghost and
their negative enorgies wili certainly cause the
attempt to fail.

Whether or not the hero does go alone, the
spiritualist is indeed there. The spiritualist is a
kindly, sympathetic soul who appears to know a lot
about spirits and their ways.

Andthis Is where reality checks in. There was no
ghost. One of the hero's orteam’s Hunteds has set
this whole thing up. The dead superwaskilled by an
invisible-power-effects attack wielded by one of the
Hunters; our hero is entirely innocent of the death.
(Alternatively, the hero could indeed have killed his
foe, and the Hunters opportunistically took this time
to spring their new plan.) And the "ghost” is merely
a Mental lllusions attack projected by the villain-
team's psychicvillain {or hired psychic mercenary).
The unsympathetic looks on the faces of the grand
jury or review board were all lllusory. .

The villain team has equipped the psi with an
experimental chair-sized booster-unit which makes
his Mental lllusions attack very, very powaerful, and
invisible to just about every Detect power known to
scientist and magician. If your heroes are savwy
enough to be ableto Detect this anyway, thevillains
may have planted a special focus on the victim hero
which allows him to receive the lllusion without
anyone else being able to detect it.

Regardless, the villain makes the spiritualist
(another lllusion) disappear and reveals himsaelf,
cackling madly away and activating all the super-
traps which have been installed at this site. If the
hero secretly brought along his friends, you'll have
a knock-down, drag-out fight between hero and
villain. If not, you'll probably end up with the hero
captured after a brief but fierce struggle.

If the latter is the case, you can use this as a
springboard to further adventures. Perhaps the
villains will brainwash the hero (give him a tempo-
rary Total Commitment psychological limitation from
the brainwashing, or hit him with a massive Mind
Control based on the new 4th Edition Champions
rules); alternatively, they will send in a double or
robot double who loocks just like him in order to
infiltrate the hero-group. Give the original player the
sheet for the doppleganger to play; it will give him
something to do in the upcoming storyline and will
give him a chance to play the villain for a change...
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THE CLASSICS ARE BACK!

\

information. Classic Enemies
also features new illustrations

by Pat Zircher! Classic Enemies
also contains a new version of the
classic “Escape From Stronghold”
adventure featuring the ultimate
supervillain prison (not that it’'s big
enough to hold all of these guys!)
Classic Enemies is the perfect sup-
plement to Champions. It's compati-
ble (with modifications) with previous
Champions editions or any other su-
perhero role-playing game! You’ve
heard the hype—now try your hand at
the game of Real Heroes, Champions!

Newly revised for the Champions®
hardcover, here are over 80 of the
best villains from Enemies (I, Il
and II)™ and other classic Hero™
products — now for the first time in
one volume! Classic Enemies™ is the
largest volume of supervillains ever as-
sembled for a superhero role-playing game.
Learn never-before-revealed secrets of DR.
DESTROYER and his fiendish new ally,
MENTON. Match your strength against the new,
expanded EUROSTAR! From ANKYLOSAUR to
WYVERN, FOXBAT to the WHIP, CRYOTRON to
WHITE FLAME, each entry is packed with new

,_;.;S and all other

HERO SYSTEM"GAMES

Playable with

AVAILABLE AT BETTER GAME STORES
AND DERPARTMENTS, WORLDWIDE!

Produced and distributed by
ICE

P.O. BOX 1605 Stock # 403 Retail Price: $ 13.00

CHARLOTTESVILLE, VA 22902
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