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Disclaimer: This book
 is a work of fiction! 

As depressing as this may be to 
some people (myself included) we 
simply do not live in a world with 
superpowers. I know. It’s a shame. 

This book is not real. Sorry. 
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Greetings!

SUPERIOR SUPERHEROES: MONSTER MASH is a new expansion for the Superhero 
Support line of products from Aegis Studios, available exclusively at DriveThruRPG 
(h� p://rpg.drivethrustu� .com/browse.php?cPath=559_8998 )

Like the LEGACY of the MASQUE RPG and the VICIOUS VILLAINS group of 
supplements, SUPERIOR SUPERHEROES is meant to enrich your M&M game, 
providing you with superheroes that you can use as NPCs, antagonists or even as 
player characters! 

SUPERIOR SUPERHEROES: MONSTER MASH contains � ve characters who 
make up the superhero team called Doc’s Monsters. This book contains stats and 
background info on each character as well as information on their shared Base of 
Operations. Also included are statistics for the sworn enemies of Doc’s Monsters: 
members of the Cult of El Diablo.

We hope you enjoy this .pdf! Please check out our other gaming materials, � lms and 
comics at h� p://www.plasticageproductions.com

Thank you for picking up  SUPERIOR SUPERHEROES: MONSTER MASH!
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Frankie
Stitched together from the body parts of El Diablo’s victims, Frankie was 
created by Doc to act as the team’s leader and muscle. Her construction 
gives her superhuman strength, tireless endurance and preternatural 
toughness. In addition to her raw physical prowess, Frankie has begun to 
learn the basics of science and magic. Doc hopes that this knowledge will 
enable her to lead her group to a � nal, meaningful victory against the cult 
of El Diablo. 
Frankie is a genuinely good hearted woman. She has a strong moral 
compass, but is willing to use violence and brutality if the need should 
arise. Unlike Lynn and Victoria, Frankie does not need to wrestle against 
instinct in order to keep her emotions in check. Situations that might 
throw her companions into a blind rage do not push Frankie’s temper to an 
unmanageable level, which allows her to keep Lynn and Victoria in check.
Upon � rst meeting her companions, Frankie was disturbed and a li� le 
scared, but the group has since bonded and she regards the other ladies 
as sisters. 

Frankie (PP Total: 120)
Gender F Height 6’ Identity Public
Age Undead Weight 145 lbs. Base of Operations Doc’s Lab
PL 8 Eyes Blue Group A�  liation Doc’s Monsters

Abilities (98 PP)
STR 8 AGI 8 FIG 8 AWE 5
STA - DEX 6 INT 3 PRE 6

O� ense (0 PP)
Unarmed 8 Initiative 8

Defense (5 PP)
Toughness (STA) 8 Dodge (AGL) 8
Fortitude  (STA) Immune Parry (FGT) 8
Will (AWE) 10

Skills (7 PP)
Expertise (Magic) 2
Intimidation 4
Perception 6
Technology 2

Advantages (2 PP)
A� ractive, Leadership

Powers & Devices (38 PP)
Immunity (Fortitude E� ects) 30
Protection 8

Complications (-30 PP)
Motivation: Acceptance, Prejudice (the general public doesn’t like undead beings), Construct (Undead. Stamina, 
Intellect & Presence Nonabilities. INT & PRE raised from -5)

Equipment, Vehicles & Headquarters
None.
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Lynn (PP Total: 120)
Gender F Height 5’6 Identity Public
Age 21 Weight 120 lbs. Base of Operations Doc’s Lab
PL 8 Eyes Brown Group A�  liation Doc’s Monsters

Abilities (64 PP)
STR 4 AGI 4 FIG 4 AWE 4
STA 4 DEX 4 INT 4 PRE 4

O� ense (0 PP)
Unarmed 4 (7) Initiative 4 (7)

Defense (0 PP)
Toughness (STA) 4(7) Dodge (AGL) 4(7)
Fortitude  (STA) 4(7) Parry (FGT) 4(7)
Will (AWE) 4

Skills (2 PP)
Close Combat (Claws) 2
Perception 2

Advantages (5 PP)
Diehard, Great Endurance, Prone Fighting, Takedown x2

Powers & Devices (51 PP)
Alternate Form (Half-Wolf)
-Damage (Bite/Claw) 4
-Feature (Insulating Fur: Immune to cold environments) 1
-Enhanced Trait (STR +3, AGI +3, FIG +3, STA +3) 12
-Regeneration (Persistent) 2
 -Senses Acute (Auditory, Olfactory, Visual - 6), Analytical (Olfactory – 2), Counters

18Concealment (Olfactory – 5), Counters Illusion (Olfactory – 2), Danger Sense (Olfactory -1), Low-
Light Vision (Visual – 1), Tracking (Olfactory – 1)

Complications (-2 PP)
Motivation: Acceptance, Alternate Form (Activation, 1 Standard Action -2 points), Temper

Equipment, Vehicles & Headquarters
None.

Lynn
Lynn was a library sciences student at Rockford University 
before the curse. She was something of a wall� ower, 
preferring the company of a good book and her iPod to the 
parties her peers would frequently indulge in. One fateful 
full moon, when Lynn was returning late from the library, 
she was a� acked by a werewolf. Despite su� ering intense 
injuries, Lynn survived. She was found by Doc, who had been 
actively hunting the lycanthrope. Knowing that Lynn would 
likely su� er the werewolf’s curse, Doc took her to his lab and 
nursed her back to health. 
Once Lynn had recovered, she helped Doc track down the 
werewolf who bit her. Ever since, Lynn has worked alongside 
Doc to keep the world safe from supernatural threats. 
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Victoria (PP Total: 120)

Gender F Height 5’7 Identity Public
Age Undead Weight 120 lbs. Base of Operations Doc’s Lab
PL 8 Eyes Blue Group A�  liation Doc’s Monsters

Abilities (52 PP)
STR 6 AGI 3 FIG 3 AWE 3
STA - DEX 3 INT 1 PRE 2

O� ense (0 PP)
Unarmed 4 Initiative 7

Defense (4 PP)
Toughness (STA) 6 Dodge (AGL) 3
Fortitude  (STA) Immune Parry (FGT) 5
Will (AWE) 5

Skills (1 PP)
Persuasion 2

Advantages (3 PP)
A� ractive, Close Combat, Improved Initiative

Powers & Devices (90 PP)
Damage (Bite) 4
Immunity (Fortitude Saves) 30
Immortality (Limited:  Decapitation, sunlight or a stake through the heart) 10
Protection (Impervious, Limited: Ine� ective vs. Sunlight or blessed weapons) 6
Quickness 4
Regeneration (Persistent) 10
Speed (Movement) 6
Weaken (Stamina. Persistent, Limited: After successful bite a� ack) 10

Complications (-30 PP)
Motivation: Acceptance, Construct (Undead. Stamina, Intellect & Presence Nonabilities. INT & PRE raised from -5), 
Weakness: Su� ers Damage 15 each minute of exposure to sunlight.

Equipment, Vehicles & Headquarters
                                                                                     None.

Victoria
VIctoria was a young gypsy girl in rural Romania in the late 1800’s 
when she was found by Dracula himself, Vlad Tepes. Tepes was taken 
with the young woman, who reminded him of a lover from his youth. 
For years, Victoria traveled the world with her creator. After a few 
decades, Dracula tired of Victoria’s company and simply abandoned 
her in the United States. 
On her own for the � rst time, Victoria found it hard to survive. As 
technology and communication improved, Victoria found it increasingly 
di�  cult to avoid a� ention from the authorities. Fortunately for her, 
Doc found her before the police did. When Doc and Lynn found Victoria, 
she was the target of a statewide manhunt. Realizing that she had 
run out of options, Victoria begged Doc for mercy. Doc agreed to o� er 
Victoria asylum and a new identity, so long as she agreed to stop 
hunting and feed only from blood banks and the dead. In the months 
since joining up with Doc, Victoria has grown close with Lynn.  
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Doc (PP Total: 105)
Gender M Height 5’8 Identity Public
Age 35 Weight 205 lbs. Base of Operations Doc’s Lab
PL 7 Eyes Brown Group A�  liation Doc’s Monsters

Abilities (58 PP)
STR 3 AGI 3 FIG 3 AWE 3
STA 3 DEX 3 INT 8 PRE 3

O� ense (0 PP)
Unarmed 3 Initiative 3

Defense (0 PP)
Toughness (STA) 3 Dodge (AGL) 3
Fortitude  (STA) 3 Parry (FGT) 3
Will (AWE) 3

Skills (26 PP)
Close Combat (Unarmed) 2
Expertise (Magic) 6
Expertise (Science) 6
Insight 4
Investigation 4
Perception 4
Persuasion 4
Technology 10
Treatment 10
Vehicles 2

Advantages (21 PP)
Arti� cer, Bene� t (Wealth) x3, Eidetic Memory, Equipment x4, Sidekick x8, Inventor, Ritualist, Teamwork, Well-Informed

Powers & Devices (0 PP)
None

Complications (0 PP)
Motivation: Justice, Enemy (El Diablo)

Equipment, Vehicles & Headquarters
Doc’s Lab (Large Warehouse. Toughness: 12, Communications, Computer, Concealed x3, Fire Prevention System, Gym, 
In� rmary, Laboratory, Library, Living Space, Secret x4, Workshop, Workshop: Arti� cer

Doc
Doc was once a lowly research scientist, until his 
wife was killed by El Diablo’s cult. Dedicating his 
exceptional mind to learning the truth about the 
occult, Doc swore to eliminate El Diablo and all 
of his followers. To this end, he has been building 
(in at least one case, literally) a team to  � ght 
against the forces of darkness. 
Doc maintains the team’s headquarters where 
he conducts experiments, trains his team, and 
plans his crusade against the villanous forces of 
El Diablo. 
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Igor
Doc’s lab assistant and trusty sidekick has been with him since El 
Diablo’s cult killed Doc’s wife. At the time, Igor was simply a part 
time student worker, cleaning beakers in Doc’s lab at the University 
and picking up Doc’s dry cleaning. Igor was on such an errand when 
Doc’s wife was killed and he was the second person on the scene 
when Doc discovered her body. Seeing the horror and pain Doc was 
experiencing, Igor knew he had to help. That night Igor swore to help 
Doc do whatever he could to avenge his wife and to prevent the other 
good people of the world from su� ering a similar fate. 
Igor is a competent lab technician and has a rudimentary knowledge 
of the basics of magic theory. This skill set makes him an invaluable 
asset in assisting Doc with his various experiments. 

Igor (PP Total: 40)
Gender M Height 5’8 Identity Public
Age 30 Weight 275 lbs. Base of Operations Doc’s Lab
PL 3 Eyes Blue Group A�  liation Doc’s Monsters

Abilities (32 PP)
STR 2 AGI 2 FIG 2 AWE 2
STA 2 DEX 2 INT 2 PRE 2

O� ense (0 PP)
Unarmed 3 Initiative 2

Defense (0 PP)
Toughness (STA) 2 Dodge (AGL) 2
Fortitude  (STA) 2 Parry (FGT) 2
Will (AWE) 2

Skills (5 PP)
Close Combat (Unarmed) 1
Expertise (Magic) 1
Expertise (Science) 1
Insight 1
Investigation 1
Perception 1
Persuasion 1
Technology 1
Treatment 1
Vehicles 1

Advantages (3 PP)
Arti� cer, Inventor, Teamwork

Powers & Devices (0 PP)
None.

Complications (0 PP)
Motivation: Thrills, Obsession: pop culture.

Equipment, Vehicles & Headquarters
                                                                                        None. 
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El Diablo (PP Total: 150)
Gender M Height 6’ Identity Public
Age Timeless Weight 185 lbs Base of Operations Mobile
PL 10 Eyes Brown Group A�  liation Hell

Abilities (42 PP)
STR 0 AGI 1 FIG 4 AWE 6
STA 0 DEX 3 INT 3 PRE 4

O� ense (0 PP)
Spellcasting 8 Initiative 1
Unarmed 4

Defense (19 PP)
Toughness (STA) 9 Dodge (AGL) 8
Fortitude  (STA) 6 Parry (FGT) 6
Will (AWE) 13

Skills (14 PP)
Expertise (Magic) 10
Insight 6
Intimidation 4
Perception 4
Sleight of Hand 4

Advantages (39 PP)
Arti� cer, Bene� t (Wealth) x3, Fearless, Languages (Spanish, Latin, Sanskrit, Sumerian) x 3, Minions (Cultists) x18
Ranged A� ack x5, Ritualist, Sidekick (BItches) x6, Trance
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Powers & Devices (36 PP)

Mystic Senses (Magical Awareness, Radius) 2
Spellcasting (Ranged Damage, Mystic Blast) 12
     -Enhanced Strength (Dynamic Alternate E� ect) 10
     - Enhanced Stamina (Dynamic Alternate E� ect) 8
     - Regeneration (Persistent, Dynamic Alternate E� ect) 10
     - Summon (Dynamic Alternate E� ect) 10
     - Summon (Horde, Dynamic Alternate E� ect) 5

Complications (0 PP)
Motivation: Rule the world, Temper

Equipment, Vehicles & Headquarters
None. 

El Diablo
El Diablo is an honest-to-badness demon from the � ery pits of hell. He was summoned to earth a decade 
ago by a group of cultists who were seeking power and fortune. El Diablo promised his summoners 
everything they desired if they would simply release him from their bondage. Blinded by greed, the 
cultists agreed and El Diablo slaughtered them for their reward. Once freed, El Diablo set about building a 
cult of loyal followers who wouldn’t try to control or compel him with magic. 
El Diablo is a hedonist and an egomaniac. Despite being a relatively low-ranking demon, he feels that he 
should run the world. He is a lustful creature and wants women to throw themselves at him. Those who 
reject his advances ear his ire, which can be deadly. If El Diablo cannot have what he desires, he will seek 
its destruction. Such was the case with Doc’s wife. 

El Diablo’s Cult 
El Diablo has assembled a cult of nine members, all willing to lie, steal and kill for their demonic master. In 
exchange for their service, El Diablo o� ers the cult power (typically by doling out minor Artifacts to cult 
members) and a sense of belonging. El Diablo’s cultists are all Minions and use the appropriate rules. 
Gamemaster Note:
The cultists are not given individual game statistics here as their individual capabilities are left up 
to the Gamemaster to determine. Each sultist is a rank 2 Minion (see the Minion Advantage.) If the 

Gamemaster prefers, a singe set of statistics 
can be created to represent the cultists, or each 
cultist can have individual traits assigned.  Feel free 
to give these cultists the Equipment advantage 
to represent mystical Artifacts that have been 
granted to them by El Diablo as a reward for services 
rendered. 
It is important to note that the cultists should be 
relatively ignorant about actual occult practices. El 
Diablo shies away from courting followers with any 
real knowledge of magic, as they can easily become a 
threat. 
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El Diablo’S Bitches
El Diablo’s personal bodyguards are a pair of sword-wielding psychotic women who he refers to only as 
his “Bitches.” The Bitches are u� erly brainwashed and will gleefully ful� ll any request made by El Diablo, 
including mass murder or self-destructive acts. Whatever history the Bitches may have had, whoever 
they may have once been, has long since been overwri� en by El Diablo’s infernal magic. 

Bitches (PP Total: 15)
Gender F Height 5’8 Identity Public
Age 22 Weight 110 lbs. Base of Operations Mobile
PL 3 Eyes Blue Group A�  liation El Diablo’s Cult

Abilities (12 PP)
STR 1 AGI 1 FIG 2 AWE -1
STA 1 DEX 0 INT 0 PRE 2

O� ense (0 PP)
Sword 3 Initiative 0
Unarmed 3

Defense (0 PP)
Toughness (STA) 2 Dodge (AGL) 1
Fortitude  (STA) 1 Parry (FGT) 2
Will (AWE) -1

Skills (0 PP)
None.

Advantages (3 PP)
A� ractive, Close Combat, Equipment

Powers & Devices (0 PP)
None.

Complications (0 PP)
Motivation: Thrills, Obsession (The Mummies are completely in El Diablo’s thrall)

Equipment, Vehicles & Headquarters
Desecrated Wraps (Protection 1), Sword (Damage 3, Slashing)
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OPEN GAME LICENSE Version 1.0a 
The following text is the property of Wizards of 
the Coast, Inc. and is Copyright 2000 Wizards of 
the Coast, Inc (“Wizards”). All Rights Reserved. 
1. Definitions: (a)”Contributors” means the 
copyright and/or trademark owners who 
have contributed Open Game Content; 
(b)”Derivative Material” means copyrighted 
material including derivative works and 
translations (including into other computer 
languages), potation, modification, correction, 
addition, extension, upgrade, improvement, 
compilation, abridgment or other form in which 
an existing work may be recast, transformed or 
adapted; (c) “Distribute” means to reproduce, 
license, rent, lease, sell, broadcast, publicly 
display, transmit or otherwise distribute; 
(d)”Open Game Content” means the game 
mechanic and includes the methods, procedures, 
processes and routines to the extent such 
content does not embody the Product Identity 
and is an enhancement over the prior art 
and any additional content clearly identified 
as Open Game Content by the Contributor, 
and means any work covered by this License, 
including translations and derivative works 
under copyright law, but specifically excludes 
Product Identity. (e) “Product Identity” 
means product and product line names, 
logos and identifying marks including trade 
dress; artifacts; creatures characters; stories, 
storylines, plots, thematic elements, dialogue, 
incidents, language, artwork, symbols, designs, 
depictions, likenesses, formats, poses, concepts, 
themes and graphic, photographic and other 
visual or audio representations; names and 
descriptions of characters, spells, enchantments, 
personalities, teams, personas, likenesses and 
special abilities; places, locations, environments, 
creatures, equipment, magical or supernatural 
abilities or effects, logos, symbols, or graphic 
designs; and any other trademark or registered 
trademark clearly identified as Product identity 
by the owner of the Product Identity, and which 
specifically excludes the Open Game Content; 
(f) “Trademark” means the logos, names, 
mark, sign, motto, designs that are used by a 

Contributor to identify itself or its products or the 
associated products contributed to the Open Game 
License by the Contributor (g) “Use”, “Used” or “Using” 
means to use, Distribute, copy, edit, format, modify, 
translate and otherwise create Derivative Material of 
Open Game Content. (h) “You” or “Your” means the 
licensee in terms of this agreement. 
2. The License: This License applies to any Open Game 
Content that contains a notice indicating that the Open 
Game Content may only be Used under and in terms of 
this License. You must affix such a notice to any Open 
Game Content that you Use. No terms may be added 
to or subtracted from this License except as described 
by the License itself. No other terms or conditions 
may be applied to any Open Game Content distributed 
using this License. 
3.Offer and Acceptance: By Using the Open Game 
Content You indicate Your acceptance of the terms of 
this License. 
4. Grant and Consideration: In consideration for 
agreeing to use this License, the Contributors grant 
You a perpetual, worldwide, royalty-free, non-exclusive 
license with the exact terms of this License to Use, the 
Open Game Content. 
5.Representation of Authority to Contribute: If You are 
contributing original material as Open Game Content, 
You represent that Your Contributions are Your original 
creation and/or You have sufficient rights to grant the 
rights conveyed by this License. 
6.Notice of License Copyright: You must update the 
COPYRIGHT NOTICE portion of this License to 
include the exact text of the COPYRIGHT NOTICE 
of any Open Game Content You are copying, modifying 
or distributing, and You must add the title, the 
copyright date, and the copyright holder’s name to the 
COPYRIGHT NOTICE of any original Open Game 
Content you Distribute. 
7. Use of Product Identity: You agree not to Use 
any Product Identity, including as an indication as 
to compatibility, except as expressly licensed in 
another, independent Agreement with the owner of 
each element of that Product Identity. You agree not 
to indicate compatibility or co-adaptability with any 
Trademark or Registered Trademark in conjunction 
with a work containing Open Game Content except as 
expressly licensed in another, independent Agreement 
with the owner of such Trademark or Registered 
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Trademark. The use of any Product Identity in Open Game 
Content does not constitute a challenge to the ownership 
of that Product Identity. The owner of any Product Identity 
used in Open Game Content shall retain all rights, title 
and interest in and to that Product Identity. 
8. Identification: If you distribute Open Game Content You 
must clearly indicate which portions of the work that you 
are distributing are Open Game Content. 
9. Updating the License: Wizards or its designated Agents 
may publish updated versions of this License. You may use 
any authorized version of this License to copy, modify and 
distribute any Open Game Content originally distributed 
under any version of this License. 
10. Copy of this License: You MUST include a copy of this 
License with every copy of the Open Game Content You 
Distribute. 
11. Use of Contributor Credits: You may not market or 
advertise the Open Game Content using the name of any 
Contributor unless You have written permission from the 
Contributor to do so. 
12. Inability to Comply: If it is impossible for You to 
comply with any of the terms of this License with respect 
to some or all of the Open Game Content due to statute, 
judicial order, or governmental regulation then You may 
not Use any Open Game Material so affected. 
13. Termination: This License will terminate automatically 
if You fail to comply with all terms herein and fail to cure 
such breach within 30 days of becoming aware of the 
breach. All sublicenses shall survive the termination of this 
License. 
14. Reformation: If any provision of this License is held to 
be unenforceable, such provision shall be reformed only to 
the extent necessary to make it enforceable. 
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