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Most think that Adolf Hitler killed himself in a 

bunker when he realized his forces had lost WWII. 

This was not the case though. He changed his ap-

pearance and fled with one of his loyal scientists, 

Dr. Wilhem Strasse. At the end of his life and dy-

ing from cancer, Hitler convinced Strasse (now 

going by the name Walter Jackson) to create a 

powerful robot imprinted with his brain patterns. 

He created Cerebex with the help of his assistant, 

Dr. Brad Cummings, who believed the machine 

was just a powerful computing device. Thinking 

he no longer needed the aging dictator, Strasse 

killed him with a wrench, believing he could con-

trol Cerebex. This would be his undoing as Cere-

bex killed Strasse and fled, to conquer the world.  

While originally only 30 feet tall, the robot has the 

ability to grow and upgrade itself at a fairly quick 

pace. It can hover and has six steel tentacles lifting 

cars and slicing jet fighters in half. In addition it 

can project a forcefield and has a magnetic field 

that disrupts machines. It’s only weak spot is its 

artificial brain covered by a glass dome. The only 

way to truly stop Cerebex is to destroy the brain. 

If not stopped the mechanical menace will conquer 

the planet by building an army of Mechanoids, 

laying siege to cities, and assassinating world lead-

ers. 

Cerebex 

Real Name: Adolf Hitler  

First Appearance: Planet Comics #73 (W inter 1953) 

 

AC 7 [12]      HD: 20   Attacks:  6X Tentacle (see below)  Move: 12 (Hover) Special: see below 

 

Tentacle 

AC 4 [15]      HD: 6 Attacks: 2d6+1 (range 60’)  Move: -  

 

Dome 

AC 4 [15]      HD: 6 Attacks: -  Move: -   

 

Digital Brain 

AC 8 [11]      HD: 2 Attacks: -  Move: -   

 

Cerebex and its dome are unaffected by ranged attacks that are made more than 10’ away from it. In addition it 

is surrounded by a constant electromagnetic pulse that stops metal machines. Once a tentacle reaches 0 HP it is 

destroyed. When the dome reaches 0 HP it is breached and can be entered. Cerebex is destroyed when its Digi-

tal Brain loses all of its hit points. 



Mechanoid 

 

These 20’ tall robots are Cerebex’s endless hordes. They are strong, efficient, and unfeeling. A group can raze 

a city in just a few days. 

 

AC 5 [14]      HD: 5    Attacks:  Slam (1d6+1)   Move: 12 (Fly)    Special: Mechanoids ignore the first 2 

points of damage from all attacks. In addition they emit a special frequency that renders them immune to Cere-

bex’s magnetic field. 



Everything here is Open Game Content except for the name “Light City.” All artwork and Cerebex are in the Public Domain. “Light 
City” and this work’s Trade Dress are considered Product Identity. This is v1.0 of this work. 
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 Materi-
al” means copyrighted material including derivative works and translations (including into other computer languages), potation, modification, cor-
rection, 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 char-
acters; 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 abili-
ties 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, mot-
to, 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 Contribu-
tions 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 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 writ-
ten 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. 
15 COPYRIGHT NOTICE 
Open Game License v 1.0a, Copyright 2000, Wizards of the Coast, Inc. 
System Reference Document, Copyright 2000-2003, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, 
Andy Collins, David Noonan, Rich Redman, Bruce R. Cordell, John D. Rateliff, Thomas Reid, James Wyatt, based on original material by E. Gary 
Gygaxand Dave Arneson 
Swords & Wizardry Core Rules, Copyright 2008, Matthew J. Finch 
Swords & Wizardry Complete Rules, Copyright 2010, Matthew J. Finch 
Swords & Wizardry Light, Copyright 2016, Erik ‘Tenkar’ Stieneand Matthew J. Finch 
The Black Hack, Copyright 2016, David Black 
Light City Foes: Cerebex, Copyright 2017, Justin Isaac 


