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Background

NOTE: The Gamemaster (GM) should read through this
entire adventure before attempting to play it with his/her
group, There 5 a great deal of varied information that
must be completely understood before the adventure
begins,

The King af Crime is designed with two points in mind,
The first point is to give the GM a Deshed -out city inwhich
to place his/her Players. Muany of the most impartant
buildings and attractions of Central City are laid owt,
along with nearly all of the major streets and thorough-
fares. People and places are also represented in order to
give Central City the feel of a real-life metropolis. The GM
is, of course, free tochange or adapt this city to the needs
of his/ her Players.

Laong time fans of the Flash may note a few inconsisten-
cles betweern the Central City lald out here and the one
portrayed in DC Comics, Such are totally the fault of the
writer for which he apologizes in advance, However, the
discrepancies do nol make this Central City any less of a
Hayable environment; on the contrary, it should prove to
b much more will suited to adventurers,

The sevond paint in designing this adventure is to allow
the Players a chance to portray heroes of their own de-
sign. While playing established heroes like the Batman or
Green Lantern is fun, many Players want to let their
imaginations run wild, allowing them the reedom to
adopt the roles of new and totally original heroes. This
adventure is primarily for these Players.

Allter going through the procedures of designing each
new hero, as laid owt in the pages of the I Heroes Role-
Plaving Game Player's Manual the heroes should be ready
for hattle, The Seeret Society of Super-Fillaing will prove
to be an excellent testing ground for these original
erisaders,

It is, of course, the GM's responsibility to oversee the
design of these “home-grown heroes.” He or she must be
certain each Character is well-defined and s understood
by his/ her respaective Player, The Character should not be
all-powerful but he should be able to hold his own in most
one-on-one situations, The GM should try to steer the
Players towards more interesting, perhaps less-utilieed
Powers and Skills, olwviously not allowing them to simply
tiake Superman’s stats and give him a nesw name,

Options to Begin

To givee this story the feel of a true comic book adven-
ture, @ GM might have the Players appear from different
directions at the scene of & crime in Central City, [n this
way the Flayers might mistake one ansther for possible
villnins. They'd wind up fighting one another before figur-
ingl ot whn's whio,

This way to do this is for the GM (ot the Plavers) to
announce that Characters A and B have arrived on the
soene. Each Player shoubd know only his own identity as A
or B, ete, The GM would ask one Player to declare his
actions. If the Player atiacks, the GM can then bet the
other Mlayer take over and Oght it out i he so desires,

Another option that might be incorporated into play is
the double agent. A plea for help from Central City has
gone public, As such, any number of people might show up
o get in on the action. It seems logical that the Society
might try to throw in a ringer, a powerful, experienced
villain who would claim to be g new hero and go along
with the rest of the Players. He would be a spy, so the
villains would know every move the heroes were planning
in advanee

In this case, the GM shoulid design a hero of his own and
have him show up at the Mayors officoe along with the
other Mayers' Characters, The Character shouldn't be
nwrptag-m:t oF ke oo abwious or his [ g R werrin ] b
defeated before it had begun,

The ringer should be used deviously, Being a suppiosed
hero novice, he might accidentally get in the way of the
Players at a strategic momaent. Or he might “inadvertent-
" bet the villains slip away. The Character should save the
revielation that he is a double agent until an opportune
mdkment, one ripe with conflict and tension at which poin
he could turn on the heroes in trinvmphant deceit,




—Designer Notes on Play —

Although it appears there is an extraordinary amount
of information continued here [ and there is), it nesd not
be overwhelming.

For instance, a GM certainly should not use all six
crimes included here. Three are recommended, providing
the herces and//or villains last that long. Chher encoun-
ters are included:

L) to give the GM a fuller campaign to ran,

2} to give the GM insights into the character of cach
criminal, and

3 to provide variety, so that a GM can use this adventure
numerous times withouwt it having to be the same each
time.

To insure variety in each crime occurring, a chain of
evidence should be set up in advance. It is up to the GM to
provide certain clues to the Players so that they might
have some bilea as to where the Society will strike pexi.

These clues could bevery simple. For instance, during a
battle, Capt. Cold could sneer at Shadow Thiel and say, “f
hope e do s well, stoce you ve up o nert, U or Cheetah
might urge the others to hurry up, since her plan “rresé
begin before the soo eloses, " A thicd chobee might be to
have one of the villaing, such as the Pied Piper, yell out, as
the villains retreat, “We'll get our revenge in the park
Lertie ' The importance here i= iy b erepl e

Oiher clues might include physical evidence, from de-
talled maps which were dropped during a struggle to a
simple piece of dirt or astrotur? which could only come
from a ball field. The GM should be imaginative but also
Lry Lo gear the clues to the levels of his/her Players, not
making them too easy for experienced groups or too diffi-
cult for beginners.

A GM should possibly assign OVs and BVs and create a
RAP structure for each ¢lue so the Players could Ngure
out a pattern within the game structure. However, this
should come after the role-playing possibilities of examin-
ing a ¢lue have beon exhausted.

For example, the Plaver looks at a clue, he talks it over
with his fellows or with any present NPCs, then says what
he thinks about the clue or what it might mean. Hopefully,
the Player will come up with a reasonable solution.

If not, the GM may necd Lo initiate a Perception check,
asshening RAPs to each object, For example, a GM could
show the Players anold shoe, If they notice nothing inter-
esting about it, the GM can consult the Perception RAPY
chart to ghve out more Information, (The GM must first
assign applicable Opposing and Resistanoe values o any
Player's attempt at analyzing such clues.)

True, this is a simple dingram but it gives the GM an idea
af how to assign RAFP values to different clues.

Only three of the six crimes provided should be wsed
during any particular adventure. The GM may certainly
add or subtract any encounters &5 the adventure unfolds
Inother words, if all the villains have boen captured in the
second encounter, there's obviously no reason for a third,
but if the Players have been totally unsuceessful afier
three encounters, a fourth s certainly required,

The crimes are broken down and referred to in this
manual as First Crime, Second Crime, and Third Crime,

To provide for a wide variety of play, these crimes have
been outlined in full, including maps. The GM showld
randomly choose the three crimes to be run for this ad-
venture by rolling a die and using the corresponding
numbsers or by simply pulling numbers out of a hat, The
encounters should be random so the GM can use this
adventure over and over again, with no two set-ups bEing
exactly the same,

Not all criminals need 1o be included in every battle
Some will hang back and watch as their cohorts are cap
tured, Others may even iy Lo strategically put one of their
Tellow felons in jeopardy. This must be done slvly so as not
Lo compromise their acceptance into the Society. After all,
as b5 revealed as play progresses, part of the test is to sec
hosw well the villains work together as a wmit.

Some criminals may be captured during early bhattles. It
iz the reaponsibility of the GM to keep track of where each
villain is, perhaps by simply keeping & note pad nearby
and jorting down everviodys location, However, the GM
must be sure to keep this from the Players, U s their
responsibility to keep track of this infermation for
themsebvies,

Hemember! All of the criminls plged are intelligent,
thinking beings and should be treated as such, They're not
necessarily around just to fight the heroes. Each has a
goal, be it fame, fortune, or to join the Secref Sociely of
Super-Villaing. To become more well-versed on the wil-
lains' backgrounds, the GM should be sure to read sach
villain's Mography, along with the role-plaving notes for
each crime,

The GM should feel perfectly free to ad-lib daily weather
information during the adventure, It is often surprising
how comments like, “JE's a beautiful day for baseball "or,
“AF yonw o ¥ Hike ther weatler here in Cendral City, fust
et il o meinade” will add favor to cach encounter.

Adser, the Players should be allowed to know the rough
time of day, be it morning, early or late afternoon, evening,
or night. This is helpful, especially once it geis to be after
sunset, sinece it could be to the villains advantiages o
operate in the dark

Designer List for GMs

Things the GM needs (o consider designing for his/ her
FPliyers when using this adventure:

TheUrder of Crimes . . cooov e ceeecennsaqs . Definitely
Links Botweon Crimees . ..oooonneeennesas - Dofinitely
Foints Awarded for Stopping Crimaes .. . [hfimitaly
Double Agent Ringer . .....coooononnnnqa. . I Desined
Holding Cells for Heroes ... .. .cocnnnnenaa. I Mewided



Prop List

Lasted below are 'I||i|1l|..'|.~. the GM may wanl Lo iy on
hand to enhance the feel of the adventure for his Players,
Any special detadls will be found in each erime sections.

& A prepaced metal can & A fan
& A paper bag & 2 small boxes
® A kilchen timer ® [oe cubes

& A classical music tape

® Four strancds of wire
{1 red, 1 yellow, 1 grisen,
I Bl )

& A losudlesd sequirt gun
® 1% 5oeards
* Powerful Aashlight

New Sections

Each encounter finishes with a special section titled
Presendation. These sections contaln si mipe fcdeas on how
to use special props to make these encounters more real
aned alive for the Players. The GM should feel free to use or
disregard them as is 0 and should use his/ her own dis-
crietion as to whether a specific presentation s suiiable
far the Mayer group.

The Secret Society
of Super-Villains

GM Background

At 10D Wednesday morning, ten of the nastiest villains
ever assemibled find themselves gathered in a warshouse
somewhers in the Danvilbe seetion of Central City, Four of
them sit at one side of a table, [acing the other six, Sud-
denly a curtain is drawn back and out steps a shadowy
figure,

“frowad morrirg Geedies and gentlemen. Welcome fo the
Sorst meestiwg of what will seon become the most tmportand
e mizadion of eriminals in the entive world: the Secret
Society of Super-Villains "

The figure introeduces the four villains behind the table
as Copperhead, Chronos, Golden Glider, and the Shark,
These four and the fgure have already been approvied as
Soclety members, The other six have been fecruibted Lo
determine thelr eligibility as members, Thess six are
Shadow Thief, Captain Cold, Chestah, Pled Piper, Killer
Moth, and Matter Master,

The mysterious figure tells the group that there are two
seats available in the Society which will hopefully be Glled
by tweor of these six recruits, The Pied Piper is indignant a
being tested in his home city, “F ve gof a proeen record of
superlative crineinad achivily, © he says, Unfortonastely,
the ligure points out, he also has a proven record of being
captured every time,

Cheetah thinks she should be approved because shae isa
former member of the Society. It's her history of mental
problems which makes the leader unsure if she'll At in
with the new group, Captain Cold and Shadow Thiefl echao
Cheetah's statements about being former members. The
leader tells them that each must prove his or her own
worth, adding that another former member who maide
the assumption that he was Society material now lan-
guishes in jail for his presumptions,

Advantages of belonging to the Society include being
prvy to g nationwide underground network of informa-
tion as well as having access to a series of hide-outs and
safe houses, The shadowy figure guarantees no members
will ever again spend more than forty-eight hours in any
Jallor insane asylum. The Society also has a doctor on the
payroll in every major city and is also instituting a dental
amd medical coverage plan,

All members, as well as pledges who prove themselves,
will have access to the Citadel Sinister, the new headguar-
ters of the Society which was modeled after their original
hide-aut,

The rules of membership are simple, A erime wave is
about to be unleashed upon the citizens of Central City, a
wave Bo be instituted by the six “pledges,” cach one of
whom will devise his or her own erime. The Society
members will help the designer in the suceessful comple-
tion of his or her erime

Each crook will be judged by the Society members on
the originality of the crime and ease of (s execution, as
well as on teamwork and how each cooperates in the
completion of the erimes. This is to Keep the erooks work-
ing together and to stop them from double-crossing one
another in order to make the others look like fools.

The villain judged to be the most creative and daring
will be crowned the King of Crime and be offered a seat in
the Society. One of the honors of this office is that the King
of Crime may ¢hoose his or her own runner up, whao will be
offered the final seat in the Society.

The order of the erimes will be chosen by random draw
commencing tomarrow af 1000 AM. Each eriminal should
be prepared with a spectacular crime by that thme,

' TROUBLESHOOTING

Although the GM will certainly know that this new
mysterious leader & roldface, the villains dont have to
know that right now, and the Plavers should not
this until much later.




-History: The Secret Society-

Crragimully foumded in the city of San Franeiseo by Dark-
seid as one of his attack forces of evil, the Secret Sociely
of Super-Villaing has undergone many changes during
its conflict-Milled history, When Manhunter resealed 1o the
first group of criminals that they were being duped, the
group revolted, declaring war against Darkseid and the
forces of Apokolips, The villains admitted that they them-
selves were erooks, but they were Earth erooks who
weren T about o et Earth fall to a despot like Darkseid,

After clearing up that mess, the Socicty remained intact
s o group, The Wisard made himself boss until a huckster
named Funky Flashman took over, Flashman moved the
group to a new citadel in San Franciseo and started using
the Society as u “Crooks for Hire” service, Working for an
anonymous client, the Society set out tosteal four objects
of mstical power.

Onee the objects were gathered, the Wizard revealed
himsell as the client, Eventually, Flashman was ousted
and Gorilla Grodd became the Society’s new leader,

Flashman sought the akd of Captain Comet, a powerful
vigitor from outer space and an ex-member of the Society,
Comet was able o capture Grodd but before Flashman
could reggain his hold on the group, thie Wizard stepped in
and put himzell back in charge.

For a period of time during all this, Lex Luthor also
estabtizhed himsell as the Society’s leador, He quickly
tired of dealing with these other erooks and lefit to pursue
his own plans.

Alter the Society had disbanded for & few yvears, the
white ape Enown as the Ultra-Humanite started a new

Listed below are the prsent and po- SKILLS
tential members of Uhe Secret Society
af Super-Villalns, their vital statis-

tics, and a brief personal history, 1t is

Scientist: G
EgarnirmsgsT

Villains

Charisma: 4, Gadgetry: 3,

Seeret Society of his own, He used villains from both
Earth-1 and Earth-2 in order to launch a plan that would
destroy the Justice League of America sand the Justice
Soriely al onee.

For a short time, it appeared he had soceeeded. Bt
finally the heroes were able to work their ways out of the
limbeo they fownd themsebves in and turn the tables on the
villains.

The Society hasn't been heard from for a number of
viears, having remained dormant as each of the villains
was imvobeed with Individual projects. But now, with the
dizsappearance of the Flash, Central City has no protec
ing hero of its own and the time 5 rpe for the Seeret
Society of Super Villains 1o rise anew,

Thee list of past members of this Secret Society reads like
a villainows Who's Who, Past members have ineluded:

Angle Man, Bizarro, Blockbuster, Brainwave Jr, Chee
tah, Chronos, Clayface, Copperhead, Caplain Boomerang,
Captain Cold, Captain Stingares, Darkseid, Floronie Man,
Funky Flashman, Golden Glider, Gorilla Grodd, Hijack,
Killer Frost, Killer Moth, Lex Luthor, Matter Master, Mir-
rior Master, Mist, Monoche, Poison vy, Power Ring, Profes-
sor Zoom, Psyeho Pirate, Quake Master, Johnny Quick,
Rag Dwoll, Shadow Thief, Signal Man, Sinestro, Seematic
Twina, Superwoman, Star Sapphire, Trickster, ltra
Humanite, and the Witard,

Three heroes, Captain Comet, the Creeper, and the
Manhunter, have been members for o short time, Comet
was duped into joining while Manhunter and Croeper
were working undercover,

A drink of synthetic elixir of gold
and seawater subjected to ultravioles
light turned scientist Keith KEenyon
into a villain impervious to Green

important to note that in play, each
vilbinin will freely expend Hero Points
to offsen any inadequacies he or she
may have or encounter inoa battle
SituaLhon

Gﬂ[ﬂFﬁCE maliaie Kerth o g

Poweis

Matter Manipulation: 12 APs

Can give off a yellow beam, capa-
Ble of turning things inta gold.
(AV/EV: 12, RANGE: 0-3/4-5/6)
NOTE: The Power will turn even
living things into golbd, but the ef-
feet s ol permanent, wearing ofl
after 12 APs of time.

Spray Gun
(DEX: 0, STR: 0, BODY: 8)
HF Cost: 35, Uses: 12, Duration: 20
(AV: 3, EV: 4, RANGE; 0-3, 4-5, i)
Gun sprays oul a high-tensile
golden covering which traps
targets for number af rownds egqual
too RAPs of the attack. IT trapped
for more RAPs than BODY, victim
will bBecome umconscious from
sulfocation,

Helmet/ Swuit:
(DEX: 0, STR: 13, BODY: 15)
Uses: 8, Duration: 20

CONNECTIONS:
Underworld (High Level)
Scientific community { Low Level)
MoTvATION: Power Lust
WEALTH: AfMuent
Jom MOA
Race Human

Lantern's ring-generated  powers,
Wearing a solid gold uniform and
wielding & high-pressure spray gun
that can coat anvone or anything
with & high-tensile golden shell, the
brutal and crafty Goldface has al
templed to bEcome one of the coun
Lry's major gang leaders,

ROLE-FLAYING

Goldface i a confident sort who
will be only too happy to bévome in
volved in hand-to-hand combat with
a Toue. He revels in his suit's physical
power and is willing to show it He
hates being questioned or doubted.
Goldface will first try to use physical
foree before relying on his spray gun



{-M'Tﬂ.lﬁ ':1."-]] wlimi [anmural Bairr

SKills
Gadgoetry: 6, Charisma: f,
Weaponry: B increase to hit
EguirsEsT
Coalel Gun
(DEX: 0, STR: 3, BODY: 4)
HI* Cost; 24 Uses: 14, Duration: 15
{ AV/EY: 12, RANGE: 0-2/3-1/5-6)
Gun has the following capabilities:
le Frodducton: 132,
lee Controb 12
CONKECTIONS
Streed [ High Level)
Underworld { High Level )
MomvaTioN: Merconary
WEALTIHE Comfortabhke
i MOA
EacE: Humzan

When breaking into a radiatkon lab-
oratory, Len Snart accudentally trig-
pered s cyvelotron, irradiating an
experimental handgun he had de-
signed. In trying Lo gel away, Snart
fired his irradiated pistol at o security
guard, freczing the man into immobil-
ity

By utilizing varlous elements such
as liquid nitrogen and lguid helivm,
Snart’s cold gun ks capable of firing
blasts reaching nearly absolute zero
i tem perature, These blasts are able
s frseee o human being in his tracks,
encasing him in a sheathe of ice
which places the person into tem-
porary suspended animation,

The Charaeter is then encased in a
block of iee equal in volume to the
RAPs of the attack. Attempts to break
frese are done as if the Character were
in a Grappling Attack (see Players
Manual, page 21} Using the normal
moistiere found in the air, Snart can
alsn create ice shields, e slicks, and
evien realistic Dlusions

ROLE-PLAYING

Captain Cold is a schemer. He will
alwiys ook out Ffor Number One first,
only getting involved in a battle if he
thinks there's a good chance to win or
gain some personal glory. He won't
stick his neck out for anyone other
than his sister, Lisa (alias Golden
Gilider ).

Cold hates being exposed as a
prhony and will act like atough guy as
long as anyone is watching. His Mirst
action is always to rely on his Cold
Giun, During his erime, he will act very
Bossy and will throw himsell into the
fray to salvage the joh,

CHEETAH i ihiseub fimsajns

SKEILLS
Acrobatics: 12, Martial Artisi; 10
EQUIFrMEST:
Fromethian Claws
(DEX: 0, STR: 14, BODY: 4)
Uses: 1, Duration: 25

MomvaTtion: Psychopathie
WEALTH: AMuent

JoR NOA

Kace: Human

Debbie s the nieee of the original
Cheetah but she did not know of this
tefinre: Kobra foreed her into insamity,
creating the new Cheetah, Even be-
fore Kobra subjected her to brain-
washing, Diebhie was an ecological ex-
tremist. This cawsed her to suceumb
all-the-more easily to the idea of be-
ing a protector of all animals. A truly
insane person, Cheetah uses her
ragor-sharp claws as weapons,

ROLE-PLAYING

The Cheetah can be as much an
animal as her name. When cornered,
she ean be ruthless and will ferociows-
Iy assault anyone who crosses her,
She can also be quite tame, She fer-
vently believes in the cause of wildlife
and will attack those who endanger
animals, During her cerime, she will
quibckly ey ta halt the heroes so as not
to endanger the animals, Her only
weapaons, besides her physical prow-
ess, are her claws,

CHREONOS s fama inis

SKILLS:
Weaponry: 8, Scientist: 6,
Vehicles/Air: 2, Gadgetry: 10
EQUIFMENT:

8 Exploding Hourglasses;

(DEX: O, 5TH: 0, BODY: 0}

HP Cost: 20, Uses: 1, Duration: 0
{ Explosive EV of 6 APs; Chronos
uses Weaponry Skill as AY when
attacking, )

Wristwatch Shooter:

{DEX: 0, 5TR: 8, BODY: 0}

HP Cost: §, Uses: 2, Duration: 8
The watch can shoot each hand
like miniature arrows, The hands

should be treated as regular ar
rows, They are often poisoned, to
be treated as a hit with 10 APs of
Pouson Touch,

Sun Dial Platform:

(DEX: (1, STH: §I, BODY: &)

HF Cost: 35, ses: 10, Dhoration: 12
Flight: 108 APs { Air Speed )

The sun dial platform provides
limited Might capability, It is often
equipped with rockets and other
WA I,

Buze Saw Clock:

(DEX: 6, STH: 6, BODY: 4)

HI* Cost: 10, Uses: 1, Duration: f,
Chronos” Buze Saw Clock pos

sesses Lhe following Fowers:

Flight: & Al's
Life Sense: G APs

The Dure Saw Clock s a fiving
wieapon that acts like a homing
besmnke, I ean b artuned toothe heat
patterns of a particular body and
wlll continue to track that body
until contact s made, The saw
runs around the middle of the
clock and is razor sharp. (When
Chronos attaeks with the Buase saw
Clock, the AV is 6 for Flight and the
EV of the saw itsell s 7.}

LIMITATIONS
Catastrophic Irrational Attraction
to erimes with a clock or time
marif

CONNECTIONS
Underworld (High Level)

MoTivamios: Mercenary

WearL: Comfortable

Jog MOA

Race: Hum:an

David Clinton was o smalltime
crook who never took the time to
properly plan his erimes. Always fas-
cinated by timepieces, deft with his
hands, and of an inventive turn of
mind, Clinton spent all his time in
prison learning everything he possi-
hly ¢ould about clecks and their
workings,

Clinton then designed a colorful
costume and embarked on a new ca-
piser = a8 Uhe thme-thiel called Chro-
nos. Though having no true powers of
his own, Chronos & a master inven-
tor, employing a wide array of time-
inspired weapons

ROLE-PLAYING

Chronos is cold and caleulating. He
doesn't mind geiting involved inoa
fight but he'll do so0 on his own time,
He prefers to use his Weaponry Skill
as opposed to engaging in hand-to-
hand combat.



SEILLS:
Acrobatic: 10; Thief: 8
EQUIFMENT

Huit
(DEX: 0, STR: 16, BODY: 12)
HF Cost: 50, Uses: 20, Duration: 15
Copperhead's Suit possesses the
following Powers:
Cling: &
Skin Armor: 12
Stretching: b
Paoison Towch: B

CONNECTIONS:

Underworld {High Level)
MoTivanion: Psychopath
WEALTH: Struggling
Jom: N/A
RACE: Human

An extremely agile athlete but an
unskilled fghter who prefers Might to
fight, Copperhead relies heavily upon
his special snake sult. Constructed
from a unigque weave of experimental
metallic and elastic fibers, the snake
suit is coated with a polymer film that
enables Copperhead to slither
through impossibly small spaces and
makes him virtually untouchable, The
anake suit is also capable of being
stretched to great lengths, giving
Copperhead added support as he
scales sheer walls, The fangs in the
snake-suit's helmet are coated with a
highly toxic venom that causes paral-
yabs and death.

ROLE-PLAYING

Copperhead is a Character who
lives up to his nom de geurre, He's a
sneaky, slimy crook who 8 only inter-
ested in himsell, He's willing to use
others as long as is profitable. He will
attempt to trap any foes within his
arms and legs, trying to slowly crush
the life out of them.

GOLDEN GLIDER s pis snan e

PowERs
Gliding: 5, lee Producthon: 6
SKILLS:
Acrobatics: 6, Gadgetry: 5

FQuirMENT:

Skates
(DEX: 0, 5TR: 0, BODY: 0)
HPF Cost: 45, Uses: 1, Duration: 13

Jewels;
(B ACD Omni-Gadgets, 10 APs
each)
Hypnotizing Tiara
Hypnotism {5 APs)
Foree Field Gem
Force Fields (4 APs)

Teleport Stone
Teleportation (4 APs)
Mass Increase Baible
Density Increase (4 APs)
Tllusions Karat
Ilusions (4 APs)

Foree Beam Jewesl
Bio-Energy (4 APs)
Acid filled Ruby
Acid (5 APs)
Shrinking Emeralds
Shrinking (4 APs)
LIMITATIONS:
Catastrophic Irrational hatred of
Flash. Catastrophbc Irrational at
traction to the Top, Roseoe Dllon,
now deceased,
CONNECTIONS
Skating Circles (High Leviel)
Underwaorld ( Low Level)
MoTivaTion; Psyvchopath
WEALT™: Comlartable
Jom: N/A
Race: Human

Lisa Snart was a world champion
skater under the name of Lisa Star.
Her boyfriend, Roscoe Dillon, the
criminal known as the Top, taught
her how to spin at very high specds,
These spinning techniques became
her trademark and Lisa was re
nowned throughout the skating
world, When exposure to the Flash's
vibrations eventually caused the
death of the Top, Lisa set out to make
the Flash suffer.

Liza embarked on a life of crime
designed to humiliate and kill the
Flash. Using weapons which had be-
longed to the Top as well as a few
items borrowed from her brother,
Len Snart, alias Captain Cold, Lisa
adopted the role of the Golden Glider.
In later crime waves, she would wse
jewels as weapons, The Glider would
incorporate a number of emposwered
gems into her uniform, using them
only at the most opportune of
moments,

The Glider can skate through the
air when wearing her specially de-

signed skates, The skates create their
own ice and actually produce anti-
gravity radiatbon,

ROLE-FLAYING

The Golden Glider got involved in
crime to pay off a debt of Love. Now,
miuch of the joy of crime has disap
peared for her, She joined the Society
at the inzistance of her brother whao
hopes the activity will give her life
some direction, In most battles, she
will step aside, avolding combat. She
would even leave her brother to the
heroes shoulbd e fall in combat,

The Glider has a myriad of power
Jewels Lo choose froim in combat, She
seems Lo have no sel or preferred
patterns of attack amd will use wihit
ever jewels are approprite (o the
situation.

H!LLEE Hﬂ'l"H Pl Fameran Vas § ber

SRILLS:
Acrobatics: B, Charisma: 5, S5py: 6,
Deetective: 6, Martial Artist: B,
Vichieles: 7, Gadgetry: 6, Scholar
{Criminology ): 7, Thiel: G
EQUrsEsT
Helmet
(DEX: (0, STH: 4, BODY: 4)
HF Cost: 256, Uses: 1, Duration: 16
Killer Moth's helmet possesses
Antennae Ears as Receiver Trans-
mitter {see radie, Gamemasier's
Manual, page 31)
Infrared Glasses
(s Thermal Vision: 12 APs)

Ltiliey Belt:

12 A Omni-Gadgets

Explosivies

(DEX: 0, STH: 0, BODY: 0)

HP Cost: 26, Uses: 1, Duration: 0

AV/EY: 6

Lockpicks (8 APs)

(DEX 0, STR: {4, BODY: (1)

HE Cost: &, Uses; 1, Duration: 0
Substitutes for Thiel Skill when
picking locks,

Infrared Flashiight

(DEX: 0, STH: O, BODY; )

HI Cost: 6, Uses: 1, Duration: 12

{as Thermial Vision: 12 APs)
Moth Line

(DEX: 0, STH: 13, BODY: 0

HP Cost: 22, Uses: 4, Durntion: 16



Lasior Toreh

{ [N 0, ST i, By ()

HE Caost: 14, Uses: 1, Duration: O
i ms Heat Vision; 12 APs)

sStrand Gun

AV: 4, EV: 6, RANGE:; 0/3-4/0-0
AMMOE: 6

HF Cost: 40, Uses: 1, Duration: 15
{Acts as Snare weapon or line)

COXNNECTIONS
Uneberworld { High Laval §
Gotham City Society [ High Level)
MoTivarios: Thrill Seeker
WEALTH: AMuent
Ji NS A
HaACE: Human

In attempting (o make himselll a
champion for downtrodden crim-
inals, the man known as Cameron
Van Cleer set out to adopt the guise of
Killer Moth. Using a fortune gathened
in mumersus criminal actions, Yan
Cleer excavated a huge cave under
his mansion, The cave was outfitted
with an extensive crime lab which
was designed to make crimes impos-
sibbe v sobee,

Killer Moth also devised a complete
arsenal that rivaled the weapons of
evien thie most dangerous of heroes,
When he was prepared, Killer Moth
offered his services, at a price, to
Gotham’s underworkd,

ROLE-FLAYING

Killer Math is the mirror image of
the Batman. He is a tough and ruth-
less man who despises the heroes of
the waorld, With no time for incompe-
tents and being very quick to anger,
Killer Moth likes to fight and show off
his vast arsenal. Most often he relies
on his Strand Gun to assault his
ememies,

During his crime, Killer Moth will
act very arrogant and bossy to the
other villains. In any other crime in
which he iz invobeed, Killer Moth will
attack the heroes in an attempt o
show the other villains the “proper”
way to o things.

MATTER MASTER «ie et saminn

SKILLE

Thiel: 6, Gadgetry: 5,

Seholar { Alehemy Spelunking : &
EQUIPMENT

Mentachem Wand

(DEX: 0, 5TE: 0, BODY: 10}

Uses: B, Duration: 15

Matter Master's Mentachem Wand
has the following Powers:

Matter Manipulation: 15

Animate Objects: 16

Force Field: 16

The wand can absorb power from
any natural source, solar power,
lightning, or even wind.

VINSERABILITIES:
Mandrill has no powers without
his wand or some small amount of
Mentachem.

CONNECTIONS:
Underworld { High Level)
Magical Societies (Low Level)
Morwvation: Thrill Seeker
WeaLT: Comfortable
Jon: NSA

RacE: Human

While searching for the secret of
transmuting lead into gold, Mark
Mandrill found & certain mixture of
chemicals that would respond to his
every thought or command. By ¢x per-
imenting, Mandrill found that he
could use the compound to exert
control over any mineral or vegetable
matter in its natural state.

Further tests proved that Mandrill
could also transport, shrink, expand,
or even animate materials. He can
control these natural elements over
great distances as long as he is con-
tact with some form of Mentachem.

Mentachem s also capable of ab-
sorhing and releasing pure forms of
energy, such as electricity, heat, radi-
ation, or wind, Mandrill used the
Mentachem formula to form a wand
that allowed him to focus his energies.

Since no actual explanations have
been given for the properties of Men-
tachem, it has been speculated that
Mandrill has somehow tapped into a

power of true magic,

ROLE-PLAYING

The Matter Master is a loudmouth
and a braggart. He likes to make a
great show of using his powers. How-
evier, he's @ terrible physical combat-
ant and will quickly fold il his wand is
taken away. During his crime, he will
constantly threaten (o use the Earth
itself as a weapon should the Charac-
ters approach, Matter Master will al-
wiys depend on his wand o entrap
andd crush any fod

MIRROR MASTER wiis Sl Solier

SKILLS:
Gadgetry: 6, Weaponry: 8,
Wehbcles: 2

EgQuiFrMEST

Mirrors
(DEX:D, 5TR: 0, BODY: ()
Uses: 1 Duration: 6
16 ABC Omni-Gadgets, 10 APs cach
Mirror Master's mirrors have the
following Powers:
Foree Field: &
Hypnotism: &
Iusion: 4
Prism
{(DEX: 0, STR: 0, BODY: 0
Usas: |, Duration: 5
Mirror Master's prism has the fol-
lowing abilitity:
Energy Blast: 8
Light Gun
(DEX: 0, STR: 6, BODY: 6)
Uses: 12 Duration: 4

LIMITATIONS:
Catastrophic irrational attraction
tO MIrTors.
CONNECTIONS:
Street (High Level)
Underworld {High Level)
Federal Prison (Low Level)
MoTivaTION: Mercenary
WEALTH. Comfortable
Jom: NA
RacE: Human

During one of his many stays in pris-
on, Sam Scudder was assigned to the
shop. There, he spilled some chemi-
cals onto a piece of glass He was
about to throw the glass away, when
he discovered that his image had
samehow been frozen onto the glass,
He began experimenting with differ-
ent solutions and pieces of glass until
he mastered their possibilities and
Uses,

Scudder’s inventive mind fashioned
a number of prisms and mirrors with
which he can do almost anything
Scudder has also designed a light gun
which is capable of shooting solid
beams of light, In his criminal activi-
ties, Mirror Master shows & marked
interest in gems and jewelry,



PIED PIPER st farrig Battamy

SKil1s:
Artist [Musician k B, Weaponry: 4
EQUirMENT:

Piper's Horns
[ DEX; 0, STH; 0, BODY; )

Uses: 1, Duration: 12

Horns: Piper's Horns are known to
have thes Follvwing abilities:
Hypnotism: 110
Flame Project: b
[Musion: 8
Mind Blank: &
Magic Blast: 4

12 ACT Omni-Gadgets, 10 APs each

LIMITATIONS
Catastrophic Irrational hatred
and fear of the Flash,
Catastrophic Irrational attractbon
vy musical motifs,

CONMEUTIONS
Underworkd | High Level)
Breedmore Institution { Low Level )

Momivatios: Psychopath

WEALTH Comforiabhk:

Jon: NSA

Rack: Human

Hartley Rathaway was a young
musician of some talent who prac-
ticed constantly. He noticed that his
playing seemed to hove o strange ef-
fet on precple Through study and
research, Rathaway discovered that
dilferent notes and patterns of sound
could have various effects on the
human mind. Rathaway expanded
his experiments to the point where
he realized that all things could be
changed or affected by sounds and
frequencies,

With @ belt fusll of speecially desipgned
hiorns and pipes, RBathaway pursued
acareer of erimes, all with a sound or
musical motifs, In later years, the
Piprer began to bose his mind, Whether
it was due 1o his :'1:“.-:':,111'[]}-' hﬂnﬂ
bested by the Flash, or whether the
massive numbers of weird melodies
bl plinyed hac finally taken thiir toll
on his mind has vet o be determined,

ROLE-FLAYING

The Piper is a small man trying to
make it in a big world, He desperately
winnls Lo be on Lopool things and to be
a respecied membsr of the criminal
community. However, he will be guick
to run il the tide of battle turns

against him. Should his crime fall
apart, he will bolt at the first oppor
tunity. He will later blame the failure
of his plan on the incompetence of
the other criminals,

The Piper will normally act as a
sane and rational human being, or mt
least one with eriminal tendencies,
However, e will fall to pieces if any
Flash-related object appears on the
seene The Piper's lirst action in com-
bat will b 1o attempt to hypnotize
any foe, hoping to subvert them to his
well,

BE[.!.DHW TH].EF alws Carf Samds

SHILs
Acrobaties: 3, Gadgetry: 6, Thiel: 6
EQUIFMENT
Dimensional Gloves
(DEX: 0, STR: 0, BODY: 6)
Uses: 10, Dration: 18
Allows Shadow Thief to reach b
tween dimensions, Negates Two-
Dimensional power for hands,
Shadow Thiel can normally attack
and pick up objects while using

Dimensiometen
(DEX: O, STR: 0, BODY: 2)
HP Cast: 60, Uses 10, Duration: 10
Shadow Thiels Dimensiometer
hias the following Powers:
Darkness: 4,
Two-Dimensicnal: 4
Allows Shadow Thiel to become
two-dimensional as he slips from
this dimension into anather. Loaks
and is worn like a wristwatch.

VI LNERABILITIES
As a shadow, the Thiel canmot
make any attacks and cant be
damaged by any Physical Attacks
[except when he wenrs his gloves ),
but he can be affected by Mental or
Mystical Attacks.

He must be tangible in this di-
maension to steal obijects or to take
any action, The Shadow Thiel pos-
srsses no true powers of his own.
He naseds a Dimensiometer in order
tor transform to the two dimen-
sional state,

MOTIVATION; Mercenary
WEALTH: Strugifling
Jog MOA

Race: Human

Carl Sands had abways been a luck-
less eriminal. During his numerous

times in prison, he liked to exper
ment and play with the shadows sur
rounding him. Eventually he contact
ed an alien belng in another dimen
slon through these shadows

Sands saved the alien’s life and was
rewarded with a deviee that would
allow Samds to physically transfer
himsell to that dimension while his
shadow stayved in this one, With thai
deviee, mwrist band called a DMmensi
ometer, and a special pair of glives
which allowed him to reach between
dimensions, Sands launched his new
criminal career as the elusive Shadow
Thief.

Every time Sands uwses his DMmensi
aometer, it affects the magnetic lnies
of the Earth. If he continues o use
the meter over an extended period of
time, it could bring on a new lee Age,

ROLE-FLAYING

The Shadow Thief is a meek crook
whao prefers to operate in the dark, He
doesn't like to be noticed and he
doesn't like public exposure, He s
cruel, although, and will always use
devious, vicious methods when he
has the upper hand. If his erime is
interrupted, the Thief will fade out,
leaving the others o their own prob-
lems. Although be can use the Dimon
siometer as an offensive weapon, its
usually only a defensive tool,

THE SHARK

POWERS

Telekinesis 9, Telepathy: 7, Under
water Freedom: 6 Force Manipu
lation: 4 { with no commaon item or
color limitation )

EQuirMEsT
Hazor Sharp Teeth:
(DEX: 0, 5TH: 15, BODY: &)
Laes: M/A, Duration: M/A

MoTivaTion: Power Lust
WEALTH: N/A
Jom NSA
Rack: Humanoid

The product of a nuclear explosion,
the Shark evolvid from an ordinary
shark into a humanoid creature. The
mutatbon also gave him telekinetie
and telepathic abilitics. The Shark
ventures on land o errorcee and
hunt human prey. Another sideefTect
of the nuclear explosion is a yellow
“aura” that prevents his primary foe,
the Green Lantern, from attacking
him directly,



MAYOR s poia

SKiLLs
Charisma/ Persuasion: 3
Viehiele/ Land: 3, Detaetive: 2
CONNECTIONS
Police Department (High Level)
Government (High Level)

Friendly NPCs

WAL Affluent
Juiie Mayor
Race: Human

Mawor Shanks B a short, hard
warking man whao really wants his
city to do well, Newly elected, he's
still getting the feel of the job, Shanks
s o determined man whio kiows
what he wants, Although he is an
ex - paolice officer, e hasnt had much
exposure to hero/villain types and
this whele crime winve has him a B

Shanks' primary mannersms tend
toward great sweeping gestures and
an aceasional dramatic pause while
speaking, which he does in o very
brusk manner. Whaen getting @ paoint
across, Shanks will often fold his
hands, interlecking his Angers as if
in prayer, demonstrating his deep
folt sincerity.

Ladies’ Club { Low Lavel) unnerved.

—The Adventure Begins—

| SErup

Now that the Flash is missing, Central City is left unpro-
etisel, What better time for eriminals to make their move
upon the defenseless town? A massive crime spree has
cruptid and the hapless citizens ery out for help.

The Justice League hasnt answered its calls, the Out-
siders have moved all the way to the West Coast, and the
Teen Titans are busy on a case in New York (see Blood
Fewud ),

A discrect call for help goes out from the officials of
Central City to any heroes who may be able to help them,
The message in Player Informatbon was sent to the police
department of every mijor city, so that they might pass it
on to any and all heroes they might contact.

NOTE: If the Players don't pick up on the problem in this
manner, within a few days, the major networks around
the country will have picked up the story of the crime
wave which is sweeping the beleaguersd city. For two
nights, the national news broadeasts will end with the
urgent plea for any heroes who are listening to come to
the aid of Central City.

PrLaYER INFORMATION

e wighet wliile wenleling the news on television, the
nerescester fTnishes wp awrith the following message:

L wdvile D nston with a Sth-inning homwer pot Chicago
oril gy §5% germes oul of the Noational League East,

“This fust in, Cuor sourees in Central City report police
frrrvws Hare Berve been sorely broneblod rocenily by a rashof
rolshieries and otler eriminal activities fol loceing the dis-
appeirance of e resident hero, the Flosh, Reports are
beeinigy dssued desperately seeking someone bo adopd the

hurrerie moanded Lt By the greal speedsier,

“Cirntral Oty s Mayor Jodn Field gave this statemani ol
i prress congferenoe held ate last night: ™

Read as Mavor Field:

“Contral City is being plagmed by a vash of eriminal
activity by nunerouws villains. Known folons with major
records of violenoe and maglem fave been seen stalking
ety ferir strevis, As pou know, Central City recently suf-
Jerred a tragic loss, with the disappearance of our resident
hevo, the Flash,

“Noone has risen o take his place and vur city council
may soon have to declare a city-wide state of ecmergency.
While Central City possesses what we consider to be the

[finest police foree in the nation, we are il equipped o
handle a conflict of this magnitude, Ay hevoes who con
respond are urged fo assist us. We need gour help. ™

Head as Newsman:

“Mayor Field stressed the wrgency of Central City's
eomdition equaling the possible outeome of such a foke
over (o the fall of democracy iself in the western world,

"o agein, the mayor and citizens of Central City, o
commmanity oppressed and overridden with erime waves

by villains of all kinds, hove issued an wrgend
plea for assistance from any and all availoble keroes o
oome o the defense of the beleagured city,

“Stay tuned; we'll be back with more sports in o
mcmamnl.

| GM Inrormation

When the Player Characters appear in Central City and
begin asking about the recent rash of criminal activity,
they will be directed to Mayor Field's office, on State Street
in the City Center section of town.

Upon arriving at the office, the Mayor's receptionist will
give the Player Characters a map of the city (pages 16 and
173 and inform them that they are welcome o ook
around Central City as they wish,

The Mavor has set up a conference for all heroes in
these oflices. The Plaver Characters may use Uhis inberim
time as they wish, but no person (including police, FBI or
any Player Character contact) will be able to give them
any information on the events occurring in Central City.

11



—The Mayor’s Office —

rSm

Thatrsdey - B00 AM

The mayor's office is located on the seventh Neor of City
Hall on State Street, directly across the street from police
headquarters. The office is nicely furnished with big easy
chairs and a deep pile rug. A large mahogany desk, left
over [rom the White Administration, is the centerpiece of
thie room, [t sits solidly before a bank of windows which
boiks out aver State Street.

As this 15 a corner office, there is another wall of win-
dows which looks out onto Edward James Memorial
Plaza. The other two walls are composed of dark panel]-
ling, intermixed with tall bookcases.

Mayor John Field, the man who won out over former
Mayor Pinchot in the last election, is about five-foot-two
and cragey looking. This influx of villains is the mayor's
first major crisis, As an ex-police captain, he is not yet
sure how to deal with these vigilante heroes, However,
anyone who can help him end this problem will have his
undying gratitude,

PLAYER INFORMATION

After a brief wail, Magor Field, o short, cragay-looking
man, cabers and grests you all enthusicstically, He
ushars you into his connfirtable offfce, asking yow o foedl
ot b, After an offer o drinks and sandwiches, he calls
o fa b weinalone,

Poiwting dovon (o e Edward James Memoriod Ploza,
Rt sheres jn e map of the United States wivick has boen
irleetel o i peatlay drnfo thie e Beicks, A wee Tag pole ertends

wp from the star which marks the spol indicating Central
City's location. He turns to you sloly.

“d ke to welcome all of you o Cendral Cily. " He
gestures dramoatically oul the windme, ““There she sits,
hevoes, e prowud heart of our very counlry. She needs

worer help,

"Siaee ot v heared the news, poud Enow we ve i bod
shape, Among the villains that kave been sfeen on our
strects are Captain Cold and Chronos, the tme thief, Also
thr Chentak and the Pled Pper have recently boen Busted
ot of the Breedmore Asylum and are rumored (o be
somewhere din e cify, [ appears thal most off these crooks
et coebimg bowpetheer, alionel aiw ean Y b cortadn of thal.

“To be homest, there have been robberies, burglaries,
argom, and idnoppings, as well s all sorts of obber
prishilic mayhem, But it’s wol only the mogjor erininals
theeed Moy e aoerded, The pereentage of success shoum by
these feloms €5 trstd g o mewe fevel of Bravery felo oom-
v s avd streef prnks. e fradd that soom this city
wenidl e reefueced to o virtual war sene!

“He kave managed o capliore one criminad, foaemer,
He's a erook Knonmn as e Mirvor Moster, wlo was aoei-
denitally Enocked wnconscions during o robbery af the
Joknston Lens and lags foctory. So oour police foree
Feesn 't bowem helpless, Bul they 've no matel foe this crime
HAETR",

“The eity is tdally at your dispoesal. Eoerglhing
Srom the police depariment o the wew Fornik T orime
commpridter (see page 14, Fornik T) 1 beought in is lere
salely for pour wse in Meis malter, Call on me anglime,
M, please, g poest stop these eriminals ™
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l GM InFORMATION

Give the Characters a chance to ask for drinks or wha-
tever they want, Mayor Field will be only too anxious to
please, His is a city in bad shape, is are his chances for
evier being re-chectid. He needs all the help he can get.
Field is alse a bit nervous, sinee he's not really used to
dealing with heroes,

TROUBLESHOOTING

Mayor Field will do his best to grant anything within
reason that the Characters request. He won't offer any of
it on his own, but will grant what they ask. He will give
them an office to work out of, salaries, phones, police
band radios to keep in contact with the authorities, hotel
rooms, whialever,

While working within Central City, Player Characters
will be granted high-level police connections which may
or may not become permanent within the campaign, de-
pending on the GM% wishes and how well the Player
Characters performesd,

Field will expect immediate results. Anyone asking for
any of these favors will be given three days to worke IT at
the end of that time some progress hasn't been accom-
plished, all these benefits will be rescinded and the wouald-
b herses will be ousted.

Field will also grant permission to anyone who wishes
to interview the Mirror Master. If asked he will also admit

that Cheetah and the Pied Piper were busted out of
Breedmore by an outside team of villains.

Two things are important to nete while the mayor is
talking with the heroes. The first is the offered salaries. [T
the Players are good at role-playing their Characters they
will moest lkely refuse the offer. This B something to note
for possible Hero Point Awards at the end. For more
information akout this, refer to “Being A Hero™ at the
beginning of the I Heroes Player's Manual

Amot her item, one which should be heavily emphasized,
is the offer of the police band radio, This will help the GM
as well as assisting the Playvers. As the GM reads through
the remainder of this adventwre, he/she may notice a few
sections where the Characters may need to hear things
over the radio, an occurrence made simple should the
Characters have thelr own radie at thelr disposal! Showld
such an event occur, see The Radie Option sectbon on
this page

Be sure Mayor Field calls the Characters over to the

window as this may be helplul in cloe analysis in & later
encounter. When dealing with the secretary, the GM
might ease or slow play by making the Characters wait or
having them return at a later time in the game. This might
be a method to use in getting all the Characters together
at ome timae,

There is no combat in this encounter, so the GM should
heavily emphasize the role-playing aspect, allowing the
Players to express their Characters' personalities while
getting to know one another, Also, the Players can get a
feel for what's going on. The GM can play the roles as he or
she likes, Such an encounter should be enjoyvable and fun
for GM and Playvers alike,

Play can progress to Encounter 2, The Nolte Option,
Encounter 3, Fornik 7, Encounter 4, The Mirror Master,
or the crimes themselves in The Crimes.

| PresenraTion

When speaking for Mayor Field, the GM should think of
a bull dog, using that brand of rough countenance to
convey Fleld's personality. While not at all hostile, Field s
unsure of the heroes but will be very grateful should they
capture the villains.

IFits convenient, the GM may wish to serve drinks and
snacks a5 the mayor does,

Play now procecds to The Crimes.

The Note Option —

| Serur

| Praver INFORMATION

Towards the end of the heroes” meeting with the mayor,
anote which gives three clues for the Player Characters to
follow up arrives by special messenger,

{Show the Players the copy of the note which appears
an the following page. )



Greetings, Mayor Fleld —

It has coms to our attention that you have callad in
& group of would-be do-goodars to stop our take-over
of your fair city. To prove that such actions aren't
going to bother cur plans, we've decided to give you
& gporting chanoca.

Balow is a list of thres alues, all having to dowith
crimas which will be commitiaed sometime todagy.

Wea give you this information becauiss wa know

there's not a thing you or your costumad chumps
oan do to stop us

There ia nostgnature. AL B botfom of the note are three
gefs of words (the GM should put in appropriate oode
words pertaining to the erimes he has planned ).

I GM INFORMATION

Within one phase of the Players” readings of the note, it
will completely deteriorate,

Fornik 7

ISET[IP

One of the innovations that Mayor Field has brought in
to aid the police during this current erime wanse 5 a
powerful computer, the model Fornik 7. The Fornik 7 s an
advamced crime computer connected to the FBI's main
computers in Washington. [ts sole function is to deal with
crime and criminals; all other information is superfluouis.
The Characters wil have complete aecess to this
computer during their stay in Central City,

Fornik 7 Computear

INT: 7 WILL: 0 MIND: 0 BODY: G

Uses: 4 Duration: 20
SEILLE

Detective: T APs

Medicine: Forensics: 7 APs

Military Science: Cartography: T APs

Scholar: T APs (Major Earth languages,

Snciology, Psyehology )

Scientise: T APS

Spy: T APs (Coding, Photo Interpretation )

To use the computer, Players need 1o key in certain bits
of information. The only items which will give the Players
a worthwhile response gre the code words which are
given in the note to the mayor from Lhe Secret Society.

Clue words are given at the top of each erime. The GM
should use only those clues for the crimes which heor she
has chosen for this particular version of this adventure,
On the note to the mayor, the clues should be listed in the
arder In which the erimes will cecur, although this showld
obviously not be told o the Players,

When any of these clue words is input into the Fornik 7,
the display screen will respond with the information list-
ed in the respective section, For instance, should the
words “lee Cold Dinks" be entered into the computer,
this would appear:

MNOTE: This encounter's information continues and the

14 Fornik 7 computer readouls appear on page 19,

The GM should give the three clues that correspond 1o
the erimes he or she has chosen to run. For these clues,
consult the main headings in Encounter 3, Fornilk 7. The
GM should choose the three underlined clues that corre
spond to the three erimes his/she has chosen Lo present to
thie Players.

Play now procecds with Encounter 1, The Magor's
Office.

l PRESENTATION

Have a copy of this note on hand to give the Players, in
case this option becomes necessary, Five seconds after
the Players have read the note, take it away from them,
crumple it up fercely, and throw it in the garbage, not
allowing any Player to redrasye il

NOTE: Should the Players request clarification frem the
computer, the Fornik ¥ will give its hypothesis as to which
site s most likely to be most sttractive Lo oriminals by
highlighting each choice with an asterisk *, (Should the
Player Characters make such a request, the GM shouwld
place an asterisk next to the appropriate/ correct erimee, §

l GM INFORMATION

Other information can be gained from the Fornik 7. 1t
has an extenshve base of criminal files and is programmed
with enough data to make an "intelligent” guess regarding
micdus operandi and other crimingl activities, This eom
puter is linked to all other computers within the Central
City Police Department so it can tap into any fles,

Frram hl‘rt‘, p]a._'..' may |'.r:|"1'r-|'|.-l|"~||. either o Encounter 1,
The Mayor's Office or The Crimes,

| TROUBLESHOOTING J

As to the timing of things, one definite clue and an least
one possible clue have been ineluded in cach computer
readout, IF Characters show up sl the site of one of the
three erimes which will occur during the sdventure, but
perhaps the wrong crime to eccur at the given timae (oo
carly, teo late ), the GM may wish to have the crime going
on. This would facilitate matters for the Players

Sinee the Mlayers have no iden in what order the erimes
will ecour, it deesn't matter when they happen. So, il the
Characters inadvertently step into a spot where the GM
had a erime planned, even if 8 was for later, he or she
might want to think about letting it oecur carlier,

IT during the course of their investigations, the Players
misinterpret the clues and go to the wrong sites the GM
wolkld have two opthons.

173 The first is tio ket the chips fall where they may, The
herses made an noorrect dicision and s their tough
luck. People at the wirong site won't have any ides whad
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the Charpeters are domg thers, There will be no erime in
progress amd no ene will be able 1o direct the Characters
tovward a crime, Meanwhile, the villiains will be perpetirat-
ing thewr crmes al ancther site at the same timie

(e GM should remember to keep time consistent, not
stalling the villaing until the herees can eventually show
. The GM should continually have the heroes find out
abwriit Uher mistakes later cither on the news, from the
mavor, or Trom anolher souree,

Such events can be fun for all involved. The Players
shold b confused it not be tortured with it Actually,
E ks ey seem bo bee o bit harsh, so it is recommended this
opdicon onky be used onee per adventore,

29 The second cholee open (o the GM, certainly & more
logtical ome, s to steer the Plavers towards the right spot
for vach erime, As the heroes head out, a new call may
come over their police band radio directing them to the
correct site or the sounds of alarm bells or police sirens
will attract the Characters” attentions, drawing them to
where the erimes are actually in progress

Should the Characters lead out (o an ereonsous erime
site wit hoat having conferred with the Fornik 7 as to the
ot logical crime boeation, the computer could Mash up

Item

BLS Crprin bom @ Lo which i the most likely ehobee to coinede

with the clue word in gquestion.

If willain names are punched into the computer, the

Fornik 7 will respond with a biography of the sillain bt
will give no gamee statistics. Should the Charaeters peguoest
more information, the computer will state there are insol
ficient data to further analyee the villain

Any other questions put to the computer will be an-
swerod with an “Insafficient Data® statement unless ihe
GM chooses to override the response to provide o more
suitable answer. The computer can anly supply known
information or probabilities. [t certainly cannet forecast
the future, The GM should not let the Fornik T give out
more information than is realistic or allow the Players (o
become tog dependent upon the computer,

PRESENTATION

Put the Fornik 7 readouts on 3 x Seards, as il the cards
were whal the Charmcters were secing on i sereen, Again,
should the Players/ Characters request computer clarifi
cation as Lo which erime s the maost likely to ecour, place
an asterisk next to the event which will ocour and state
that the Fornik 7 finds that event to be the maost probaksle

Event Location

MARCTUS PLAYHOUSE
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1 CITY PARK" Friv Public Comeeri Wew Hrighton
g HOLMES LIBRARY No Nodse Windsor Heights
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o
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o
=
ARDAN JEWELERS City's Largest Diamond Display Danville
E BLUE DIAMOND TEA Toa I'mporters Lawrence Hills
(=] CENTRAL CITY STADIUM* Baseball Diamond Leawood
E GEMS “Joe™ in Street Terms Streets
= GINILL THEATRE Guest Appearance by Rocker University Town
i CITY PARK Frew Comoert New Brighton
] ZND NATIONAL BANK® Transfer of Punds Danville
E ﬁ VALTHNS POODS Payrall Cuthack Brookfickd Heighes
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= {rnin H

Leawndd

City Center
Draamiville

Brookfield Helghts
Mt Putnam Tunnel

1 Flagpaole
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—The Mirror Master —

| Serur

Any Characters interested in speaking with the Mirror
Master must first cross the Edward James Memorial Plaza
to pefch Police Headguarters. The plaea is & lovely open
common ared, et I red brick Iis most prominent fea-
ture, besides a huge, bubbling fountain, is a scaled-down
map of the United States inlaid into the bricks.

Once @t Palice HOQ, the Characters will be escorted by
two armed policemen down to the holding cells, which are
twa floors below street level, This holding level is dark and
dismal. A few of the eells are occupied, although no one
looks up as the Characters enter,

PrLavER INFORMATION

Yo ave exoorted dovwn a lowg, stark corridor alined
with drab and sparsely acoomodated cells, The inmates
aperze aud o ek hollons, questioning eyes,

From i the covrridor, gou hear one of B cops biang
i B bars of o celll tasards the rear,

“Sermationlyy Mare o Seed ik, wnse giig, " e cop SHeers.

Steewrlyy, Seaneeel Scudder raises his head bo giare af o
with brooding eyes. He @5 wearing only pants and is
ebarfornsly swncderuwourished, He s thin bul carvies himself
with a kaughty stance, an obiiously culbiired person.
After a moment Seudder speaks in a rough hoarse vedee,

“What can [ do for you, heroes?™

I GM INFORMATION

No matter what the Characters may ask, Seudder will
b uncooperative. While weak, he is still cocky and self-
assured. After a few of the Characters’ questions, Scudder
will say:

Vool answering any questions because fwon't be
staying long. I'm part of a big group and theyve gof
Mans. They won't be leaving me here, 5o Foe gol nothing to
airin by chatting with gou pantypeoeists

Villains who are captured during any of the erimes will
be taken to police headquarters, They will be questioned
by police, although they will refuse to talk. IF they are
Interrogated by the Characters (villain's INT/WILLvs. the
Character's INT,WILL), the villains will reveal the follow-
ing information:

The Crimes

NOTE: It i5 unlikely that Scudder will attack at this time,
Of ecourse, if any Character is particularly belligerent or
physically assaults Scudder, he will reply in kind.

If asked, the guards will say that Scodder isn allowed
any clothes or full rations during this rash of criminal
activity because the mayor s afraid Scudder will find a
way to use such materials to make an escape. The mayor
doesnt want to take any chances during this state of
EmMErgency.

Should the Characters order the guards to feed and
clothe the prisoner, they will grudgingly comply. Although
the measures are harsh, the guards will attempt to em-
phasize that these are dangerows times in Central City.

This should be a good opportunity for some in-depth
role-playing between the GM and his Players. OF course,
Scudder will never be grateful and will not help the Char-
acters at this point. Any Persuasion or Intimidation at-
tempt on Seudder are made at +4.

Play may procesd with Encounter 1, The Magors
Office, The Radio Option then The Crimes, or Encouan-
ter G, (voldface’s Ultdmatum.

| TRoOUBLESHOOTING

The GM should be certain to deseribe the plaza to the
Players as their Characters walk through it

The heroes, if they are even Taicky well-known, may be
harrassed by some of the cons in different cells. Bude
comments about the Characters’ attires such as, “Look af
thet Bl grueyy in the pink Bglis" or, “Hey, can gon guis
give me an aulograph or did o forgel powr cragors?™
might be passed. IF Seadders voice gets loud enough for
all to hiear, the heroes will certainly be raezed on their way
ol

If the Players are still having trouble getting started, use

The Radio Option, page 13, and proceed to the First
Crime,

The villains are, of course, Opposed to any Character's
motivation, so Persuasion attempts will be at +4. The (3M
may decide if the villaing have a Personal Vendetta going,
which results in a +7 modifier to a Persuasion attempt.

Captured villains will be taken to the samie hiodding leviel
as the one where the Mirror Master is being hebd, They will
be stripped of their uniforms and given prison garb to
wear, If the Characters have not spoken up on behalf of
the incarcerated felons, the erooks will be kept on half
rations until this emergency is over,

During the course of & play, a villain might get captured

before his crime occurs. For example, Captain Cold might
get caught during the Cheetah's crime while his crime was



suppossd te come up next. In this case, the GM should
think to himsell “What would Goldface do™

It is most probable that Goldface would simply choose
ancther crook, current by feee, to Pun the crime in Captain
Coldds place, The GM (a8 Goldface ) eowld either move the
third erime up into the second slot, getting a new crime
for third or he/she could choose a new crime to Gl Che
gsconl shot.

To best role-play each eriminal, the GM should consult
Lhe Rode-Plaging section of each Character’s description.

Important Note

IT at any time three or more of the founding members of
the Society and/or four or more of the pledges are in
custody, a special message (Goldface’s Ultimatum) will
be broadeast throughout Central City, In either case, one
of these captured villaing will be the Mirror Master, since
he is already in custody, to give the Player Characters an

apportunity to elicit his aid. In this case, play proceeds
with Encounter &, Groldface’s Lltimalum,

NOTE: Should these major crimes prove to be an insuiT
clent challenge to the Player Characters (which probably
means the Players are all running Superman ), the GM
miay wish to include a number of smaller, simpler crimes.
For instance, on the way back from the First Crime, the
Characters might spy & purse snatching (stats for a nor-
mal thief appear in the Gamemaster's Manual, page 57 ), 1t
doesn’t have to be a big erime, just enough to indicate the
continuing societal decay of Central City.

These smalltime crooks will have no idea about what'’s
going on with the Secret Sockety. To determine other pos-
sible small crimes, use “Creating a Quick Adventure” in the
Gamemaster's Manual, pages 13- 15, None of these crooks
will possess any extraordinary powers.

It is important to keep in mind that while the encoun-
tors are listed with numbers 1-8 (along with the six in-
cluded Crfmes), this is not to indicate any preferred of




mandatory onder, The GM should refer to Design Motes in
the opening section to determine the proper placement of
1 .|'|l"‘-i| ol ]| ] ]

For ease of kentification on each map of & crime arsa,
the villains have been keyed in by these letters

o Fied Miper bl Shark

5T - Shadow Thiel L3 Chironos
CH Cheetah kM Killer Moth
MM - Matter Master i Copperhead
Gl - Golden Glider Ll Cadalbel e

CC - Captain Cold

—Crime 1: Captain Cold—

SETUP

GM INFORMATION |

CODE WORDS: Ice Cold Drink

Cvutside of town, about 12 miles 1o the north, rests the
Central City reservoir, The reservolr is gu arded by three
alder men on alternating eight-hour shifts. This reservoir
supplies 80% of the water to Central City,

PrLavER INFORMATION

O gppeproceclieg the veservorr, you note thal the gate
Rz B srnenstiodd (R A i el Bonise (s o I!-.'H'ﬂlﬂ. irstde
whieds Hos an old, wnecmscions man 0 a guard s undformm

Arrivirigal e reserooir itzel), o see a witite panelled
trock paekedd fo one gide. Captein Cold and some of his
coharts are busily setbing wp what looks o be a lechno-
fiwpically advanced connon, They are inlend wpon their
wark ermed ofcae T e Fo Bervee spoddeeed T

The guard pow saw lying wnconscices in the guard
Trirn s .-'rrr”.ir.-.qm'_al.l erq'.:-clll"nﬂrj it Etele tJ'flfJull" FoRerFin e o
the otherr, soemvingly oblivious tothe villains or pourselves,

IMthe guard is revived, he woill tell che Player Charicters
the following:

"Yeah... this gronp of weted-looking clarieters a0
truck busted in, heading for the resereoir.

Captain Cold ks in charge with the Shark on hand as
advisor. The Piesd Piper and the Shadow Thiel are helping
to man the Cold Cannon, an enlarged version of Colds
gun. Cheetah and Golden Glider are in the truek, lyving in
walt for the heroes, while the Shark 15 in the peservod
itself, Matter Master is disguised as the guard, and will
attack from the rear,

COLD CANNON

(DEX: 0, STR: 14, BODY: B)

HP Cost: 40, Ulses: 1, Durstion: 12
Powess: lee Prodoction: 14

AY: 5, EV: B, RANGE: (-4, 5-6, 7-8

The Cobd Cannon s somewhat mobile and may bee ised
against the Player Characters, However, it s very bulky
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and it will reguire 3 APs of time to move, aim, and shoot it,

Alter the Characters show up at the reservoir, the vil-
bwins will, of course, know of their presence, and will stop
oprerations on the lake to begin baiting a trap.

Captain Cold’s plan is to freeze the reservoir, therehy
depriving Central City of its water supply, In effect he will
have stolen the very liquid of life, He will hold it for ransom
amd expasct Lo get a high price from the city.

Following sassembly, it will take 6 APs of time for the gun
to become active and to begin freezing the water. The
Shurk will, of course, jump out as the process begins, [t
will take 12 APs of time for the reservolr to become com-
pletely frozen,

After the Player Characters have either defeated or

been defeated by the villains, play proceeds with the next
crime the GM has selected.

PRESENTATION

loe cubees and a strong fan can be used here. The fan
should start Blowing air over the bce cubes as the cannon
is activated, sending out waves of cold air, A well-supplied
and aimed squirt gun could readily give the feel of a fall
into the reservolr,

— Crime 2: Pied Piper —

lSETUP

CODE WORDS: No Sound of Music

The Central City Orchestra, rehearsing for the upeom-
ing free public concert are under the bandshell in City
Park. It is a conical bandshell set before an open lawn, The
orchestra s renowned as one of the finest in the country,

PravER INFORMATION

As yon ocomie through the park, pou kear the lilling
strameds of bevrutiful music, You Heten carefully cherish-
iy vach duleef wole wlich grows lowder as you near the
bandshell, Suddenly, the park falls silent, the music
stopped in mid-nede

As you kurry aeross the lawn (o the bandshell, you see
the Piosd Pper standing there prowudly. He hoawghtily looks
ard yoer, splosced g

Ak it s suck o pleasiive o see some rew blood getting
freter Phae howo eppme, Ton Bad yon ' mever live to hear the
applause of e pabilic, ™

With that, the Pied Piper puts his pipes to his lips and
drawrs a sfow, lozy brealh.

attached to strategic spots on the shell causing it to res-
onate in reverse sync as the music, nullifying the musical
misbes,

Killer Moth is overseeing this caper from the lawn,
Shadow Thiel is operating from inside the shell, while
Golden Glider, Matter Master, and Captain Cold are posi-
tioned at various spots on the osutside of the shell,

Each of the electrodes is attached to a generator which
is currently hidden in the bushes behind the shell. Chee
tah is there, waiting for the Piper's signal to turn it on,
Should the Characters attack, Cheetah will abandon the
operational generator to join the fray.

Following this encounter, play proceeds with the next
crime the GM has selected.

| TROUBLESHOOTING

The shell has a structural rating of BODW: 17 and of
Weight: 14. There are forty members of the band who are
present at this rehearsal. Mher than being outstanding
musicians, they possess normal statistics

The musicians are all mesmereed and can't move, They
do not possess a “mob” potential, although their salety is
certainly at risk. The musicians will snap out of the Piper's
control and flee to safety (along with thelr instruments)
at the first attack by either hero or villain

GM INFORMATION

I PRESENTATION

The Piper's objective is to permanently silence the or-
chestra, making it appear he has stolen the sound from
every instrument. Actually, he is turning the bandshell
it=elf inte a giant sound damper. It is the shell that is
sucking up the sound, for the Piper has had electrodes

The GM should have a recording of classical music
softly playing as the Characters approach the cone, It
should be abruptly turned off as the Piper strikes, An
inexpensive Mute or whistle, or perhaps even a kizoo, can
simulate the Piper's pipes,



—=Crime 3: Matter Master -

SETUP

CODE WORD: Diamonds

Central City Stadium is located in the Leawood section
of town. It is a small, cozy stadium, designed primarily for
baseball games and seats approximately 36,000 people.
The outfield walls are beautifully by-covered and the
absence of lights for nkght games B conspicuous, As such,
should Central City's ball team reach post-season play,
the playofl games will be moved to pearby Gotham,

| PravER INFORMATION

There £s v geerne Boda gy, so the stadivm is emply, Malter
Mister stands alone at home plate, seening 6 b coreen-
trafing on the ground, Swddenly, the enfire stadinm
shakes, There is a lowd runibitng as the very earth moves
iapeed !Ell':l'.ﬁ H:w*{,l"ir.ll.l;.r e i

l GM INFORMATION

Matter Master, who is a bit of a loudmouth and a show-
aff, s out to steal the bigeest diamond in Central City. The
ather villains, including Chronos and Killer Moth as
ushers, are positioned in varlows spots around the stadi-
um. Copperhead reclines casually in the feft (eld
bileac hers.

Matver Master plans to decrease the gravity arownd the
playing field so that it will float into the alr, Then, using
Lhe powers of his Mentachem wand, he plans to push the
dirt cut towards the airport. Notb only will it cost the city a
fortune to replace the ruined playing field but dropping
thi dirt at the airport will foul up air-traffic for at least a
week. Matter Master wants no money; he is simply out to
cause a5 much trouble and confusion as possible,

Matter Master needs to concentrate in order for his
wiand Lo work. When he loses his concentration, if he is
alttacked or distracted by one of the heroes, his control
over the over-moving stone is broken, Il this happens
while he is bevitating the ballfield, the ground will fall
within 4 APs of time

Following this encounter, play procesds to the nesxi
crime the GM has selected,

| TroOUBLESHOOTING

Matter Master will attempt to take the diamond to the
Coentral City airport, Using his wand to create a magic
platform out of earth, Matter Master can fy so he will be
able 1o propel the dirt through the air, The Characters
should be very cautions of disturbing the Matter Master ai
this paint, for il he drops the dismond of dieg, i will
endanger the city below,

The Characters might follow the Matter Master until he
drops the dirt at the airport and then attack; should they
defeat the villains, the Characters could force Matter
Master to return the dirt to the stadiom, The Matter
Master can also will his wand to use the dirt as an attack
wieapon using the Wand's Animate Ohpects power

l PrESENTATION

The GM should shake the table and pretend to strabn as
thie growmnd is lifted by Matter Master with the Mentachem
wanid, Also, a cardboard cut-out might be wsed to repre-
sent the ballfield in the air, supported above the Central
City map {pages 16 and 1T

IMsomething happens to Matter Master or f he loses the
wand, the cardboard diamond should drop, thus showing
what area of the city and figures are hit by the dirt, The
GM should be certain to make the ballfield cut-out pro
portionally sized in comparison to the Central City map,

—Crime 4: Killer Moth —

SETUP

GM INFORMATION

CODE WORDS: Money Shortage

The Second National Bank is located on Fairfax Avenue
in the Danville section of town. A big, grey building left
over from before World War 11, it is three stories tall and
looks more like a library than a depository, The entrance
is guarded by a man positioned outside the bank’s huge
glass doors,

| PrLavER INFORMATION

Ther cily streets are foirly empty when gou areise, e
cepd for the wsuad gfternoon workers. There i no sign of
ther willadns or gf any eriminal activify af all

24

This is Killer Moth's crime. All of his villainows cohorts
are gathered on the bank’s rooftop with him or stationed
on the street below, Chronos is hovering nearby on his
sundial platform. Only those heroes who arrived at this
scene by Mying will have a chance of noticing the waiting
villains { S T.r'l'ulf.lh':ﬂhu.rh'ny}_

Unless in the presence of either the mayor himself, a
high-ranking law enforcement officer, or an official doc
ument from either, the Characters will not be admitted
into the depository, They will be allowed into the muain
cammon area, but oo further

Actually, the GM should keep the Characters outside
the depository itself, sinee the main action will take place



there If, fmllowing an allowable Perception check, the
Characters are caught inside when Killer Moth strikies,
they will find themselves shrunken along with the building.

Killer Moth will become aware of the minified heroes
following the crime and will enlarge them prior to Deesing
thie seene with the depository. As he attempts escapse, he
will sniser, *f thorghl o heroes might fike a little boost, |
rrdert s Kvvewr o awewe small pebatoes""

Moth's plan s to use [our shrink dises which he has
placed at strategic points inside the depository, These
dises, controlled by a small box in his hand, have the
capacity to shrink a building with BODY: 15 and Weight;
14 within 4 APz of time, When he presses the control
button, the dises' powers will e engaged and he bailding
will s Il'l.!'l.r.i'll"ltl'_l,' shriink vo the si@e of a small luaeh box
with BODY: 25 and Welght: 0

SHRINK DISC3

(DEX: 00 5TH: 2 BODY: 2)
HP Cast: 256, Uses: 1, Duration; 15
FOwWER: Mimic Shrinking: 223 Al's

Following this encounter, play preceeds with the next
crime the GM selected.

Characters can only be shrunk during this encounter if
thew are inside the depository, The shrink dises, which
Killer Moth was able to get from an evil scientist friend,
wirre designed solely to shrink this building. He would
have to reset [ Moth's Gedgetry va, OV/REVs of &) and at-
tach them to a person before they would shrink that
[eEFSaT

While the GM should avoid letting the Characters be
shrunk, if the Characters are caught inside, they will be
shrunk along with the building. They will remain shrunk,
and may operate at this size, until Killer Moth returns the
Player Characters to thelr normal sizes, an action easily
done by reversing the polarity of each shrink dises so that
the object grows instead of shrinks.

Any minified Character with a Gadgetry skill able to get
I RAP or more against the dises (OV/RV: 41 will be able to
do this on his/ her own. Il this occowrs, Killer Moth and his
associates will Nee the scene immediately, leaving the
shrunken depository. The Player Characters may then
re-sizge the depository themselves,

PRESENTATION

| TrouBLEsHOOTING

A Perception check showld be rolled for cach Charac-
ter to decide if he/she looks around and notices the erim-
imals an the roof across the street,

This may require a few props, but all that is basically
necded is a shoe box and asmall matchbox, The depasito-
rv shoe box will start out big and then shrink to matchbox
size if Killer Moth is successful. Herses and villains who
enter the depository should have their action figures
placed within the boxes,

—(Crime 5: Shadow Thief —

ISE'I’IJP

CODE WORDS: Tunnel Vision

After leaving Central City, the Trans Terra Express
runs throwgh Mount Putnam Tunnel as it continues on
from Gotham City to Star City. The big luxury train s the
first experimental version used in this country, lts design
is based upon the “Bullet™ trains of Ewrope and the Far
East.

Today the train s carrying a load of precious artworks
on their ways to a musewm in Los Angeles. The insurance
companbes have tried to keep this a secret and few people
kEnow about it

| PrLAYER INFORMATION

Comving wpon e Mount Pabaam Tunnel, pow see noth
g wnuswal, Stepping in closer, you see a few shadows
meere gy Erstele the fuvenad, They are granting and seem fo
b Fifbiveey sonmasthing foaiy.

| GM InrorMaTION

Following the railroad tracks out from Central City

reveals nothing, It s only at the tunnel that any events will
CEOCLLE,

DIMENSIOMETER - Large Size

(DEX: 0 STR: 20 BODY: 12)

HIP Cost: 250, Uses: 1, Duration: 10
POWERS: Two-Dimensional: 20 APs
AY. 4, EV: b, RANGE; 0-2, 34, 5-7

The Shadow Thiel has set up a version of his Dimensi-
ometer right at the mouth of the tunnel, It is very large, 5
anchored Lo the roof of the mouth of the tunnel, and is
immisbile,

His plan s 1o send the Trans Terra Express rumbling
into his shadow dimension where i will rermain antil he
gets a five-million-dollar ransom. He doesn't know any-
thing about the cargo the train is carrying. The artworks
will only be "extras” if he gets away with this crime.

Shadow Thiel is in the tunnel along with Captain Cald,
Matter Master, and Copperhead. Cheetah and Golden
Glider are positioned outside, keeping a watch on things,
The Pied Piper is hidden on a ridge above the tunnel.

Following this encounter, play proceeds to the next
erime the GM selected,
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— Crime 6:

l TROUBLESHOOTING

The GM should not be overly concerned if the Chara:
ters are caught by the Shadow Thicels dimension beam,
which can occur by their simply stepping directly into its
path, The GM could play this to the hilt, having the Char-
acters struggle to return from & misty dimension of shad-
aows, However, this should only be asimple side-encounter,
occupying the Characters just long enough for the villains
Lo escape,

I the Characters should e caught, one way oo get them
back to this dimenston s o have them simply step back
into the spot where the dimensiometer B contacting the
shadow realm,

The different realms are easily identifiable when the
dimensiometer is operational. The dimension the Charu
ters are existing in stems as physically noromal as ever, the
apposite realm appears misty and non-corporeal. Such
an obvious difference would casily allow trapped Player
Characters to locate reference points to return to their
own dimension.

If the GM decides play should not get this involved, the
dimensiometer, which has been pre-set to accept the
train, will not be ahle to incorporate the bodies of the
Characters, In this case, the Characters will simply be hit
by the beam as a 20 AP Physical attack

PRESENTATION

The room lights should be turned down low when the
Characters are in the tunnel, have been caught by the
b, or wher they are HH!“IIIH the Shadow Thiel A
powerful Mashlight shined into the Playvers' faces could
girmulate the dimensiometer’s beam

Cheetah ——

| SerUr

I GM INFORMATION

CODE WORDS: Change of Spots

[he Wiyler Zoo is located in the Brookeld Heights sec
L of Lo, A pasde of rare, endangersd Snow Leopards is
on loean from the People's Zoo outside Moscow, They are
fioiisad b s Demperalure-cont rolled envirenment inside
Ehve Husdlsorn Pavilion

l PLAYER INFORMATION

Haaling toecaeds e Hadson Pavilion, o see o
now by of pevepelet gertheveed ontside, They arve all fooking
Ehronnaple cn ned malonn ok the pee Er o 2teiking Snow Leppards

iy clomer dnspction, iou sotfoe a Bl rd oopard-figere
e pg dm setdl e enpenme 5 Yoa pevesgeiise 0F as Chaeetad,
vy fpens ooty gudned  ewdirance (o the povilion
thywinagie o wodiecahle the hode fn e side wall

Cheetah is here to capture the leopards. She actually
hopes to return them to the wild but she's told the ofhes
villains that she wants to hold them for ransom, Central
City and the American Government will pay a handsome
price for the leopards, if for no other reason than to avoid
an international incident with the Soviet Union

Golden Glider B with Cheetah, corrent iy jumpang il
to distract the cats, Matter Master formed the hole in the
wall: Captain Cold i keeping the temperature at i con
stant level to insure the safety of the animals, Pied Piper,
disguised as a normal citizen, is standing with the crowd
ot front. Shadow Thief is hidden behind the rocks, while
Copperhead waits in the truck outside

Mo matter what else happens or who is involved, Clee
tah will not let anything happen to the lsopards, Other
than that, the villains will use any method necessary to



escape. They will even capture and hold civilians if
ez falis,

Following this Encounter, play proceeds with the next
crime selected by the GM or with Encounter 5, Goldface's
Liltimatum,

l TROUBLESHOOTING

The onlockers should be the primary concern of the
Characters. There are ten people watching the theft, nine
citizens and the disguised Pied Piper. Some of these peo-
ple will panic, some will just be in the way, The GM must
keep track of them, even if all ten run for cover ( Pied Piper
doing =0 to maintain his anonymity ), but he or she should
try ter use them o bit more ereatively. The villains may use
thise citizens ns shields or as hait.

Another thing the GM should watch is that the heroes
don't hurt the beopards, These are very rare and valuable
animals and their loan o the 1S is a sign of trust on the
part of the USSR, The leopards, however, will be very
irightened and will have no such compunction about
hurting the Characters,

LEOPARDS

Attack Advantage: 4

PoweRs:
Running: 6 (limitation of five
phases)
Analytical Smell Tracking: 2
Stealth: 3 {Habitat onldv)
Camoflage Self: 3 (Habitat only)

I PrESENTATION

The fan here may help simulate the temperature
controlled environment. Also, almost every plastic toy zon
set has some small leopards or cheetahs in it IF the siee is
right, these might be able to be used here.

—(oldface’s Ultimatum —

— =

ISETUP

S0 PM - Thursdagy

Goldface has taken control of all broadcast media to
deliver his malevolent challenge to Central City and bts
wisiibd-be hieposes,

| Praver INFORMATION

As pon relaxr back af your headguarters after jobs
eoell-dhone, g swited on the Clannel T 500 news, Sed-
denly, your felevision loses its sigual as static disrupls
the airaoes,

Then a shadowy figuire canr be seen. Highlighled on a
feehle befiore Rim @5 o seale model of Central City, The
[figrare binpins speaking i a deep, melallic voies

“lrreetings, citizeng of Central City. Four curret leod-
ers, whom § shall soon replace with my oun associales,
have chogen to involve hemselyves in my affairs, They
Ko zewe 28 b eweipenipet . greenie e of eosfurred wvigilanies fo
battle and fncarcerale people working with me

“foan no longer olerale this dnderference, [Fall of my
cellivagues, including the upstari Mirror Master, are not
redensed, and {f ench of these roughneck vigilantes is wol
aed of this towwen by G000 this evening, [ will be foroed to
blow Central ity wight off the face of the map!

“f have seevelly ploced erplosive charges througho!

Central City suffcient to level is fnsigmificant place. |
perget el citizens foagree o miy demands . or there T hea
Rt e in the old bovn Gl

e simms o o llic fist downe onto the model, smasking

if fo privees, A bevring viston of yellow-gold lunges memac-
fngly forward, filling the screen,

Vo spenics ealafaee!"

After o caleulated dramatic pouse, he fronsmission
breakes aff.

| GM INFORMATION

The Characters will be unable to track the signal, so
they cannot Instantaneously figure out Goldfaces current
lecation, However, they should now have more than
enough information to fgure out what Goldface has
planned.

Mayor Field will be anxious to comply with Goldface’s
demands, He will urge the Characters to leave the city and
will call for the release of the captured villains, He will do
this right away, unless the Characters come up with a
better plan.

Checking with the various television and radio stations
will reveal that while their signals were all interrupted,
none of their facilities reported a break-in or was taken
over, Since the signal had to have an origin, one radio
station personnel will suggest that one of Central City's
tallest buildings may be suspect:

“A porwerful enough signal eould reach anyehers from
the fop of ovie of hose babies, ™

The tallest building in Central City 18 the Hardwell
Tower: the second tallest is the Waterloo Bullding on
Landover Avenue. There will be no available information
of any kind at the Hardwell Building

Play now proceeds with Encounter &, The Flaza.

I TP-D'U'J;LEEHU{}THFIG

Afer Goldface makes his announcement, If the Charac-
ters still haven't realized what Goldface's plan s, the




Characters might get some inadvertent help from the
villains, whao all know where the explosives are and will
start to panic, demanding to be released or taken to
another facility.

Word of the noise and the panic will certainly be passed
on tothe mayor and//or the Characters by policemen. The
villains will be anxious to leave the premises because they
will assume the explosives have been buried beneath
Police Headquarters, when in reality the are hidden
underneath the adjoining plaza.

The Plaza

I PRESENTATION

To simulate Goldface’s voice, the GM should get a short
metal can and cut ocut both ends. One end of the can
should be crushed to hall-closed. The GM should speak
through the opposite end of the can, which will cause
his/ her voice to vibrate off of the metal sides.

OETUP

| GM InroRMATION

The Edward James Memorial Plaza between City Hall
and Police Headguarters is made of red brick. There is a
small map of the United States inlaid into the bricks, with
a Magpole sticking up from a star which represents Cen-
tral City. There is a number of trees throughout the plaza,
intermingled amongst the benches and tables. There is
alzo an clegant fountain in the plaes

PLAYER INFORMATION

A large number of people i5 in the plaza, going abouat
daily business, Old Glory Mlies proudly from the new Mag-
pole which stands near the center of the map of the
United States

There are explosives with a destructive force of 20 APs
hidden beneath the Qagpobe in the plaza. The explosives
are on a timer which is set to go off at G:00 PM. The
explosives can be disarmed by disconnecting the timer
from the detonator, The timer is connected by four wires,
a red, a vellow, a blue, and a green one, The green wire
must be pulled/cat first, otherwise the explosives will
detonate immediately.

thlljld the l1'-.’ﬁ'| rh-i."nll.- Lin ghis with the 1"|'I'.‘H"|‘I[.illlrhrl L
aoutlined to follow, hefshe should allow the Plavers to
examine the wires that are inked to the explosive deviee,

Those Characters with Military Science, Gadgetry,
Scientist, or Detective Skills may be able to gain elues from




the wires, The bomb has OV/RVs of 10, s0 Characters
should attempt to gain their RAP against those numbers,

Disarming the Bomb |

Play now proceeds with either Encounter 7, The Mirror
Master Again or Encounter 8, Showdown,

| TROUBLESHOOTING

The pedestrians will crowd in to see what's going on as
soon as any costumed herces or villains arrive on the
seene The crowd will grow larger as the Characters begin
digging or breaking up the ground, As always, iInnocent
pedestrians should be a major coneern of the Characters,

The Player Characters should make an attempt to dis.

perse the crowd or at least keep them back from the area.
Ifthe Player Characters pull the wrong wire orif the timer
reaches 600 PM, the bomb will explode, Alert Player
Characters may attempt to contain the powerful (20 AP)
blast at a +4 modifer, but should the blast oecur, buildings
may b destroyed and nearby persons (even Player Char-
acters) may be Killed,

| PRESENTATION

This 15 a bit tricky. GMs are strongly discouraged
against using any kind of explosives at all during the
course of this game. Not even finecrackers act &8 an accept-
able alternative.

Ifthe GM feels a prop is really in line for this encounter,
he/she could get a kitchen timer and hook up four wires
or cords to it, being sure to keep the eolors the same as
above:; hopefully the colors will be a clue to the Players.

The GM should then run the wires either under the
table to where they're out of sight or attach them Lo an
empty cereal box or inflated paper bag, set the timer for
the amount of tme the Players have left, and when/if the
bell rings, pop the bag The noise will be surprisingly
effective.

-The Mirror Master Again-

SETUP

Returming to the same dismal detention bevel as in their
first encounter with the Mirror Master (see Encounter 4,
the Characters are ¢scorted to Scudder’s cell. Scudder
seems more robust now, He looks healthier and shows
mcere vitality, He also seems angry and anxious to talk (o
the Characiers,

PrLAYER INFORMATION |

You are escorted back doum to the detention level to
Samuel Scudder’s holding cell. He seems to be in better
sharper, both mewtally and physically, than the last time
won sawe i, although he doss appear to be stightly
prerturined,

Seudder sneers af you through the bars: "Those charla-
Frrmes howe BT e stranded heve, Teowld rol @n this cell and
Py conelidn | have cored less. Well, T'mogoing o show them
narvenr far Bapker Bher Mirror Master lightly. Twant to blow the
wilvistle on the lod of them,

"I know where all these socomd rate orooks are and
wlee! s gy o Jean lead gor right (o their hide-out. Al
gt have fo o i85 gef v oul of bere,

Sewdder looks ol you quizzically,

l GM INFORMATION

Scudder does indeed know where the Citadel Sinister is
leecatedd amd he is truly willing to trade this information for

his freedom. He will not divalge any informaton cheaply
and will demand & full pardon for his crimes. He will settle
for a release and acquittal on this current erime, however,

If hie and the Characters can come to terms, Scadder
will demand his sult and weapons, sayving hell necd them
for his own protection, Afver all, his argument goes, he is
about to lead the Characters into the den of a group of
deadly villains and he should be able to defend himself

Scudder ks sincere in his desire to help the Characters,
at least for now. Onee he gets his uniform back, he will
lead the Characters to the Citadel. 1T the Characters re-
Tuse to return Scudder’s suit and equipment he will pefuse
to divulge any information to the Characters, He may be
Persuaded, but any Persuasion or Intimidation attempis,
or moves to renegotiate his terms, meet with #4 Column
Maodifiers.

Play procesds with Encounter B, Showdown.

l TROUBLESHOOTING

The GM should not let Scudder give in too easily, while
also remembering that he is fairly willing to bargain, The
GM may wish to have the villains in the nearby cells
interject their thoughts and threats as the Mirmor Master
divulges his information.

Ot her villains captured during any previows encounters
in this adventure will also be incarcerated on this level As
the Characters approach for this encounter, the villains
will warn Scudder not to say anything about the Society.



SETUP

The current headguarters of the Secret Society of
Suprer-Villains s located in the Waterloeo Building, & sky-
seraper on Landover Avenue, near the border between
thee City Center and University Town sections of the city.

The building, standing at Oity-three stories tall, is of
fairly new constraction, being made of o mostly dark ghss
exterior and having an imposing air about it It s current-
Iy ther second-largest bullding in Central Ciey,

The bottom forty-one Noors are eccupled by legitimate
businesses, although some are dummy corporations for
all sorts of activities. Global Travel on the first floor,
Lupton's brokerage firm on the [ourth, and the tenth
Meeor’s Conelli Inswrance are all businesses which are
fronts for Goldface and his molb,

Floors eleven and twelve are cmply exeept for storage
facilities. Floors forty-two through fifty-three are given
ovier bo the workings of the Secret Society of Super-
Villafns, under the guise of Golden Personnel

The Characters will have mo trouble gaining entrance to
the building. Their progress will, of course, be monitored
by Goldface and his cohorts. Consulting the directory in
the lobby reveals that the majority of the upper floors are
leased to a corporation called Golden Personnel,

Showdown

Using the Perception Checks rules, Characters can gain
the information listed on the table below vs, OV BVs of 4.

In the interests if expediting play, the GM miay wish tio
let the Players see the directory provided even if the
Characters did not receive the necessary RAPs.

All currently-free villains will be gathered in the Con
ference Chamber when the Characters appear, Under
orders from Goldface, the villains will not attack any

Characters untll he talks with them — unbess of o

the heroes attack first,

i L



IT the Characters have arcivied peacefully, they will be
bnviled oo osal oat the table for a moment as, rom the
shadows, behind the curtains, a deep voice addresses
themi, 1T the Characters have fought their ways into the
clinmber, as they enter the room, the voice addresses
thiem,

| PLavER INFORMATION

Az gt emler the chamber, you hear o deep, metallic
vwste ernn riale from bebiind the darkened cortains al the
b o o the v,

“Werlermmae fo oy PEtEe epromi . Als o e wece clomelil seem by
porer, geeel feroes have no chanee fo beal our Society, Crim-
tnaenls are §aloed goom fobe the ruding body beve in Central
ity Menrever, we e nof creed hetags. We're merely baesi-
ness peiagale and are wdlling o make gou an offer,

Wil e el d et et e i m bl s, Youd el recedow an
eapioaad sherre gf the been e £ wealtly, as well as all the
cbherr bengfils of our evganization. OF course, should jpou
decide wed o frin us, we'll be forced o eliminale gou.
MTeeme awe our ferms. ™

The reween_falls to silenoe,

| GM INFORMATION

Goldface's offer s sineere and he will treat the incoming
Characters as guests, should they aceept. IF any or all
Characters refuse, the villains will attack those Charac
fers imimediately,

The M must b aware of which Characters decide bo go
over ta the Society and which choose to remain heroes, 17
there his been aspy in the ranks of the heroes, now is the
time for him to reveal himself

I TROUBLESHOOTING

The reEaction of the Players is very important here in
Ieht of both role-playing and final Hero Point distribu-
thons, ms any hero who legitimately joins forces with wil-
laais will Jose @ll Hiero Points whiech would have been
awarded hom her,

If fewer than all of the Players agree to switch sides,
Goldface will order the ones who have switched to battle
Lor Ehe death the ones who have refused. IF the remalning
heroes declare Killing Combat, they immediately forfeit
all potential Hero Point Awards.

If the Mayver Characters are defeated in battle with the
Society, such a defeat will be reflected in their Hero Point
totals, A total defeat leaves Central City at the complete
control and disposal of Goldface and the Secret Society
of Super-Villains

Should the Characters win the battle and capture or
drive the villains from Central City, the GM should consid-
er such valiant actions in his her disteibution of fnal
Hero Point Awarnds,

~ DIRECTORY

Waterloo Building

Occupant

Gilobal Travel

Gizmos and Fun Staff

Yazmine's Skydiving

Lupton's Brokerage Firm

| Bt A T o e LU + Wordsmiths of California
Pogpesorn City

e e S T e . KTC Pharmaceuticals
Rick™s

Ther Conliguration

Conelli Insurance

Varant

Varunt

Miriam Bender Diagnostic Center

Kuehr Detective Agency

Tomfoolery, Inc,

Kirk's |:'::h'lt'1"p|:'|:~'1".'-

The Juarnstrom Corporation

Finch Law Firin

Arthurs Aviary

Laowssch Marketing

The Duckstores

e, S o el T Sandberg’s Cubbychdle
Giray Compulers of Atlanta

Jenkinstyme Wateh Repair

Wink's Bedding

CHP Florisis

Rensbhaw Video

J1I|11"HI H WA AT

B0 e is i nnennensnas Wall Inspection by Tybali
AL a it e  wmn TCATUIEY Stationery
B e e aaiae s aas s Ts Flick Concesalons
e nwewn we e s ww o RRIPH'S Gupples
Mo i sssssss The Unnamed Aquaripm
OB s rrnennnnnnnssss s ams House of No-Mos
B s i ncnsnne s Johnston Engineering
BT covensesasesassssss REtirement by Deckard
BB s ivnnnnninesinses s« 0Dl Tennls Supplles
BB e eiaiiansnnnnnesssas Glaberon Electronics
B e e ane e ie e A0TYS Secret Elevators
L .eiinnene e we s THe Foroes of Darkness
BB ... as e e Golden Personnel
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Endgame

Hopefully, the Secret Society of Super-Villains has
been defeated and Central City is once again under the
control of Mayor Field and the legal authroit

Should the villains emerge triumphant, the
will certainly end up disgraced, if not dead
choose to use the remaining crimes (of ©
order Lo give the heroes another ¢h
hand, the Characters may want
heroes in order to face this cadr

Any Characters invoheed in
villains will be given o spec
tredtied to a parade whic

ureSdiefeat of the
onor, They will be
it Edvward James

cep all the benefits

(office, salary, ins te.) that they care to
reétain, They are ce give up anything they
don’t want or that B2 Lhem tod closely to the
bureaucracy of

The Charact ded the following points
upon the suc of this adventure, A sue-
cessful con de the break-up of the eur-
rient Secret Soci with the capture or disperse-
ment of & majo villains,

ture, depss on the Player Characters” performances
and the ility within the campakgn.

ay wish to include additional Hero Points for

new possible total for successful completion of this
nture,




ITow to Use This Book

This boak = divided into foar sections: GM's Introdue
thon, Uharacters, Encounters, and Places, In any of t hess
secticns, text in italis & to be read to the players.
Gamemaster's Introdaction

The Gamemasters Introduction provides the Game
master with the background needed to run the adveniare

Charncters

This sectin conbiadins aTormation about the Illm'lll
characters, hoth Player and Non Player, involved in the
adventure. Heroes and villains which appear in the Game
master’s Manual only give Hero Points and information;
thi* basie abilithes are the same as given in the Giadne
master's Manual In addition, the information which can
bet pebtaiped (rom each Non-Mayer character appears
Hriepe

Enconmnters

The I Heroies Bole Flaying system s based om eneomn
tiers. Thiat as, the |:||H:,-'v|=r~. i frosm sibwation Lo situmiien
instead of location Lo lecatun, as in other Bole Playing
games, Each encounter is broken ap into ot least three
sevtions Setup, Players Information, and GM Informa-
tion, When necessary there will also be Troubleshooting,
Rules sevtions, and/ or Sidebars to help the GM run the
game,

Places

Deseriptions and maps pertwining to the encounters
are in this section. Briel deseriptions ineluding game stal
stics are provided,

A Note on the Moduale Difficuliy Hating System

Each module which MayTair will publish will have &
estimate on the power of characters, This estimate will be
i form stating For 5-7 Characters Generated using
1000-2000 Hero Points,

Tov dhet e rrmimes whether vour characters will be powerful
enough to wse Che modole, add L e number of Hero
Points messded 1o generate the Attributes, Powers, and
Bkills of the character, including those Powers and At
tributes in specigl equipmeaent that are unable to be por

chiased, The Batman Option and Link Costs are ignored
Arddd the banked Hero Poines and the amount of Hero
Points spent for sqguipment and laks,

Commpuire the Hero Peint bevels to the bracket amaoants
given, 1 the average character in your team Galls within
the Brae kit the module woll likely be o good challenge for
Ehems, Having several characters one or even two brackets
berloww ther stated bracket sill be all right of thers are &
coru prlis eharaeters abowe {he braeket,

Brackeis Typical Groups or Characiers
A5R-F W A A e H-E'p{ll'lllllll.:, Lawvel Characiers
M- M enrmmcseeasastresees The New Teen Titans

without Haven and Kid Flash

(LR EE T vennsnsasansdssases The New Teen Titans
with Raven and Kid Flash

LT T i Justice League wit houl Superman
JUHMI HIM W cenenensas dustioe League with Superman

o T P Wonder Woman

(LR B e kb e s ST PR LENY

ABBREVIATIONS
AR casasaansassirrsesssssss-mttribute Point
AURA L iiiiisiteiasses. . Aura Attribute
AV kA e e e e ee e DL VElue
BOEY s e s e aeis - Bodw Artribute
DEX: " . s s ok wn Iexterity Attribute
BY it e s e b i e i e Effect Yalue
B e e e O e i Giamemaster
INFL: ooiiaisasidanailiom ,nfluenee Attrbute
INL e wstmmie e, Intellgence Attrbute
MIND e i a2 Mind Ateribute
g Meoet A prpaliiele e
P ol dadails Mon-Player Character
oy chsassensassrsrssssnssss WWpposing Yalue
BAPY: et sy at s sk Result Attribute Point
RV crrasseniissrssseasssss REsiEtanee Value
SPIRIT ......ccciiiieiranannnn.. Spirit Attribute
BER e esiwaere e e e Strength Attribute
WIEL: oliiansiretiihena Willpower Attribute




ﬂkay, all you costumed losers and tnped creeps, listen up!

So you think you're tough, huh? Tough enough to handle the
return of the Secret Society of Super-Villains™?

No, we didn’t think so.

We own Central City™ and it’s off-limits to all you wimpy
do-gooders!

So why don’t you and your cotton/polyester leotards find a nice
rock to hide under? 'Cause you Florence Nightingale-types dont
stand a chance against the . . .
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