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The bullding now known as the X-Men Mansion has been in Charles Xavier's family (see Professor X) for ten generations,
since around 1698. Originally built by a Dutch seafaring ancestor out of local stene on the edge of Breakstone Lake in upstate New
York's Salem Center area, the mansion has been electrified, renovated, modernized, and it was destroyed several times. Among
the renovations are the addition of the subterranean hangar buildings, the Danger Room and its suppart equipment, and the high
spead transport tunnels.

The last destruction of the mansion, which occurred In X-MEN #154, allowed the use of Shi'Ar technology, provided by the
then-Empress Lilandra, to completely rebuild the entire mansion to madern Shi'Ar specifications, Shi'Ar technology Is several or-
ders of magnitude more advanced than Earth's and incorparates an inherent self-imp roving aspect that rebuilds and replaces any
malfunctioning or woern componeants.

The new mansion accomodates both the X-Men and “MNew Mutants” in their separate wings. The house is abu ndantly
equipped with computers of both human and Shi'Ar design.
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PROJECT : WIDEAWAKE

PROJECT: WIDEAWAKE contains de-
scriptions of most of the major mutants of
the Marvel Universe™ — Professor X™, The
X-Men™, The New Mutants™, The Hellfire
Club™, the Morlocks™, and many others.
By using this book along with the MARVEL
SUPER HEROES™ game rules, you can
create adventures for your own team of
mutant adventurers,

Mest of the characters described in this
book are mutants — humans whose
bodies contain a radically changed form of
DMA thal naturally gives them powers be-
yond those available to mere homo sapi-
ens. Mutants have been referred to by
some as fomo superior, the next step in
human evolution — as advanced over
modern man as Cro-Magnon Man was
advanced over Meanderthal Man, Normal
humans are afraid of mutants because
they are different, often powerful and
sometimes very, very dangerous.

Each of the mutants featured in this
book is described in terms of his ar her sta-
tistics and characteristics in the following
subjects and categories:

Mutant's Name

Real Name (if known)

Allegiances

Abilities

Variable Abilities

Powers and Talents

Background

A Mutant's Name is the name by which
the mutant is known to the public at large.
The X-Men and New Mutants use these
“code names" to conceal their identities
and thereby protect their friends and loved
ones, while various criminals and world-
beaters use a nom du crime to instill fear in
their victims.

The Real Name of a mutant is his or her
given name, and the name that the mutant
goes by when not preventing or commit-
ling crimes. For instance, the real name of
Storm™ is Ororo Munroe. Some mutants,
like Wolverine™, are secretive about their
real names.

Credits:

Designed by Juggernaut Jeff Grubb

Edited by Karmic Kim Mohan

Layout by Dazzling Dennis Kauth

lllustrations by Badgered Jeffrey Butler
and the Mighty Marvel Bullpen:

Allegiances include those groups or in-
dividuals with which the mutant has devel-
oped affiliations or alliances. Some
mutants, like Rogue™, have fought along-
side both good guys and bad, while oth-
ers, like the Beast™, have changed from
ane group of heroes to another.

Abilities and Variable Abilities are as de-
scribed in the MARVEL SUPER HEROES
Game Battle Book. One optional wrinkle
has been provided here: negative Popu-
larity. In general, a character's Popularity
is a measure of how willing people are to
help that character, and a measure of how
well-liked the character is. If you are a
mean, nasty, powerful evil mutant, people
may still do things for you — but out of fear,
nat for the sake of helpfulness. Within the
game, negative Popularity has the same
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effect as normal Popularity, but for differ-
ent reasons, and an individual who is giv-
ing aid under duress will try to escape
from that situation as soon as possible.
The phrase “Gimme your car ar I'll slag
you where you stand” is an example of the
use of negative Popularity in play. Only
those characters who consider them-
selves enemies of mankind have negative
FPopularity.

Powers and Talents are the special abili-
ties of the mutant in gquestion. Because
similar powers often operate differently
when used by different heroes, each char-
acter's powers are detailed in his or her
entry. If the power is not explained in full,
check the MARVEL SUPER HEROES
Campaign Book for further information.

Background is a summary of the char-
acter's history, and (if space permits)
some notes an how the character acts in
the Marvel Universe. This universe is a
rich tapestry of interweaving lives and
crossed paths and adventures. This book
covers both the major heroes and villains
of mutantkind, and additionally deals with
important non-mutants that are closely
connected to mutants.

Two impertant mutants are not featured
in this book — the Scarlet Witch™ and her
brother Quicksifver™. These former mem-
bers of the Brotherhood of Evil Mutants™
can be found in the "Avengers™ Assem-
bled” book (MH AC 2). Since they are im-
portant members of the Avengers, they
are covered in that book.

The title of this book is the same as the
name of a secret, illegal government oper-
ation dedicated to the capture, study, and
(if necessary) elimination of mutants dan-
gerous to national security. The leaders of
Froject Wideawake are worried about the
“mutant menace,” and may unleash the
power of the Sentinels™ to tame it. It is only
fitting that this massive collection of Merry
Marvel's mutantkind should share that ti-
tle. Ladies and gentlemen, boys and girls,
and mutants of all ages . . . Welcome to
PROJECT: WIDEAWAKE.
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A BRIEF BACKGROUND

Professor Charles Xavier first founded the
X¥-Men after encountering evil mutants in
his travels and coming to the conclusion
that something must be done to train the
rising number of new mutants and help
them deal with their powers. To that end,
he founded his ''School for Gifted Young-
sters” in Salem Center, and created the
first team of X-Men. The members of this
team were Scoft Summers (Cyclops™),
Bobby Drake (fceman™), Hank McCoy
(Beast), Warren Worthington Il (Angel™)
and Jean Grey (Marve! Gir™).

At about the same time that this was
happening, another powerful mutant first
appeared. This was Magneto™, the Master
of Mutant Magnetism. Like Professor
Xavier, Magneto sought to protect the ris-
ing mutant population from a fearful soci-
ety. His solution invalved dominating the
human majority. Magneto's approach
brought him into conflict with Xavier and
the X-Men, and soon Magneto had assem-
bled his own team of super-powered mu-
tants. Magneto’s group was called the
Brotherhood of Evil Mutants, derived from
the fact that their powers were perceived
by society as evil. The original Brother-
hood of Evil Mutants consisted of Mag-
neto, Toad™, the Scarlet Witch,
Cluicksilver, and Masterming™.

Time passed, and the X-Men battled the
Brotherhood and other menaces, both
mutant and otherwise. The Scarlet Witch
and Quicksilver left the Brotherhood for
the Avengers, and Bfob™ and Unus™
joined up briefly with Magneto. In combat
with an underground menace, Professor X
apparently died. His X-Men drifted apart
soon after that. They were brought back
together when the powers of Alex Sum-
mers (Havok™) first began to surface, and
then by the threat of the Sentinels, huge
mutant-hunting robots. Scon after this it
was revealed that it was not Professor
¥avier who died, but rather a mutant
shape-shifter named Changeling™ who
had taken the professor’s place while
Xavier was involved in secrat research.

The original X-Men, including Alex
Summers (Havok) and Lorna Dane (Po-
faris™), later disappeared on the island of
Krakoa. An amnesia-stricken Cyclops was
the only one who returned. In an attempt
to rescue the group, Xavier assembled a
second team of mutant heroes: Peter Ras-
putin of Russia (Colossus™), Qroro Mun-
roe of Kenya (Storm), Kurt Wagner of
Germany (Nightcrawler™), Shiro Yashida
of Japan (Sunfire™), Sean Cassidy of Ire-
land (Banshee™), John Proudstar of the
Apache nation (Thunderbird™), and the
Canadian super-agent named Wolverine,
This team located the ariginal group and,
acting together, they defeated the living is-
land of Krakoa.

After this adventure the original team of
¥-Men gave way to a new group. lceman
and Angel quit the team, and Beast had
left earlier. Marvel Girl left for a short time.
Sunfire returned to his native Japan. The
remaining heroes, led by Cyclops, be-
came the second team of X-Men,

This new group was beset by ill forlune
from its outset. Thunderbird died on the
team’s first mission. Jean Grey (Marvel
Girl) died in a space accident, only to be
reborn as Phoenix™. Banshee lost his
powers in a desperate struggle to save Ja-
pan. And Phoenix perished when, her
spirit twisted by Mastermind and the Hell-
fire Club, she destroyed herself rather
than become a threat to the universe.

As the X-Men changed, so did their
foes. One of the major adversaries of the
new group is the Hellfire Club, a powerful
force in politics and society, ruled by a se-
cret group {the Inner Circle) devoted to
world dominion, Also, Magneto had
ceased recruiting super-powered villains
as his confederates and began seeking
other means to forge equality belween
man and mutant. Yet a second Brother-
hood of Evil Mutants has arisen from the
ashes of the first, consisting of Pyro™, Ava-
larnche™, Rogue, Destiny™, and Blob, and
led by the cold-hearted Mystigue™. Deep
beneath the sewers of New York live the
Morlocks, a kingdom of mutant outcasts.
And in Washington the plans are made for
Project Wideawake, a mutant-contral or-
ganization that is rebuilding the deadly
Sentinels.
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The X-Men are still changing. Soon after
the demise of Phoenix, Kitty Pryde joined
the team as Sprite™ (later known as Arjel™
and Shadowcat™). Rogue, from the Sec-
ond Brotherhood of Evil Mutants, has
come to Professar X for help in controlling
her power. And from a dark alternate time-
line, Rachel Summers™, the daughter of
Cyclops, has fled a world gone mad.

In addition to his role with the X-Men,
Professor X is mentor and teacher to a
group of New Mutants. This group, first
gathered together while the X-Men were
off-planet battling the alien Brood™, are
much younger than either of the groups of
¥-Men. The original team of New Mutants
consisted of Danielle Moonstar (Mirage™),
Rahne Sinclair (Wolfsbane™), Xi'an Coy
Manh (Karma™), Sam Guthrie (Cannon-
balf™), and Roberto Da Costa (Sunspof™),
Since the formation of the group, Karma
has been lost in action, and the team has
been expanded by the addition of Amara
Aquilla (Magma™), Colossus’ sister lllyana
Rasputin (Magik™), the alien Warfock™,
and Doug Ramsey™. Under the guidance
of Professar Xavier, these Mew Mutants
hope to gain control of their powers well
enough to be able to cope with the human
world,
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THE X-MEN MANSION

Professor Charles Xavier's School for
Gifted Youngsters is located at 1407 Gray-
malkin Lane in Salem Center, Westchester
County, New York, some 40 miles north of
Mew York City. The property, located on
the shore of Breakstone Lake, has beenin
Xavier's family since 1698. The mansion
itseli has been destroyed in battles sev-
eral times over. The present incarnation of
the mansion was built using Shi‘ar tech-
nology provided by Empress Lilandra
Nermani™.

Defenses

Due to the nature of the school, most of
the mansion’s defenses are passive in nat-
ure. Alarms line the perimeters of the main
roads and paths and surround the major
buildings. These alarms are of Remark-
able sophistication. The main building has
silent alarms on all doors and windows of
Ineredible sophistication. The act of trip-
ping any alarm will be noted on the secu-
rity menitors located in Xavier's office, the
Danger Room, the hangar area, the labs,
and the briefing rooms.

The world at large does not know that
Xavier's schoal is the headquarters far the
X-Men and the training ground forthe New
Mutants. Xavier prefers it this way, since
widespread knowledge of the truth might
result in attacks against the school. Sev-
eral powerful groups, including the Aveng-
ers and the Hellfire Club, know the
location and true purpose of the mansion.
The latter group has stolen the plans for
an earlier version of the mansion, and has
duplicated both the Cerebro™ mechanism
and the Danger Room (but not its Shi'ar
technology). Player characters should
lose Karma for needlessly endangering
the school by revealing its true purpose.

Mansion Grounds

The mansion occupies a 3-mile-long, 1-
mile-wide plot of land on the shore of
Breakstone Lake. Most of the land is
lightly wooded, with low hills rising to the
east. Nestled in the these hills are the
hangars and runway for the Blackbira™,
Most of the hangars and toolshops are be-
low ground to avoid investigation, and are
connected to the main house by transit
tunnels. The boathouse is also connected
to the main mansion by underground tun-
nels. Finally, a Very Low Frequency (VLF)
antenna is buried beneath the grounds
wesl of the mansion, allowing the X-Men
to pick up eommunications from around
the globe and throughout outer space.

The Main Building
The aboveground portion of the mansion

is divided into three wings. The western
wing contains the dining rooms, the
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kitchen, and living gquarters for the New
Mutants. The eastern wing holds the li-
brary, the main computer, and living quar-
ters for the X-Men, including Ororo's loft in
the attic. The central building, or main
wing, contains Professor X's quarters, his
office, and Cerebro.

Cerebro is a device created by Profes-
sor Xavier to detect mutants. It does this
by focusing on the distinctive psionic
wavelengths that a mutant's brain gener-
ally possesses. This device will only detect
new mutants once their powers have man-
ifested themselves, but it can pinpaint the
precise location of the mutant and the rel-
ative strength of his or her powers once
the detection power is activated. Cerebro
can operate automatically, but its range
and effectiveness are limited. (This fact
can be used by the Judge as a method of
introducing new mutant friends and foes.)
Professor X can extend his own mutant-
sensing power to worldwide scope by us-
ing Cerebro, but doing so requires him to
make a Psyche FEAT roll or be reduced in
ability (lose 10 Health, cannol use psionic
powers) for 1-5 days afterward.

The heart of the X-Men complex is in the
levels below the mansion proper The
basement appears normal for its type,
containing a back-up generator, water
heaters, and storage room, but the man-
sion runs much deeper.

The sub-basement is broken into two
levels, the Medical level and the Danger
Room. The Medical level containg exten-
sive health, rest, and recuperative facili-
ties. The health facilities include a
gymnasium, steam rooms, a sauna, and
an indoor pool. The medical facilities in-
clude aute-docs and manitors (courtesy of
Shi'ar technology) that allow characters to
heal up to twice their Endurance in a sin-
gle day from “normal” damage (physical
injury, burns, known diseases). Also on
this level is the terminal for the personal
transport, a high-speed mag-lev system
connecting the mansion with the hangars.

The Danger Room level is ten meters
below the mansion itself, for the protection
of innocents above. The level contains a li-
brary, briefing rooms, and reserve living
quarters, but the main feature is the Dan-

and human design

ger Room itself. This area is a training
ground for mutants learning to use or im-
prove the use of their powers. Built with
Shi'ar technology, the room can be altered
in eonfiguration and appearance at the
flick of a switch. This allows the room to ef-
fectively take on the characteristics of any
area on or off Earth. The area is usually
monitored by Professor X from an over-
head contral room, and if a session gets
out of hand, activity can be terminated ei-
ther from the control room or by throwing
cut-off switches within the Danger Room
itself.

Access to these lower levels is re-
stricted. The elevators operate on palm-
activated plates that are keyed to open
only for authorized members of the two
teams. Should power be cut, there are
stairs leading up to the main mansion.

The Hangar Area

This part of the complex can be reached
by heading east overland, by mag-lev
transport from the mansion, or by going
through an underwater lock beneath
Breakstone Lake. The hangar itself has fa-
cilities to produce almost any type of air-
craft from scratch. It is home to the
Blackbird, a Lockhead RS-150 reconnais-
sance plane modified by Shi'ar technol-
ogy. The Blackbird has the following
characteristics:

Control: EXCELLENT
Speed: MONSTROUS
Body: EXCELLENT

The plane has VTOL (Vertical Take-Off and
Landing) capability and is equipped with a
Shi*ar cloaking device. Detecting the ship
through the cloaking requires a Red FEAT
roll, even if modern detection devices are
used. The ship is manned by a crew of
three and has crash couches for an addi-
tional four persons. Crash couches pro-
vide Monstrous protection to those
strapped in them in the event of a crash.
The Blackbird can carry maore than four
passengers, but those "extra" passen-
gers will be without such protection. Un-
like the similar YF-124, the Blackbird has
no weapon systems on board,



AMGEL™

Warren Kennath Worthington 1

Mutant; former member of the X-Men and
the Champicns of Los Angeles;
current member of the Defenders

Fighting: EXCELLENT
Agility: REMARKABLE
Strength: GOOD
Endurance: REMARKABLE
Reason: GOOoD
Intuition: TYPICAL
Psyche: GOOD

Health: a0

Karma: 26

Resources: REMARKABLE
Popularity: 12

Powers:

FLIGHT. Warren flies by means of two natural,
feathered wings jutting from his shoulders
{wingspan of 16 feet), He can fly up to 6 areas a
turn, but can sprint up to B areas a turn. If he is
flying at maximum speed, he must make an En-
durance FEAT rall for every round after the sec-
ond. Failure indicates he is axhausted and must
rest for two rounds {fly 2 areas maximum) before
continuing at narmal speed. Angel can lift at
least 200 pounds in flight. Graater waights re-
quire a Strength FEAT roll. if he is attacking a
non-airharne figure unaware of his presance,
treat Angel's Intuition as Monstrous for pur-
poses of surprise {(optional rule).

BACKGROUND: Warren Worthington Il is the
scion of the Worthington family fortune. |n his
tegnage years, Warren sprouted wings at the
shoulder. After a brief solo carger as the Aveng-
ing Angel, Warren came to the attention of Pre-
fessar Charles Xavier, who antered the young
man into his school for gifted students, a covar
for the school’s true purpose as a training
ground for mutants. Warren, along with Scott
Summaers, Bobby Drake, Hank McCoy, and later
Jean Grey, farmed the original X-Man.

Following the disbanding of the ariginal team,
Angel drifted, eventually forming a West Coast
hero group with Bobby Drake, Natasha Ro-
manova (Black Widow™), Hercules™, and
Johnny Blaze (Ghost Rider™). This group, called
the Champions of Los Angeles™, was shor-
lived; the various members soon departed to re-
gume their own lives.

Warren and Bobby remained together, even-
tually re-teaming with Hank McCoy to ferm the
nucleus of the New Dafandars™. This group also
included Valkyrieg™ and Gergoyle™ from the origi-
nal Defenders led by Doctor Strange™. plus
Moondragon™ and the alien called Cloua™. They
use Warren's mountaintap retreat in the Rocky
Mountains as their base.

Warren has been a happy-go-lucky, free-
wheeling individual. He has had many lost
loves, including Jean Grey (Marvel Girl) and Ali-
son Blaire (Dazzler™), He has recently returned
1o his previous flame, Candy Southern,

AVALANCHE™
Dominic Petros
Mutant; member of the Brotherhood of

Evil Mutants
Fighting: GOOQD
Agility: GOOD
Strength: GOQD
Endurance: INCREDIBLE
Reasomn: GooD
Intultion: GOOD
Psyche: TYPICAL
Health: 0
Karma: 26
Resources: POOR
Popularity: -7
Powers:

DISINTEGRATING TOUCH. Dominic has the
ability to disintegrate non-living, inanimate ob-
Jects up to 2 areas away from himself. He does
this at a Monstrous level of ability, Large argas
(such as building sides) require a Yellow FEAT
roll, while small objects (such as guns or lamps)
can be destroyed automatically. Call for a FEAT
roll only when the object belongs to someona
else, or the effect will harm others.

EARTH MOVING. By projecting his disintegra-
tion ability into the ground, Avalanche can cre-
ale a wave of moving, semi-molten earth, This
wave has a range of four areas, and affocts ev-
aryane inits path (the same areas that the wave
passes through). This wave does Remarkable
damage and automatically stuns those with less

4

than Remarkable Endurance for 1-10 rounds;
those with Remarkable Endurance or better
must make a FEAT roll to check for stunning.

BODY ARMOR. Avalanche's suit provides
Good body armor frem physical attacks, but no
protection from energy, fire or cold attacks.

BACKGROUND: Mot much is known of Ava-
lanche's early career. He was recruited into the
Brotherhood of Evil Mutants reformed by Raven
Darkholme (Mystique), and along with Pyro,
Blob, and Destiny, was part of an assassination
attempt on Senater Roben Kelly. Avalanche has
since that time spent several separate terms in
prison, bath as a result of crimes committed with
the Brotherhood and crimes committed on his
own. He has singe rejoined the Brotherhood.



BAMNSHEE™

Sean Cassidy

Mutant; former mamber of Interpal and the
¥-Men; now retired

Fighting: EXCELLENT
Agility: GOOD
Strength: GOOD
Endurance: REMARKABLE
Reason: GOoD
Intwition: GOOD
Psyche: GOOoD
Heaith: 70

Karma: 30
Resources: EXCELLENT
Popularity: 5

Powers:

SONIC SCREAM. Sean's powers were derived
fram the sonic effects of his voice. This sonic
“scream” could do up 1o Unearthly damage to
nan-living items, shattering all but the mightiest
substances. The sonic scream could cause
Monstrous damage to living things, and a victim
must make a successful Green Endurance
FEAT roll or fall unconscious for 1-10 rounds.
Sean is unaffectad by his own power,

FLIGHT. Banshee could fly up to 4 areas per
round using his sonic scream, guiding his flight
by means of two gliderlike folds built into hig
autfit,

OTHER SONIC EFFECTS. Sean could use his
voica to hypnetize a captive at an Amazing lavel

of effectivenass, by controlling the pitch and
tene of his voice. He could navigate in pitch
darkness by using his sonic scream as a form of
sonar; the vibrations bounce off solid sub-
stances but are notimpedead by illusions and ho-
lographs.

TALENTS: Sean's Agility with a handgun is Ex-
cellent. Sean's Reason in the use of electronic
and mechanical items is Excellert. While a
member of the X-Men, he was responsible for
care of the Danger Room and the Blackbird.

BACKGROUND: Sean Cassidy, heir to Cassidy
Keep in Ireland, served for several years as a
detective for Interpol. During this time he dis-
covared his mutant powers, but kept them hid-
den from others. He first came into contact with
the X-Men as an opponent, having been co-
opted by Factor Three, a secrel mutant orgamni-
zation. Banshee turned on his controllers and
helped the X-Men defeat tham.

When the original X-Men tempararily disap-
peared, Professor X recruited Banshee and
sovieral other powerful mutants to rescue them,
Banshee servad with this second team of X-Men
until his vocal cords were seriously injured when
he prevented an explosion that would have de-
stroyed Japan. Though his voice returned,
Sean lost all his mutant abilities.

Sean remained with the team for saveral
manths after losing his powers, finally retiring to
spend time with his new love, Moira MacTag-
gert. He now lives on Muir Island with her and
his own long-lost daughter, Theresa, who has
sound-related powers similar to what her fa-
ther's used to be.

BEAST™

Henry (“Hank™) MeCoy

Mutant; bischemist; former member of the
X-Men and the Avengars;
current member of the Defenders

Fighting: INCREDIELE
Agility: AMAZING
Strength: REMARKABLE
Endurance: EXCELLENT
Reason: EXCELLEMNT
Intultion:  GOOD
Psyche: EXCELLEMT
Health: 140

Karma: 50
Resources: GOOD
Popularity: 25

Powers:

FEET. Hank can use his feet as a sacond set of
hands; they are capable of doing everything his
hands can do, giving him an UP OME shift whan
wrastling.

CLIMBING. Hank's dextearity is so good that he
can climb any wall that can give him purchase
(such as brick or concrate, bul not smooth steel
or glass). In addition, he can fall up to 3 stories
(30 feet) without damage, provided he lands on
his feat (Agility FEAT raoll required). He can pre-
vent damage from a long fall by grabbing and
swinging off lamppasts, flagpolas, signs, ete,,
as long as he does net fall more than 30 feet be-
tween each object, and keeps making success-
ful Agility FEAT rolls.

SPEED. Hank can move up to 4 areas per round
when sprinting on all fours. He must make a
successful Endurance FEAT roll {modified down
one for every round of continuous sprinting) or
shift DOWMN ONE in all actions taken during the
round in which he stops.

TALENTS: Hank has Remarkable Reason in all
matlers peraining to biochemistry, genatics,
and electronics.

BACKGROUND: Hank McCoy had obvious mu-
tations from birth, notably his oversized hands
and feat. Despite this, he lived a fairly normal life
inta his teens, even to the point of being a high
school football star. Professor X recruited him to
join the X-Men from high school, and Hank, un-
der the code name "Beast.” became part of the
original team,

When the first team disbanded, Hank went to
work for the Brand Corporation as a genetic re-
searcher. He used a mutation-causing drug on
himself to help catch a corporate spy. The
¢hemical changed him into his present blue,
furry form.

Inthe time since, Hank has served as a mem-
ber of the Avengers, aiding the X-Men when
needead. He has recently teamed up with Bobby
Drake and Warren Worthington to form the nu-
cleus of the New Delanders,




BLACK TOM™
Thomas Cassidy
Mutant; criminal; partner of Juggernaur®

Fighting: EXCELLENT
Agility: GOOD
Strength: GOOD
Endurance: INCREDIBLE
Reason: EXCELLENT
Intuition:  GOOD
Psyche: GOOoD
Health: 80

Karma: 40

Resources: REMARKAEBLE
Popularity: -5

Powers:

FORCE BOLTS. Black Tom's mutant ability al-
laws him to project force bolls from his body.
These do Remarkable Damage at a range of 2
areas. When he uses a shillelagh {(an Irish
bludgeon) as a focus, he can do Amazing dam-
age up to 3 areas away.

BACKGROUMND: Thomas Cassidy is tha cousin
of Sean Cassidy, the hero known as Banshee.
The two have long been rivals, in panicular over
the hand of Maeve Rourke. Sean and Maeva
married, and she was bearing his child when he
went on a long mission for Interpol, The child
was born, but Maeve was slain in an |RA attack,
Tom carried the child Theresa away, 50 thal
Sean was unaware he had a living daughter.

Black Tom embarked on his career as a mas-
ter criminal at about the same time that Sean
became involved with Factor Three, This in-
volvement continued while Banshee worked
with the X-Men, culminating in a partnership
with Cain Marko, also called Juggernaut. Black
Tom challenged Sean for contral of Cassidy
Keap, but was defeated by Sean and the X-Men.

Tom reappeared a few years later invalved in
a plot to steal government vibranium from the
San Francisco mint. To that end he equipped
the now-grown Tharesa with a suit similar‘to
Banshee's and the code-nama Siryn™. The
young giel had many of her father's powers, and
Tom intended to put them 1o good use. Their as-
sault on the mint was foiled by the X-Men and
the original Spider-Woman, and rather than see
Theresa be marked for life as a criminal, the
honarable rogue Tom informed authorities that
she was not responsible for the raid. Tom also
wrote a letter to Sean, explaining who Theresa
was.

Black Tom and Juggernaut have maintained a
partnership in ¢rime since that time, and they
rely on each other as trusted friends do. Thay
are a tough team, combining the Juggernaut’s
power and Black Tom's scheming.

BLOB™

Fred J. Dukes

Mutant; carnival worker; member of both of the
Brotherhoods of Evil Mutants

Fighting: REMARKAELE
Agility: POOR
Strength: REMARKABLE
Endurance: MONSTROUS
Reason: POOR
Intuition: GOOD
Psyche: EXCELLENT
Health: 138

Karma: 34

Resources: POOR
Popularity: -20

Powers:

IMMOVABILITY. Once Fred gets “planted”
{one round to concentrate), he is litarally an im-
mavable object. It would require Class 1000
strength plus a red Strength FEAT rell to budge
him, and even this would only pull up the ground
around him. Fred cannot be Slammed or
Stunned in combat in any evant.

BODY ARMOR. Blob has Unearthly body armor
against physical weapons, cold, and fire. He
has Moenstrous body armor against energy at-
tacks. His eyes and ears are not so protected,
and he may be temporarily blinded ar hurt by
called shots in these areas.

SOFT BODY. Blob can absorb the impact of
physical damage without harm to himself. Simi-
larly, he can absorb and "hold” a being whe is
physically attacking him (with a fist, kick, ete.).
This requires a Psyche FEAT roll, but once
grabbed, the opponeant is held (as in wrestling)
with Monstrous Strength.

BACKGROUMD: Fred J, Dukes is a mutant
whose powers appeared whan he was a child,
His unusual powers and immeansa girth brought
him to the circus, whare he exhibited his mutant
powers as an act. This exhibition brought him to
the attention of Professor X, who offered Fred a
position with the X-Mean, Fred turned it down, in-
stead seeking to take over the group himsell. Af-
ter he was foiled in this attempt by the forces of
the combined X-Men, Blob was recruited by
Magneto into the ranks of the first Brotherheod
of Evil BMutants. During this time he became
friends with another mutant, Unus the Untouch-
able, whose force fields prevent approach.
Over the next several years, Blob met, fought,
and was defeated by the X-Men both with the
Brotherhood and on his own. He was recently
recruited into the second Brotherhood of Evil
Mutantz, headed by Mystique, and consisting of
her, Pyro, Avalanche, and Destiny. Unlike most
of the other members of the new Brotherhood,
Blob continues to operate on his own, He still
has connections with the circus, though less so
sinca his friend Unus apparently perizhed.




BROOD™

Alian race

Fighting: REMARKABLE
Agllity: GOOoD
Strength: GOOD
Endurance:; EXCELLENT
Reason: GO0oD
Intultion: TYPICAL
Psyche: EXCELLENT
Health: a0

Karma: 36
Resources: MONSTROUS
Popularity: -50

Powaers:

BROOD QUEEN. The ruling class of the Brood
is the Brood Clueean, She iz the absolute ruler of
her race, though she may raise other Brood
Cueens to rule upon her demise. Her statistics
are as follows:

F A g E R I P
Am Gd Gd Am Ex Ex Un
Health: 100 Karma: 140

Resources: Mon Popularity. -50

A Brood Queen can inject its eggs into a living
haost, doing so only whan the host is uncon-
gcious. These eggs will hateh in 1-10 weeks,
transforming the host into a fully developed
Brood Queen with all the powers of the (now de-
ceased) host. This process can be halted anly
by characters with high natural immunities, or
by advanced medical aid.

BODY ARMOR. All members of the Brood have
thick, scaly hides that provide Good protection
against physical and energy attacks.

STING. The Brood have double tails ending in
wicked spikes that are tipped with poison.
Those hit will take Excellent damage and must
make a Red Endurance FEAT roll. These failing
this roll will fall unconsgious for 1-10 hours.

FLIGHT. Brood warriors can fly up 1o 3 areas per
round using their light, gauzy wings.

BACKGROUND: The Brood are natives of a
nightmare planet known only as “Broodworld.”
The Brood society is an absolute matriarchy
built on an organization much like that of tarres-
trial ingects. The Brood race is savage, margi-
less, and motivated by the drive to eal and
produce more Broad. In their drive for domina-
tion, the Brood have developed advanced
weaapons and bioengineering, and have turned
a race of space-whales, the Acanti, into living
starships, robbing them of their minds and
zouls. (Acanti ships: Body Remarkable, Speed
Unearthly, Control Good; laser weapons fire for
Monstrous damage.)

The Broodworld was recently destroyed
through the actions of the X-Men and the Star-
jammers. Membaers of the Brood are scattered
across their empire, but it is not known if any
Brood Queens survived the destruction of the
planet.

CANNONBALL™

Sam Guthria

Mutant; member of the New Mutants
Fighting: GOQQD

Agllity: POOR
Strength: GOOD
Endurance: REMARKABLE
Reason: TYPICAL
Intuition:  TYPICAL
Payche: GOOoD

Health: 54

Karma: 22

Resources: POOR
Popularity: 4

Powers:

FLIGHT. Sam fiies by releasing biochamical en-
argy and projecting it backward. This lets him fly
up to 6 areas per round, in a straight line. Turn-
ing is very difficull for Sam, so that making any
turn requires a Yellow Agility FEAT roll. Sam hits
with Amazing force and damage, carrying alang
his opponent if the foe has Incredible Endur-
ance or less. A target with better than Ingredible
Endurance can aveid baing carried along by
making & successiul Endurance FEAT roll, Sam
can travel as far as one mile on one “blast™ of
his power. If he is surprised by a sudden attack,
he may involuntarily shut off his power (Psyche
FEAT roll to aveoid), making him vulnarable in the
next round.

FORCE FIELD. When in flight, Sam projects a
force field around himsell that provides Mon-
sirous protection against energy and physical
damage, including damaga from his hitting
things. This protection extends to thase ha car-
ries. If he drops something he is carrying, it
takes damage as it he struck it while charging.
Sam can be affected by mental or magical at-
tacks while “blasting.”

BACKGROUND: Sam is the eldest child of a
large family from Cumberand, Kentucky. He
warked as a coal minar, and his mutant power
first appeared during a mine cave-in, when be
“blasted" out to allow his partner and himself to
escape. He was first recruited by Donald Fier-
ca™ of the Hellfire Club as a super-powered
agent. After turning on and helping to defeat
Piarce, Sam was accepted imo the New Mu-
tanis. -

Sam is the eldest of the Mew Mutants, yet
feels greatly disappointed with his inability 1o
completely control his powers. His difficulty in
turning whean using his powers usually results in
large amounts of damage to anything he im-
pacts — but leaving Sam undamaged excapt for
the blow to his pride. Sam has fallen for Amara
Aquilla (Magma), but almost every time he has
tried to impress her, Sam has failed miserably.
He has since developed crushes on the mutant
rock star Lifa Cheney™ and the young mutant
Firastar™.




COLOSsSUsS™
Pater Nikolalevitch Rasputin
Mutant; member of the X-Men

Fighting: GOOD

Agility: GOo0D

Strength: EXCELLENT (MONSTROUS)
Endurance; EXCELLENT (AMAZING)
Reason: TYPICAL

Intuition:  TYPICAL

Psyche: EXCELLENT

Health: B0 (145)

Karma: a2

Resources: POOR

Popularity: 10

Powers:

ARMORED FORM. Peter can convart his body
to an organic substance resambling osmium
steel at will, becoming an armored giant of great
strength. When in armored form, he gains the
following powers:

1. Peter's Strength, Endurance, and Health
are raized to the levels in parentheses. Damage
to Peter's armored form is healed when he re-
turns to human form unless his Health drops be-
low B0, in which case his Health remains at that
lower level until he recovars. Any damage he
takes when in human form is carried over 1o his
armored form.

2. In armored farm Colossus gains Amazing
body armar, Manstrous resistance to heat and

cold, and Remarkable resistance to radiation
and electricity. He either has no need to
breathe, ar a minimal need to do 5o, when ar-
mored, so he cannot drown or be affected by
gases. However, he could not survive indefi-
nitely in the vacuum of outer space.

MARTIAL ARTS. In his tenure with the X-Men,
Peter has learned various throws and holds, al-
lowing him to Slam and Stun opponents of
higher Endurance ranks.

BACKGROUND: Peter Rasputin was barn near
Lake Baikal in the Soviet Lnion, and would have
remainad there had his mutant powers not sur-
faced in his teens. He was recruited by Profes-
50r X to rescue the original X-Men and remainad
to form the second group of mutant heroes. His
parents still live in the Soviet Union, His elder
brother, cosmonaut Mikhail Rasputin, perished
in a space accidant. His younger sister, lllyana,
has joined the Mew Mutants as the hero called
Magik.

Peter had long enjoyed a sweetheart relation-
ship with teammate Kitty Pryde. During the Se-
cret Wars™, Peter fellin love with Zsai™, an alien
healer, who perished in the war, He has broken
up with Kitty and, although they still wark to-
gether as members of the X-Men, the break-up
has strained their relations with each other.

CYCLOPS™
Scatt Summers
Mutant; former leader of the X-Men

Fighting: EXCELLENT
Agility: EXCELLENT
Strength:  TYPICAL
Endurance: REMARKABLE
Reason: EXCELLENT
Intuition: REMARKABLE
Psyche: REMARKABLE
Health: 76

Karma: 80
Resources: GOOD
Popularity: 5

Powers:

OPTIC BLASTS. Scott’s eyes constanily emita
ruby-colored beam of force which he controls by
means of an adjustable viser and ruby guartz
glasses. Without his visor, Scolt can cause Ex-
cellent damage at a range of one area, affacting
all targets in an area. With his visor, Scott ¢an
narrow the focus of his beam, causing up fo
Amazing damage at a range of 3 areas, and ¢an
make called shots. Cyclops fires his optic blasts
with Incredible Agility.

TALENTS: Scott is an accomplished pilot. Treat
hiz Reasan and Agility as of Remarkable rank in
matters of aircraft and spacecrali,

BACKGROUMND: Scott Summers and his
brother Alex were orphaned at a young age
when their parents were captured by a Shi'ar
exploration ship. Scott's mother, Katherine, died
at the hands of the Shi'ar, while his father, Major
Christopher Summaers, escaped and begame
the space buccaneer known as Corsair’™. Alex
and Scott were placed in orphanages, and while
Alex was adopted, injuries to Scott that he suf-
fered when escaping from the Shi'ar prevented
him from being taken in by any families. Scott
grew up in the crphanage and has remainad a
loner throughout mast of his life.

Profeszor X recruited Scott as his first X-Man
soon after the boy's mutant abilities began to
appear. Xavier also made him team leader, first
of the orginal group, and then of the muli-
national team that was later formed. Scott
proved to be an good leader — tough and cool,
yet concernad about his team.

Scott had a long romance with Jean Gray
{Marvel Girl}, which ended only with her death
after she had become Phoenix, Aftar har death,
Scott left the X-Men, was reunited with his fa-
ther, and met Madelyne Pryor, a pilot for his
arandparents’ airlinge. Madelyne, while not a
mutant, bore a striking resemblance to Jean
Grey. After being used by Mastermind for anun-
sugcessiul attempt at revenge against the X-
Men, Madelyne and Scott married and Scott
retired for a short time from active adventuring.
In another time-ling, Scoll and Jean Grey did
marry, and had a daughter named Rachal.




DAZZLER™
Alison Blaire
Known mutant; entertainer

Fighting: TYPICAL
Agility: GOOD
Strength: TYPICAL
Endurance: GOOD
Reason: FOOR
Imtuition:  TYPICAL
Psyche: TYPFICAL
Health: 32
Karma: 16
Resources: POOR
Popularity: 0
Powers:

SOUND/LIGHT CONVERSION. Alison has the
ability to convert sound wavas into coharant
light. She can create several effects with this
light:

1. As a laser, range 1 area,

2. Used to "dazzle,;” creating confusion and/
ar blindness (Down FQOUR 1o Hit) in those vie-
tims who fail an Endurance FEAT roll.

3. Used to calm or hypnotize targets, effective
within a range of one area.

The damage of the laser and the effective-
ness rank of the "dazzle" and hypnotic abilities
is determined by the amount of ambient sound
energy available. In complete silance, no en-
argy is available, In nermal-sound areas (where
there is conversation or at least background
noise) she can summaon up effects and damage
of up to Excellent effectiveness; even higher

ranks can be attained in noisier environments.
Use the following as a guide:

Radio, crowded room: Remarkable

Streets, loud music: Incredible

Explosions, subways: Amazing

Jet engines, rockets: Monstrous

Banshea's scream; Unearthly

For each round of Monstrous or Unearthly
damage she causes, Alison must make an En-
durance FEAT roll to continue damage at the
same levelin the next round. Failure means that
her damage potential shifts down one rank for
the next 1-10 rounds.

TALENTS: In addition to her mutant powers, Ali-
san is an agcomplished and talented singer of
Incredible ability. She has also in the past uged
roller skates in har act, and can skate up to 3 ar-
eas per round.

BACKGROUND: Alison Blaire is a mutant
whose special powears of soundflight conversion
surfaged in her teenage years. She used her
powers of sound conversion to enhance har
singing carear, and had early success in the last
days of the disco craze. Recently, she had her
mutant powers revealad 10 the world by well-
meaning Roman Mekobah, a bigtime enter-
tainer. Since that time she has had troubla
finding regular employment, and public knowl-
edge of her powers has fanned the recent anti-
mutant sentimant in the United States.

Dazzler has had several steady boyfriends
over the past few years, including Mekobah and
Warran Worthington 1, the mutant also known
as the Angel.

DESTINY™

Irene Adler

Mutan; member of the second Brotherhood
of Evil Mutants

Fighting: POOR

Agility:  TYPICAL
Strength: POOR
Endurance: EXCELLENT
Reason: GOOD
Intuition: UNEARTHLY
Psyche: MONSTROUS
Health: 34

Karma: 185

Resources: GOOD
Popularity: -3

Powers:

PRECOGNITION. Destiny has the ability to de-
termine the future in a limited fashion. She doas
this by scanning the myriad allernate futuras
available and selecting the one that is most
likely to accur. Her power is limited to events
that involve people and places within her own
experience, and she cannot pradict events oul-
side her immediate vicinity (a few miles), Time is
also a limiting factor on her accuracy. While
Irene is 97% accurate when predicting a few
saconds into the futura, her ability to predict cor-
reclly drops off the further away in time she
scans, Within the game, her power has the fol-
lowing effects.

1. Destiny and those fighling alongside her
automatically gain surprise. Their die rolls for
initiative are always considared to give results

of 1", This situation persists as long as Destiny
can communicate clearly with her compatriols.
This communication can take plage across a
span as large as 3 areas, but contact is blocked
by a wall ar other large, solid intervening object.
The contact, and the other characters” surprise
and initialive advantages, are negated if Des-
tiny is knocked unconscious.

2. Destiny can spand her Karma freely an be-
hali of others within the 3-area range. She does
naot have to rely an a Karma Pool to share Karma
with others, and may spend Karma 1o aid oppo-
nants and other non-team membars,

3. Long-term predictions: Whenever Destiny
uges her precognitive powers 1o “see" more
than a few rounds into the future, the Judge
should secratly make a Psyche FEAT roll for her,
Predicting up to 15 minutes into the future is a
Green FEAT, predicting up to a day ahead is a
Yellow FEAT, and predicling beyond that is a
Red FEAT. Failure in the White area means that
the strands of time are too tangled to give an ad-
equate reading, while a failure in the Green or
Yellow area (when Yellow or Hed results are
neaded) indicates that the wrong fulure is fore-
told. In this case Destiny Iosas her Initiative and
Surprise advantages (and the ability to confer
them vpon cthers) for the next 1-10 rounds.

HANDICAPR. Irene is blind, and usually carries a
cane in her normal identity. When in battle, she
wears a full-face mask. She cannot be altected
by optical attacks or holograms, but if her men-
tal powers are stripped or nautralized she can-
not see.

BACKGROUND: Ireng is a woman in late mid-
dle age whose mutant abilities surfaced during
her adolescence. She has joined the second
Brotherhood of Evil Mutants, and has served as
friend and advisor to Mystique, the leader of that
group.




HELLFIRE CLUB™

Thea Hellfire Club was founded in England in the
17605, and an American branch sprang up in
the colony of New York about a decade later. In
both cases, the Hellfire Club provided a meeting
place for its politically and economically power-
ful members. The site of the American branch of
the Club has remained the same since its found-
ing, on Fifth Avenue a faw blocks from Avengers
Mansion,

Today, most of the world regards the Hellfire
Club as an extremely prestigious social organi-
zaftion that is renowned for its powerful member-
ship. Admission into the membership is by
invitation only, with the primary reguirements
being wealth and power.

The highest rank of the Hellfire Club is its In-
ner Gircle. This body is the heart of the social or-
ganization. It is also a secret society dedicated
to world domination through political, ecanemic,
and terrorist means. They seek to control na-
tianal and word industries, have developed
their ewn advanced-technolegy weapons, have
employed mercenaries, and have recently been
vary interested in the rising numbers of mu-
tants. They see mutants as a natural resource,
ane which they must cantrol. This viewpeint is
strengthened by the fact that many of the mem-
bers of the Helllire Club's Inner Cirgle are pow-
erful mutants themselves.

Members of the Inner Circle dress in the cos-
tume of the late 1700°s, a time of powdered
wigs and tight corsets, for meetings and other
club-related occasions. They are ranked by ti-
tles taken from the game of chass, Kings and
Queens being most powerful followed by Bish-
aps and Knights. Two members of equal rank
can co-gxist (such as a Black King and a White
King), but power struggles betwean two mam-
bers of equal rank usually result in only one vic-
tor. An exceplion o that rule occurrad with
Selene’s introduction into the Club as a new
Black Queen, balancing Emma Frost, the White

Queen.

HARRY LELAND™
The Black Bishop

Fighting: GOOD

Agllity: TYPICAL
Strength: EXCELLENT
Endurance: REMARKABLE
Reason: TYPICAL
Intultion: GOOD
Psycha: EXCELLEMT
Health: BG

Karma: 36

Resources: INCHREDIELE
Popularity: 15

Harry Leland is a successful corporate lawyer.
Heis also a mutant with the power of mass alter-
ation. He can tempoerarily increase the mass of
any persan or object within 1 area. The increase
is such that in the first round his target must
make a Strength FEAT roll to move or attack. In
the second round, any action requires a Yellow
Strength FEAT roll. On the third round of the
mass-increase, any aclion requires a Red
Strength FEAT roll. Atthis peint, wooden and re-
inforced floors will give way under the larget,
which is becoming increasingly mare massive
all the time. On each round following the third,
the ingreased mass requires the targel 1o make
an Endurance FEAT roll or the victim will col-
lapse and begin losing Endurance ranks (one
per round whanever a FEAT roll failg). If Endur-
ance drops balow Feabla, the character dies. A
target's mass will return to normal if tha target is
maved out of Leland's range, or if Leland is
knocked unconscious.
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EMMANUEL DA COSTA™

Tessa has a computar-like mind and cognitive
facilities. Her reason is only Good with regards

Fighting:  TYPICAL to invention and kit-bashing, but sha has exten-
Agility: GOOoD sive knowledge of tha world and can call up and
Strength:  TYPICAL correlate facts in a single round. She acts as
Endurance: GOOD Shaw's advisar, and Is an example of Shaw's
Reason: EXCELLENT ability to manipulate the special talents of others
Intuition: POOR for his own benafit.
Psyche: PCOR

EMMA FROST™
Health: 32 The White Quaan
Karma: 28
Resources: INCREDIBLE Fighting: GOOD
Popularity: 3 Aglilty: GOOD

Strength: TYPICAL
Emmanuel Da Costa is a Brazillan multimillion- Endurance: AMAZING
aire who was recantly taken into the Innar Gircla Reason: REMARKAELE
of the Hellfire Club. He was principally recruited Intultlon: INCREDIBLE
because of his vast wealth and influence. His Payche: MONSTROUS
san, Raberto, is the member of the Mew Mu-
tants known as Sunspot. Health: 78

Karma: 145

Resources: |INCREDIELE
TESSA™ Popularity: 20
Fighting: GOOD Emma Frost is the ¢chairman of the board and
Agility: GooD Chief Executiva Officer of Frost International, as
Strength: POOCRH wall as headmistress of Massachusetts Acad-
Endurance: TYPICAL emy in Snow Valley, Mass. She is a powerful
Reason: MONSTROUS mutant with talepathic ability. Frost can read
Intuition:  GOQD minds and project thoughts and images at the
Psyche: GOOD Monstrous lavel, She can fire bolts of psienic

forca (4-area range) that ignaras the presence
Health: 30 of body armor and most force fields, affacting
Karma: a5 the mind directly. Her touch doos Amazing psy-
Resources: TYPICAL chic damaga, and her psionic shields are of
Popularity: 4 Amazing pawer.



FIERCE
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SELENE™

The Black Queen
Fighting: GOOD
Agility: EXCELLENT
Strength: EXCELLENT
Endurance: AMAZING
Reason: GOOoD
Intultion: AMAZING
Psyche: AMAZING
Health: 100

Karma: 110
Resources: AMAZING
Popularity: -7

Selene is an ancient, almost immaortal creature
— a psychic vampire who feeds off the life-
energies of others. Until recently, she was en-
gaged in this activity in Mova Roma in the
Brazilian jungle, but has recently appearad in
MNew Yark and wan admission to the Hellfire
Club’s Inner Circla.

Selena’s powers are extensive. She hasz Un-
earthly contral over inanimate matier, able to
bend it to har whim (see material strength rules
for damage), and over fire. In addition, she can
read thoughts, fire force-bolts, and create psy-
chic shields at the Incredible level of eflective-
ness. Her use of power requires energy, such
that every major use requires an Endurance
FEAT roll. Failure indicates a loss of 10 Health,
Health cannot be regained normally, but can
anly be regained by stealing it from others. She
does this by touch, at Unsarthly effect. She will
then regain as many Health points as her prey
has Psyche. By depriving a victim of some of his

life farce, she can put the victim undar her men-
tal control, at the Maonstrous level of effective-
nass, The victim lozes as many Health points as
he has Psyche points. If his Health points are
depleted as a result, the victim will perish and
his body will disintegrate.

SEBASTIAN SHAW™
The Black King

Fighting: REMARKAELE
Agllity: GOOoD
Strength: GOOD
Endurance: AMAZING
Reason: EXCELLEMNT
Intultion: EXCELLENT
Psyche: REMARKABLE
Health: a0

Karma: 70

Resources: INCREDIBLE
Popularity: 15

Sebaslian Shaw is the president of Shaw Indus-
tries, Inc., the main contractor for the nawest
Santinels. Shaw is alzo a powerful mutant, ca-
pable of absarbing kinetic energy and convert-
ingit to physical strength and Health. Whenever
Shaw is attacked physically (slugfest, missile
weapans, charging, concussive rays, but not
energy or wrestling), the appropriate amount of
damage is immediately added to his Health. His
Health, if boosted in his manner, can go as high
as5400. He may redirect this energy by using his
nawly gained Strangth 1o inflict up to Unearthly
damage in one raund. In the game, this enargy
dissipates in 10 rounds in any event, but all

damage 5 laken off the excess amount first,
then his own, and he take no damage from the
attack he abzorbs.

DOMALD PIERCE™
The White Bishop

Fighting: EXCELLENT
Agility: REMARKABLE
Strength: INCREDIBLE
Endurance: GOOD
Reason: REMARKABLE
Intuition: GOOD
Psyche: GOoD
Health: 100

Karma: 50
Resources: INCREDIBLE
Popularity: 8

After Donald Piarce lost the use of his limbs, he
used his great resources to rebuild himself as a
cyborg, with his artifical limbs accounting for his
enhanced abilities. The great disadvantage for
Fiarce is that thase parts can be damaged, and
the damage is not healed, but must be repaired
(as in building things), Only the last 20 points of
his Health may be regained normally. Pierce
may direct power from his systems 1o his skin,
generating an Excellent electric field. Pierce
has been expelled from the Hellfire Club after a
plot he tried to stage against Professor X and
against Sebastian Shaw, head of the Innar Cir-
cle, failed spectacularly.
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THE HELLIONS™

The Hellions are a group of young mutants who
are beginning to discover their abilities. They
have been gathered logethar and are baing
trained by Emma Frost, The White Queen of the
Hellfire Club, She uses her Massachusells
Academy, a prep school nestled in the Berk-
shire Mountains of Massachusetts, as a base o
train these young mutants in the same manner
that Professor X trained the original X-Men and
tha Mew Mutants. To that end, she has pal-
terned a good deal of their training after material
stolen from Professor X's own computers, in-
cluding the criginal plans of the Danger Room.
Frost seeks to train and control the fulures of
har young charges.

TAROT™

(real name unrevealed)
Fighting: POOR
Agllity:  GOQD
Strength: TYPICAL
Endurance: EXCELLEMT
Reason: GOoD
Intultlon: REMARKABLE
Psyche: AMAZING
Health: 40

Karma: 80
Resources: Typical
Popularity: B8

Powers:

SUMMONING. Tarot has the ability to create
three-dimensional constructs from her mind.
She uses a Tarot deck as har focus, and as such
is limited to the images contained in such a
dack. There are four suits in a standard deck
(Pentacles or Coing, Swords, Cups, and Wands
or Staves), each having ¢ards numbered 1-9,
plus a Page, Knight, Queen, and King. In addi-
tion thera is a major arcana of 23 cards: Foal,
Magician, High Priestess, Empress, Emperor,
Hierophant {High Priest), Lovers, Chariot,
Strength, Hermit, Wheel of Fortune, Justice,
Hanged Man, Death, Temperance, Davil, Tower,
Star, Moon, Judgment, and tha Warld. Tarot can
summen images or effects from these cards
with a maximum of Incredible abilities (no ability
or effect above Incredible rank). For example,
the Tower could became a prison with walls of
Incredible strangth, or the Justice card could
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become a man with Incredible Fighting ability
and a sword that does Incredible damage. Tarot
could likely summon other images, but fer the
moment is limited to har deck. She often reads
the future from it, and places great reliance on
its auguries,

EMPATH™
Manuel Alfonso Rodrigo De la Rocha

Fighting:  TYPICAL
Agility: GOoD
Strength:  TYPICAL
Endurance:; GOQD
Reason: GOOoD
Intuition: GOOD
Psyche: MONSTROUS
Health: 32

Karma: 85
Resources: EXCELLENT
Popularity: 5

Powers:

EMOTIONAL CONTROL. Empath can alter the
emotional state of anyona who meels his gaze.
He does this with Monstrous ability, and the foa
is permitted a FEAT roll {less than Monstrous
Psyche is Aed, Monstrous is Yellow, Unearthly
and higher is Grean). Failure indicates the tar-
get is totally under Empath's contral, and is sub-
ject to his suggestions. He can summon love,
fear, or hate, and force his target to react to
those emotions. He has complete ¢antrol of his
target's emotional state, and can force a victim
inta performing actions against his ar her will

{such as attacking a friend). Az far as has been
sean to date, he may only summan ong emo-
tional state at a time, but may contrel multigle
targets in the same area.

THUMDERBIRD™
James Proudstar

Fighting: EXCELLENT
Agility: GO0D
Strength: INCREDIELE
Endurance: REMARKABLE
Reagon: GOOD
Intuition: REMARKABLE
Psyche: REMARKABLE
Health: 80

Karma: 70
Resources: PCOR
Popularity: 13

Powers:

BODY ARMOR. James has Good body armor.

TRACKING. Thunderhirds senses enable him
to follow & trail with Remarkable ability (check
anly when the trail crosses on tracks, or is in
danger of being lost).

MOTE: James Proudstar is the younger brother
of Johnny Proudstar, the original Thunderbird.
John was a member of the X-Men who died in
battle soon after he joined the group. For a long
time thereafter, James blamed the X-Men far his
brother's death and sought revenge on the

group.



ETHU HPERBIRE

CATSEYE™

Sharon Smith

Fighting: GOQD
Agllity: EXCELLENT
Strength: GOOD
Endurance: GOOD
Reason: POOR
Intuition: EXCELLENT
Psyche: EXCELLENT
Health: 50

Karma: a4
Resources: FOOR
Popularity: 2

Powers:

SHAPECHAMNGE. Sharon is a shapechanger
whose natural form is human, However, she has
spent most of her life in her catlike form, and be-
ligves that to be her true form. She is able to shift
to the form of a young girl with large, catlike
eyas, but this form is unnatural to her. When in
human form, her Fighting rank is only Typical,
and sha does not have the use of her claws.

WALLCRAWLING. Sharon can move along
walls and ceilings at normal speed without ill ef-
fect. She must make an Agility FEAT roll, as if
her rank was Good instead of Excellent, to suc-
cessfully adhere fo slippery surfaces.

CLAWS. Sharon haz short claws that inflict
Good damage in combat, and when using them
she attacks on the Hack & Slash chart.

INFRAVISION. In her cat form, Sharon can see
as well in the dark as in daylight. She is noctur-
nal by nature.

JETSTREAM™

Hamahl Al-Hahman
Fighting: GOOD
Agliity: EXCELLENT
Strength: GOOD
Endurance: EXCELLEMNT
Reason: EXCELLENT
Intuition:  TYPICAL
Psyche: TYPICAL
Health: 50

Karma: a3z
Resources: GOOD
Popularity: 4

Powers:

FLIGHT. Jetstream's mutant powers enable him
to fly, while bionic implants protect his bedy and
give him maneuverability. He can fly 10 up to ar-
eas in a round. He can maneuver (unlike Can-
nonball) and can charge for up to Remarkable
damage when in flight.

SENSOR IMPLANTS. Jetstream’s own senses
have been greatly improved by compuler-
enhanced technology. He can delect objects
with great detail from a mile away, find objects in
the dark, and relay information quickly. He may
anly use these abilities by consciously turning
aon hig sensor implants.

ROULETTE™
Jennifer Stavros
Fighting: POOR
Agllity: GO0oD
Strength: FPOOR
Endurance: GOOD
Reason: GOOD
Intuition: GOOD
Psyche: AMAZING
Health: 2B
Karma: 70
Resources: GOOD
Popularity: 8
Powers:

WHEELS OF FORTUNE. Mot 1o be confused
with the Tarot card of a similar name, Jenny's
wheels are self-generated "pockats™ of "luck-
enargy,” either good or bad. Whean one is thrown
at a target, it explodes with the effect of creating
good or bad effects for that target. Bad effects
include such things as a ceiling falling on some-
one, energy being depleted, or machinery
breaking. A good effect would be something like
a lucky shot, a locked deor suddenly unlocking,
or some other fortunate event. When Roulette
usas one of her wheels, she can modify any die
roll for the target by plus or minus 50. She may
not spend her own Karma in the same round
that a wheel is used.
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HAVOK™
Alexander Summers
Mutant; geophysicist; member of the X-Mean

Fighting: POOR
Agllity: EXGELLEMT
Strength: EXCELLENT
Endurance: REMARKABLE
Reason: GOooD
Intuition:  GOOD
Psyche: GoOoD
Health: 74

Karma: a0
Resources: POOR
Popularity: 10

Powers:

CONCUSSIVE BLASTS. Alex can absorb cos-
mic energy and release it in waves of concus-
sive force, either in all directions {up to one area
aweay) for Amazing damage, or in one direction
{usually channeled by his arms) for a range of 3
areas and Monstrous damage. All those caught
in Havok's blast must make an endurance FEAT
roll ar be stunned for 1-10 rounds. Those whose
Endurance iz less than Amazing (or Monstrous,
depending on the altack moda) must make a
Red FEAT roll; those of Amazing (or Monstrous)
Endurance a Yellow FEAT roll; and those with
greater than Amazing (ar Maonstrous) Endur-
ance a Grean FEAT roll to avoid the damage.
The channeling of great forces cause great
stress on Havok, such that he takes Excellent
damage whenaver he does Monstrous damage
to someone elze, and must make a Yellow En-

durance FEAT roll or be unable to use his power
far 1-10 hours thareafter. This damage and En-
durance FEAT roll anly apply when he is chan-
neling his enargy through his arms. Havok can
do as little as Excellent damage (if he makes a
Psyche FEAT roll).

BACKGROUND: Alex is the younger brother of
Scott Summers, also known as Cyclops. Both
boys ware orphaned when their parants were
kidnapped by a Shi"ar ship. The pair sustained
injuries in their escape, but Alex's wounds wera
mincr and he was soon adopted. He had litlle
cantact with his elder brother until after his own
college graduation. At this time Alex's own mu-
tant powers began to surface, and in succes-
sion he became the target of evil mutants and
manacing machines such as the Sentinels. Fi-
nally, afler undergoing treatment and being
equipped with & monitoring suit, Havok began
to control his powar.

Havok is a reserve membar of the X-Men,
called upon for emergencies such as when the
Y-Men fought a Doctor Doom™ robot. He is cur-
rantly working towards his doctorate in gaaphy-
sics, and is living in the Diablo Mountains in
California with Lorna Dane.

ICEMAN™

Aoben "Bobby™ Drake

Mutant; former member of the X-Men and of
the Champions of Los Angeles;
currant member of the Defendars

Flghting: GOOGD
Agility: GOoD
Strength: TYPICAL
Endurance: AEMARKABLE
Reason: GOOD
Intuition: POOR
Psyche: TYPICAL
Health: 56
Karma: 30
Resources: TYPICAL
Popularity: 3
Powers:

ICE GENERATION. lceman can creale super-
hard ice of Remarkable strength. He can create
weapons, shields, and semi-permanent struc-
tures of this strength by drawing ambient mois-
ture out of the air. He can also extend ice undar
others, causing them to slip unless they make
an Agility FEAT roll (or have some applicable
wall-crawling or adhesion ability). In normal
temperatures, Bobby's ice-constructs have a
base lifespan of 5 rounds, plus a variable addi-
ticn of 1-10 reunds. The basge figure increases to
10 rounds in cold regions and is decreased 1o 1
round in hot regions, such as under the desert
sun. Babby can generate ice in any ragion that
has some ambient water vapor. This means he
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can use his powers anywhere on earth, but he
would be severely limited in auter space.

BODY ARMOR. By "icing up,” Bobby can give
himsell Remarkable body armor. Howevar, due
to the rigid nature of the ice, he squeaks when
hea walks. This ruing any chance for surprise un-
|ess he makes a Psyche FEAT roll to contral this
action. Bobby has Unearthly resistance to cold,
but takes damage from heat and flames as if the
attack were one rank higher (his body armor still
has an effect).

SPEED. By creating & tappling ramp of ice and
maving along it, Bobby can move up to 4 areas
per round for an indefinite peried. He can only
climb a single story with his ramp in a single
round, but can descend from any height to
ground level.

BACKGROUND: Bobby's mutant powars first
became evident in childhood, but he managed
to keep them secret until his mid-teens. Once
they became public {when he fought a mugger),
he was saved from a lynch mob by Cyclops and
Professor X, and joined the eriginal X-Men. Fol-
lowing that first group's disbanding, Bobby
teamed up with fellow X-Man Warren
Warthington Il {Angel), first as a member of tha
Champions of Los Angeles, and then as eng of
the New Defendars.




JUGGERNAUT™
Cain Marko
Altared Human; partner of Black Tom

Flghting: REMARKABLE
Agllity: POOR
Strength: UNEARTHLY
Endurance: UNEARTHLY
Reason: TYPICAL
Intultlon:  POCR
Psyche: G000

Health: 234

Karma: 3o

Resources: TYPICAL
Popularity: -30

Powers:

MOVEMENT. Juggernaut moves 2 areas par
round normally. He is, however, literally unsto-
pable. Considar him a Class 1000 object for de-
terminations of material strength. Buildings,
cars, and other similar solid objects do not slow
him. Spider-Man's webhing, force fields, and
the like will slow him to 1 area perround. Throw-
ing him into hardening concrate 100 feat deep
once kept him “on ica” for a few maonths.

INVULMERABILITY. Juggernaut has Class
1000 body armoar, protecting him against physi-
cal damage, energy atlacks, heat,’cold, and
gases. He has no need to breathe, and is not
subject to any diseases. He is still vulnerable to
mental and psionic attacks, but wears a helmet
from the mystic dimension of Cytorrak that acts
as an Unearthly force field from such attacks.

He has welded this helmet around his head
{with Manstrous strangth welds) so that it is very
difficult to remove.

BACKGROUND: Cain Marko is the half-brother
of Professor Charles Xaviar, but unlike Charles
he is a spiteful, angry, vengeful man. He gained
his powers as a result of raiding a Cytorrak tem-
ple located in Asia; he stole a mystic gem and
thereby incurred a curse that turned him into a
human juggernaut. Since that time he has re-
turned to the United States to plague Professor
Xavier and the X-Men. Many of his crimes have
been stopped, but Juggernaut has naver been
caught — and if he were, what prison could hold
an unstoppable man?

NOTE: A battle betwean Juggernaut and the
Blob is a good example of an irresistible force
meeting an immovable object. However, Jug-
gernaut wauld win this combat if Blob stood on
anything less than a planet made of Adaman-
tium. Juggernaut would not move Blob, but
would win by ripping up the ground beneath
hirm. This process would would probably take
several hours.

KARMA™
¥i'an (Shan) Coy Manh
Mutant; former member of the New Mutants

Fighting: GOOD
Agility: TYPICAL
Strength:  TYPICAL
Endurance: GOOD
Reason: TYPICAL
Intuition: EXCELLENT
Psyche: MOMNSTROUS
Health: 32

Karma: 111
Resources: TYPICAL
Popularity: 4

Powers:

POSSESSION. Xi'an has the ability 1o take over
the minds of other beings. She does this at the
Unearthly lavel of ability, and must ba in the
same area at the time of initial possession, but
can extend her range up to a half-mile away af-
ter that. Those of Unearthly Psyche must make
a Yellow Psyche FEAT roll, those of lower
Psyche a Red FEAT roll, and those of higher
Psyche a Green FEAT roll to avoid being pos-
sessed. When her mind is possassing some-
one, Karma's body is immobile, and she will
raturn her mind to her own body if her body is
damaged. Her mental contral of a target is abso-
lute, but for the first 10 rounds after beginning
possession she is slightly disoriented by the
naw body. During this time she must take a
DOWRMN ONE shift on all atternpts with that body,
including combat. After the tenth round, she can

use the victim's body normally. After about half
an hour, the possessed character may begin
making Psyche FEAT rolls to regain control.
Karma can possess multiple people, but has
trouble making more than one of them act at a
time {Red Psyche FEAT roll to succeed at this).

BACKGROUND: Karma is a mutant whose
power surfaced during her youth in Vietnam.
Both she and her brothar Tran had this power of
possession, but while Xi"an was disquieted by
her abilities, her brother relished in his power to
contrel others. Tran escaped Vietnam with his
uncle Mguyen Mgoc Coy, but Xi'an and her
younger twin brother and sister joined the large
number of refugees who fied in small boats.

Aftar arriving in America, she discoverad Tran
and Coy had set up criminal operations, Coy
sought to force Xi'an into waorking with him by
kidnapping the younger twins. Xi'an possessed
Spider-Man™ and the Fantastic Four™ 1o combat
her brother, and in the end destroyed him, ab-
sorbing his life essense into herself, Following
that first adventure, she jeined with Professor X
in forming the New Mutants. She served as
team leader for that group until they undertook a
mission to rescue Danielle Moonstar from the
Vipar™. She promised at that time to aid her evil
uncle in exchange for information, and latar in
the mission she was attacked by a mysterious
entity and disappeared in an explosion. Her
teammates beliave Xi'an to be dead, but Profes-
sor X felt no psychic death-trauma upon her dis-
appearance, and believaes her to still be alive —
a fact he is withholding from his students. Kar-
ma's whereabouts and activities are unknown at
the present time.
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MAGIK™
lllyana Nikolovna Rasputin
Mutant; member of the New Mutants

Fighting: EXCELLENT
Agllity: elelaly]
Strength: GOOQD
Endurance: INCREDIBLE
Reason: GOOoD
Intuition: EXCELLEMT
Psyche: AMAZING
Health: 80

Karma: a0
Resources: GOOD
Popularity: 4

Powers:

MAGIC. lllyana is the Sorceress Supreme of a
dimension she calls Limbo, and she wields
Monstraus power on that plane. (This is not the
same “Limbo" as that of immortus™ or Rom™.)
She uses Personal and Universal Energies, but
not Dimensional Energies. The only interdimean-
sional names she knows belong to ancient, evil
powers and their servants. She uses a cere-
many (page 11, Campaign Book) when employ-
ing magic, giving her a Casting Shift of «2. On
this plane, llyana's powers are limited; she can
detect magical auras, enter the astral plane,
and call upon her soulsward, She performs the
first two feats with Monstrous ability.

SOULSWORD. A physical manifestation of her
magical abilities, lllyana's soulsword does Mon-
strous damage to any magical creature it hits,

attacking on the Hack & Slash column. The
sword does no damage to non-magical crea-
tures, machinery, humans or robots. Enchanted
beings and transformed humans have the spell
over them broken if lllyana makes a Psyche
FEAT roll while employing the sword,

BODY ARMOR., lllyana gets the banefit of body
armor whenever she uses magic in a battle. The

body armar is ariginally of Excellant strength,
and improves by one rank (lo a maximum of
Monstrous) every ime she usas magic in the
same battle thereafter. Her armor stays in effect
for up to five rounds after it appears, without har
having to use maagic specifically for the purpose
of keeping her armor up. It is unknown what
happens when her armor reaches Monstrous
strangth.

TELEPORT DISKS. lllyana's mutant power is
the ability to summon teleport disks, She must
make a Psyche FEAT roll to successfully sum-
mon & teleport disk. Onee summoned, a disk
teleports the user first to Limbo, and then to the
desired destination. lllyana must attempt a
Psyche FEAT roll whenever she tries to telaport
herself ar others. Failure indicates a misjump,
gither in space (up to one-quarter mile away) or
in time (up to several years).

BACKGROUND: lliyana is the younger sister of
Colossus of the X-Men. She was kidnapped
from Russia by the mad assassin Arcade™, and
then remained with her brather in America after
her rescue. The first appearance of her telepor-
tation power sent her and the X-Men to Limbo,
where they confranted the lord of that realm,
Belasco™, The X-Men escaped, but lllyana was
temporarily lost. Because of time distortion,
what was a few seconds for the X-Men was a
saven-year span for lllyana, during which timea
she learned dark magic from Bealasco and even-
tually contested Belasco for his rule. She is now
a mamber of the New Mutants, and is unsure
about her place in the universe as a force for
light or darkness.

MAGMA™
Lady Amara Juliana Olivians Aquilla
Mutant; mamber of the New Mutants

Fighting: GOOD
Agility: EXCELLENT
Strength:  TYPICAL
Endurance: INCREDIBLE
Reason: REMARKABLE
Intuition: GOOD
Psyche: GOOoD
Health: 76

Karma: 50
Resources: GOOD
Popularity: 5

Powers:

CONTROL OF EARTH. Magma can influence
the movement of tectonic plates and the flow of
lava. She does this with Manstrous ability, and
can summan earthquakes and fountains of lava
within a four-area ranga. Thase effects are also
Manstrous, Her powers are tied to her emo-
tional stata, and as such if she is excited or an-
gry (the Judge may interpret this as the player
running Magma being excited or angry), she
may trigger such an etfect,

BODY ARMOR. When acting as Magma, Am-
ara appears as a humaneid of flaming lava. This
form provides her only Good protection against
physical damage, but Unearthly protection
against fire and heat. Unlike what happens to
the Human Torch, water has no significant effect
on har fiery form.
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LAVA BOLTS. Magma can project bolts of ele-
mental heat from her hands, with a ranga of 3 ar-
eas and Monstrous damage capability. She can
uses these bolts to tunnel through solid matter
at a rate of 2 areas per round, or 1 area per
round if she is making the tunnel safe enough
for others to travel through.

HEALING POWERS. Amara gains Health
every round that she is in contact with the
ground, up to har maximum. This makes her a
tough oppanent on the ground., If she is brought
to O Health while in contact with the ground, she
will be unconscious for 1-10 rounds therealtar,
and then must make a successful Endurance
FEAT roll to regain consciousness and her full
abilities. If she is brought to 0 Health when she
is not in contact with natural earth (or inside a
building or a spaceship), check for death as
usual.

BACKGROUMND: Amara is the daughter of a
senator of Meva Roma, a lost colony of anciant
Romans that split away from the civilization of
15t cantury B. C. Rome and relocated deep in
the jungles of Brazil. Her mutant powers first
surfaced in a battle with Selane, who was at the
time living as the wife of the would-be emperor
of Nova Roma. Following her defeat of Selane,
Amara was inducted into Xavier's school and
bacame a membar of the New Mutants. She is
very concerned about the effects of her amo-
tional state on her powers.




MAGNETO™

Magnus {may be a pseudanym)

Mutant; criminal; leader of the first Brotherhood
of Evil Mutants

Fighting: GOOD
Agility: REMARKABLE
Strength: GOOD
Endurance: MOMNSTROUS
Reason: IMCHEDIELE
Intuition:  GOOD
Payche: AMAZING
Health: 125

Karma: 100
Resources: AMAZING
Popularity: -10

Powers:

MAGHNETIC CONTROL. Magneto can mantally
manipulate iron and iron-based substances {in-
cluding steel and its osmium, vanadium and
adamantium alloys) with Unearthly power. He
can assemble complex machinery by force of
will and manipulate ferrous objects at any
range.

ENMERGY COMTROL. In addition to his great
magnetic powers, Magneto also has Manstrous
control over all forms of eleciromagnetic en-
ergy: heat, light. electricity, ultraviolet, gamma
radiation, X-rays, radioc waves, and even gravi-
tons. He can praject heat, electricity, or anti-
gravitons. He may possibly be able to project
other forms of energy, but this has not yet been
eslablished, Through such energy projection,

Magneto can do Amazing damage 1o anything
in line-of-sight range, ar Monstrous damage to
samething ar someone he touches.

FORCE FIELD. Magneto can generate a force

field of Unearhly powar around 1 area. This
force field becomes one rank weaker for each
additional area it encloses, Different from most
force fields, this barrier allows Magneto 10 use
his energy attacks and magnetic powers from
inside the field against targels cutzide of it, The
farce field is effective against physical, energy,
and mental attacks.

FLIGHT. By manipulaling the normal magnetic
field of a planet, Magneto can fly at Remarkable
speed (15 areas per round).

ASTRAL PROJECTION and TELEPATHY. In
the past, Magneto exhibited the ability to use
limited versions of these powears, but if he still
does possess these powars, he apparently
does nal use tham any more. When he did use
these abilities, his rank in each one was only
Typical.

TALENTS: Magneto has Amazing reason in
matters of genetics and electronics.

BACKGROUND: Magneto is devoted to the pro-
tection and preservation of mutantkingd. Singe
having suffered through the concentration
camps of the Third Reich, Magnete has long
sought to protect his kind by dominating the
non-mutant human majority. His hard-line
stance has brought him inte conflict with the X-
Men and other groups of heroes, His attitude in
thiz respect has moderated recently, and he has
also recently discovered that the Scarlet Wilch
and Quicksilver of the Avengers are his lost chil-
dran, and that his granddaughter, Luna, is ge-
netically human. .

MARVEL GIRL™
Jean Grey (deceasad)
Mutant; former member of the X-Men

Fighting: GOOCD

Agility: G000
Strength: POOR
Endurance: REMARKABLE
Reason: GOOoD
Intuition:  EXCELLEMT
Psyche: AMAZING
Health: 54

Karma: 105

Resources: GOOD
Popularity: 20

Powers:

TELEKINESIS. Jean had the ability 1o mentally
manipulate objects. Her limit was about 800 |bs,
[Excellent Strength FEAT roll required to suc-
ceed). Her range was 10 areas in line-oi-sight,
or five miles if out of sight but in menial contact
with the object being manipulated.

TELEPATHY. Jean could read minds and pro-
ject thoughts into the minds of others. She did
this at the Amazing level. She could aller the
minds of cthers as an attack mode, but this form
of attack causes a loss of ALL her Karma.

MENTAL BOLTS. Jean could project mental
bolts that have a range of 3 areas and hit on the
Amazing column of the Universal Table. These
bolts do no damage, but cause anyona hit 1o
make an Endurance FEAT roll ar be stunned.

BACKGROUND: Jean Grey was the daughter
of Professor John Grey and his wite Elaine.
Jean manifested early telepathic powers that
threatenad her sanity, and she was referred to
Professor X, who placed mental blocks upen
her, preventing the unconscious use of her
power, and informed tha young girl that she was
a mutant. When Jean was alder, Xavier re-
cruited her intc his original team of X-Men.
When she joined, she could use her talekinetic
powers. Later, Xavier freed her from the mental
black, enabling har to also use her telepathic
ability. Jean fell in love with Scott Summers (Cy-
clops), the team leader, a love which was fo lead
to her death and rebirth.

When the first team of X-Men disbanded,
Scott remained with the new X-Men while Jean
want off to find a life of har own., Scon after she
left the group, she and a number of other mu-
tants were capiurad by Santinelz and taken to
an abandoned space station. She and the X-
Men defeated the Sentinels, bul encountered
massive solar radiation on the shuttle trip home.
Jean volunteared to remain in the unprotected
¢abin to guide the ship. The radiation proved tog
strong for her to hold back with her telekinetic
shields, and she died. The space shultle fell
safely to earth, finally splashing down in Ja-
maica Bay. The X-Men wera saved — but at the
price of the life one of their original members,

In dying, howaver, Jean Grey transcended
normal life and became linked with the phoenix-
force, a peychic energy of universal power. Aftar
this event, she became the heraing known as
Phoenix.
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MASTERMIND™

Jason Wyngarde

Mutant; former mamber of the Brotherhood
of Evil Mutants, formear member of
the Hellfire Club

Fighting: POOR
Agllity: TYPICAL
Strength: POOR
Endurance;: REMARKABLE
Reason: GOOD
Intultlon: GOOD
Payche: LNEARTHLY
Health: 44

Karma: 120
Resources: GOOD
Popularity: -10

Powers:

ILLUSION GEMERATION. Mastermind's sole
power is the generation of three-dimensional il-
lusions. He does this at the Unearthly ability,
and has fooled the X-Men, Professor X, and
Magneto with his illusions, His illusiens are so
skillfully made that even when a character real-
izes it is an illusion, he still subcensciously be-
lieves it is real and will act accordingly (flames
will "burn,”" monsters will do damage, and a wall
will seem like a wall). Damage is imaginary, but
i gtill removed from Health, with 0 Health result-
ing not in death, but in unconsciousness for 1-
10 rounds. Only charactars who making a Red
Psyche FEAT roll (Yellow for Unearthly Psyche,
Green for higher) may see through the illusion.
Mastermind has also used his power to changa

hiz own apparent form, and to appear invisibla.
His illusions are visible to everyone who can seeg
them, but are not recorded by cameras, tape, or
machanical devices or entities.

BACKGROUND: Jason Wyngarde was waorking
as a carnival mentalist when he was contacted
by Magneto to join the original Brotherhood of
Evil Mutants. As Mastermind, he served with the
Brotharhood through several defeats at the
hands of the X-Men befare departing from that
group. He applied for admission to the Hellfire
Club as a member of its Inner Circle, and hoped
1o “buy™ his way in by bringing Jean Gray inta
the group under his confral as a new Black
Queen. Using lelepathic devices created by
Emma Frost, he succeaded only in unleashing
Dark Phoenix™, who opened his mind to the
overwhelming psychic impressions of the cos-
mos. Wyngarde became catatonic, a state he
remained in until finally awakening and again
beginning to plot against the X-Men, He was
eventually defeated by the X-Men, and his cur-
rent location is unknown.

MIRAGE™
Danielle (“Dani"') Moonstar
Mutant; leader of the New Mutanis

Fighting: GOQD
Agility:  TYPICAL
Strength: GOOD
Endurance: REMARKABLE
Reason: GOoD
Intuition: EXCELLENT
Psyche: INCREDIELE
Health: 56

Karma: 0
Resources: POOR
Popularity: 5

Powers:

IMAGE GEMERATION. Dani has the power to
pull and display images from the minds of oth-
ars with Unearthly ability. She must concentrate
on a specific image, such as "greatest fear” or
“heart's desire’’ or “symbol of autharity” If the
target fails a Psyche FEAT roll (Red for less than
Unearthly, Yellow for Unearthly, Grean for
greater than Unearthly), he or she will see the
image (as will everyone alse in the area) and re-
act accordingly (running from fear, attracted to
dasire, answering to authority). She can affect
multiple targels in the same area with this
power, and her range s lina-of-sight.
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LIMITED TELEPATHY. While Dani ¢an pull out
images, she has no idea what those images are
until sha displays them, and she is not a true tel-
epath. She does maintain a telepathic rapport
with lesser mammals, in paricular canines and
felines. She has Monstrous ability to under-
stand these craatures. In addition, this ability al-
lows her to mindlink with Rahne Sinclair
{Waolfsbane) when Rahne is in her walf or wol-
foid form.

BACKGROUND: Daniella's powers manifested
themselves in her teens, and her uncentralled
pulling of images saon alienated har from most
of her fellow Cheyenne Indians, except far her
parants and her grandfather. Her parents disap-
peared $00n afterward in a hunting trip, and har
grandfather was slain by mercenaries working
far Donald Pierce, the White Bishop of the Hell-
fire Club. She joined tha New Mutants both be-
cause it was her grandfather’s wish (Xavier was
an old friend), and to track down her grandfa-
ther's murderars, Her parents, as it turned out,
had been possessed by a demonic bear. Da-
nielle and the other New Mutants slew the crea-
ture in its own dimension, causing her parants
to be returned to her. Although still weak from
thiz encounter, Dani seems fully recovered.




MYSTIQUE™

Raven Darkholme

Mutant; leader of the secand Bratherhood
of Evil Mutants; Deputy Director, DARPA,
U.S. Depanment of Defense

Fighting: EXCELLENT
Agllity: GOOD
Strength: GOOD
Endurance: INCREDIELE
Reason: EXCELLENT
Intuition: EXCELLENT
Psyche: INCREDIBLE
Health: 80

Karma: 80

Resources: EXCELLENT
Popularity: 10/-30

Powers:

SHAPECHANGE. Mystique has the ability 1o
mimic the form of other human and human-
related creatures, including mutants, inhu-
mans, and other super-powered creations. She
can imitate the form with Unearthly ability, down
to fingerprints and retinal scans. She does not
gain the powers of the forms she imitates, nor
can she become non-human objects such as ali-
ans, plants, or machinery. Her alter ego is
Raven Darkholme, a respected member of the
Dafense Dapartmant. The first Popularity score
given is used when she is in that form, the sec-
and when she is Mystique. Note: She cannot in-
crease or degrease her mass, and is under a

physical strain when maintaining a larger

shape; she must make an Endurance FEAT roll

each round sha is in a larger shape, in ardar o’
remain that way.

WEAFPONS: The skulls on Mystique's belt con-
tain various gases, flares, acids, and weapons,
all of Incredible damage potential and potency.
Raven is well versed in the use of handguns,
and fires anything up to a submachine gun with
Excellent Agility. Because of her position in
DARFPA (Defense Advanced Research Flanning
Agancy) within the Depardment of Defense, she
has access to any weapon in the arsenal of
S.H.LE.L.D. ar the U.S. government.

BACKGROUND: Little has bean ravoaled about
the background of Raven Darkholme, but it is
likely that she discovarad her mutamt power at
an early age, while appearing to the world as a
normal human. She kept her mutant powers
and her criminal intent to herself, and rose
quickly to her present position in the the Depart-
ment of Defense. She has used her position to
acquire information and weapons systems to
help har in her criminal plans. She has also
gathered together the mutants known as Des-
tiny, Blob, Pyro, and Avalanche 1o form the sec-
ond Brotherhood of Evil Mutants, She uses a
secret sub-basement level of the Pentagon as
the base for this group. For a short time, the
group also included Rogue, to whom Mystique
was a surragate mother, Rogue left the Brother-
hood when her powers went out of control and
saught help from Professor X. Mystique is not
happy with this turn of events, but agrees that
Xavier can do more than she can for the girl.

There is a strong possibility of some connec-
tion batween Mystique and MNighicrawler.

MIGHTCRAWLER™
Kurt Wagnear
Mutant; member of the X-Men

Fighting: EXCELLENT
Agility: AMAZING
Strength: TYPICAL
Endurance: REMARKAEBLE
Reason: GOOD
Intuition: EXCELLENT
Psyche: EXCELLENT
Health: 106

Karma: 50
Resources: POOR
Popularity: 2

Fowers:

TELEPORTATION. Mightcrawlar can maova in-
stantanecusly from point to point, this move-
ment accompanied by a cloed of sulfurous
smoke and a “bamfing” noise. His limits are 2
miles east'west, 3 miles north/zouth, and 2
miles vertically. Kurt can teleport within these
limits safely, but if approaching his maximum
range (or carrying other people or heavy
waighis) he must make an Endurance FEAT roll.
Failure indicates disorientation or loss of con-
sciousness for 1-10 rounds. Anyone accompa-
nying Kurt on a teleportation must make a
Yellow Endurance FEAT roll or suffer the same
fate. Kurt does not usually teleport blindly into
unknown locations, since talepaning into a solid
object would cause severe trauma and possibly
death. If this does happen, make a Red Endur-
ance FEAT roll. roll. Success indicates he man-

aged 1o teleport away, but loses 100 Health,
Failure means Health is reduced to 0, and En-
durance is checked again 10 see if death occurs.
Kurt can perform a second action in the same
round that ha teleports if he makes a successful
Endurance FEAT roll,

PREHENSILE TAIL. Mightcrawler can support
his own weight by his tail, and can usa the tail as
well as a third hand with his normal Amazing
Agility.

INDIGO FUR. Mightcrawler's dark fur allows
him to blend into deep shadow. Anyone looking
for him or trying to hit him in the dark (without in-
fravision, radar, or similar locating abilities) re-
ceives a two column shift to the left. Kurt treats
his Intuition as Incredible when attacking by sur-
prise from darkness.

WALL-CRAWLING. Kurt can adhere to most
surfaces with his hands and feet, allowing him
to crawl along walls and ceilings at 3 areas per
round. He does this with Amazing ability, but
cannot adhere to extramely slippary or friction-
less surfaces.

TALENTS: Kurt is a skilled acrobat and fencer,
receiving an UP OME shift when fighting with a
sword, He is also skilled in first aid, electronics,
and mechanical repair,

BACKGROUND: Kurt Wagner was born in the
Bavarian Alps and raised by a gypsy circus,
When local townspeople accused Kurt of being
a demon, the young German was rescued by
Professor X and recruited into the X-Men. His

flippant, clownish attitude servas to canceal the
feelings of a deeply religicus and concerned
young man. He has recently been reunited with
his childhood sweetheart, Amanda Sefton™,
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MORLOCKS™

Morlocks are a colony of mutants living in the
underground tunnels beneath Mew York, New
Jarsay, and Connecticut. These tunnels were
built in the 1950s by the U.5. government, and
latar abandoned. The Morlocks, oulcasts and
rebels against surface society who named
thamselves after the creatures in the H. G. Wells
book The Time Maching, 1ook evar these tunnels
and maimained them. The main tunnel is a 50-
toot-wide construgtion running the length of
Manhattan, called “the alley.”

Maorlocks have oftan raided the surface world,
preying on the lower classes so that the losses
would not be noticed, This praclice continued
under Callisto but was discontinued when
Storm, by defeating Callisto, became the effec-
tive leader of the Morlocks.

SUNDER™

Fighting: REMARKABLE
Agility: GOOoD
Strength: MOMNSTROUS
Endurance: AMAZING
Reason: POOR
Intuition: POOR

Psyche: POOR

Health: 165

Karma: 12

Resources: FEEBLE
Popularity: -10

Sunder is a huge mutant with superhuman
strength and Excellent body armar. He is a close
follower of Callisto, and ¢nce Kidnapped Angel
far her.

PLAGUE™

Fighting: POOR
Agility: TYPICAL
Strength: TYPICAL
Endurance: REMARKABLE
Reason: FPOOR
Intuition:  TYPICAL
Psyche: GOOD
Health: 46
Karma: 20
Resources: FEEBLE
Popularity: -10

Flague has the power to carry diseasa within
hersalf (being unaffected by i) and pass it on to
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others. She attacks on the Hack & Slash column
of the Battle Effects Table. A Yellow or better re-
sult means that Plague has infected her larget.
Infection usually results in an immediate three-
leval drap in all abilities, with an equivalent drop
in Health. If any ability rank drops to 0, the char-
actar is unconsious. After the three-level drops
are put in effect, the victim must make an Endur-
ance FEAT roll (using the present level of that
ability). Success indicates the halting of the
process; otherwise, the character loses one
rank perday, When all abilities fall to 0, the char-
actar goes info a coma. Comatose characters
can slill make Endurance FEAT ralls, but failure
indicates death. Medical help can stabilize a
comatose character, and karma may be added
to prevent death. Full hospitalization can re-
verse these effects.

CALLISTO™

Fighting: INCREDIBLE
Agility: EXCELLEMT
Strength: GOOD
Endurance: EXCELLEMT
Reason: GOo0D
Intuitien: INCREDIBLE
Psyche: GO0o0D
Health: 90

Karma: 60
Resources: TYPICAL
Popularity: -10

Callisto is the former leader of the Maorlocks,
having earned her paosition by means of her

fighting skill and tracking ability. Her senses are
at the Incredible level, allowing her to track prey
through the underground tunnel system, She
also receives an UP ONE shift {to Amazing)
when fighting with a knife, Callisto packs a sling-
shot {range 2 areas, 5 paints damage, check far
Stun) and has Remarkable Agility with it.

CALIBAN™

Fighting: POOR
Agliity: GOOoD
Strength: REMARKAELE
Endurance: REMARKABLE
Reason: GOo0D
Intuition: REMARKAEBLE
Psyche: INCREDIBLE
Health: 74

Karma: B0
Resources: FEEBLE
Popularity: 0

Calipan is a chalk-white mutant with pale yellow
eyes, He has the ability to detect mutant aner-
gies in much the same way that Professor X
does this using Cerebro. His range is about a
mile. The Morlocks use Caliban to track down
young, new mutants to be kidnapped into their
society. Caliban ¢an also project emotions. Cur-
renfly he is limited to projecting fear. He does
this when threatened, with the effect that his tar-
getls must make a Psyche FEAT roll or run away
in terror, He uses this fear-power as an Incradi-
bie rank ability. Caliban has lost his heart to Kitty
Pryde, but will not take her into his underground
world unless she wishas it.



HEALER™

Fighting: POOR
Agility: TYPICAL
Strength: TYPICAL
Endurance: GOOD
Reason: GOoD
Intuition: EXCELLEMNT
Psyche: INCREDIBLE
Health: 26

Karma: 70
Resources: FEEBLE
Popularity: 4

Healer has the power of his name. He can heal
100 points of Health in a single round without il
effect on himself, His 1ouch can prevent a dying
character from death, though if Endurance
levels are lost they must ba regained in the nor-
mal manner. He saved Callisto after she was
stabbed in the heart by Storm in a knife-fight,
Colossus after he was frozen to sub-zero tem-
peratures, and Daniglle Moonstar after she was
badly mauled by her demon-bear. He cannot af-
fect the victims of the Morlogk called Plague
(see below) or others hurt by disease.

LEECH™

Fighting: FEEELE
Agility: POOR
Strength: POOR
Endurance: EXCELLENT
Reason: POOR
Intuition: POOR
Psyche: POOR

Health: ao
Karma: 12
Resources: FEEBLE
Popularity: 0

Leech is a humanaid mutant with a large head,
shont stature, tentacled arms, and pale green
skin. His mutant power makes him an outcast
evien among the outcast Marlocks: He can pre-
vart the use of all natural super powers
{whether due to mulation ar not) within one area
of his location. This occurs automatically at the
Clasgs 1000 rank of ability. Technological powers
are not affected. For example, Wolvering's
tracking ability would be diminished to normal
levels, but his claws would not. Dampened
powars are returned to normal once the charac-
ter is more than two argas away from Leech.

MASQUE™

Fighting: POOR
Agility: GOo0D
Strength: TYPICAL
Endurance: REMARKAELE
Reason: TYPICAL
Intuition:  TYPICAL
Psyche: GO0D
Health: 50
Karma: 22
Resources: FEEELE
Popularity: -5

Masque is a projecting metamorph, and can
change the appearance of other human and hu-
manoid creatures, but not himself. His rale in

Marlock society is to alter the appearance of
naw recruits such that they are twisted and ugly
by surface standards. He must lay his hands an
a victim to change its flesh, and does so with
Monstrous ability. He does not affect his victim's
Health by altering ils appearance.

OTHER MORLOCKS

The characters described above are the impor-
tant membears of Marlock society who have
been revealed so far. Most of the rest of the
Maorlocks have passive mutations, defective
mutations, or mutations that anly affect certain
abilities. Typical statistics for other Morlocks are
presented balow for usain crowded battles, with
the chance for an exceptionally high ability (one
rank highear than noermal) given in parentheses
after each entry.

Fighting: GOOD (10%0)
Agility: TYPICAL (5%)
Strength:  POOR (20%)
Endurance:; EXCELLENT (10%:)
Reason: POOR (10%)
Intuition:  GOOD (20%0)
Psyche: POOCR (10%)
Health: 40

Karma: 18
Resources: FEEBLE
Popularity: ©

Special Powears: 5% chance, rall on Table 28 for
type, Table 25 for effectiveness, These tables
are an pages 37 and 38 of the Campaign Book.
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PHOEMNIX™

Joan Grey (deceased)

Mutant; fermer mamber of the X-Men,
briefly & member of the Hellfire Club

Fighting: REMARKABLE
Agllity: INCREDIBLE
Strength: REMARKABLE
Endurance: UNEARTHLY
Reason: GOOoD
Intultlon: EXCELLENT
Psyche: CLASS 1000
Health: 200

Karma: 1030

Resources: CLASS 1000
Popularity: 50 to-100

Powers:

THE PHOENIX FORCE. This force is a manifas-
tation of the primal psychic force of our uni-
varse. In her linking with this force, Phoenix had
her abilities increased without an upper limit
(Class 1000). She could rearrange matter and
energy at will, create space warps, and drain en-
ergy from any source to replenish har Health.
When using her powers, an aura of a phoenix
would manifest itself around her. The only limita-
tion on her power was her own imagination and
maoral restrictions, The phoanix force reacted to
Jean's emotional as opposed to intellectual
side, and this ullimately led to her downfall,

BACKGROUND: Following her death from cos-
mic radiation (see Marvel Girl), Jean Grey was
reborn as Phoenix, an ultra-powerful entity of

nearly unlimited powear. Soon after her recovery,
Jean and the X-Men helped save the universe
from the mad Shi'ar emperor, D'ken. Following
this, Jean's own moral code kapt her from aver-
using her powers. Thesa maorals began to dete-
riorate under the subtle psionic manipulations
of Mastermind, whose attempt to corrupt Jean
Grey was his own ticket to admission into the In-
ner Circle of the Hellfire Club. He briefly suc-
ceeded, turning Jean into a new Black Queen,
but her long-time love for Scolt Summaers (Cy-
clops) enabled her to recover her original per-
sonality. Jean turned on Mastermind, driving
him temporarily catatonic. The damage was
done, however; Jean socon reverted to the
darker side of her personality, and became
known as Dark Fhoenix, it was as Dark Phoenix
that Jean caused a supernova in the D'Bari sys-
tem, destroying & billion alien lives. She did it to
recharge her energy reserves. Forces of the
Shi‘ar Empire tracked her back to Earth, where
Scott and the other X-Men had turned her back
to “normal"’ again. The X-Men fought for Jean,
but lost. In the battle, Jean falt her contral slip-
ping again and, activating an ancient weapan
system, destroyed her physical form rather than
once again let the power of Dark Phoenix loose
on the universe.

MOTE: Because of Phoenix's Class 1000 abili-
tigs, it is strongly recommended that she not be
used as a player character.

POLARIS™
Lerna Dane
Mutant; raserve member of the X-Men

Fighting: GOOD
Agility: GOoD
Strength: TYPICAL
Endurance: AREMARKABLE
Reason: GOOD
Intuitlon:  EXCELLENT
Psyche: REMARKABLE
Health: 56

Karma: B0
Resources: TYPICAL
Popularity: 3

Powers:

MAGNETIC CONTROL. Polaris has Amazing
control over iron and iren-based substances (in-
cluding steel and steel alloys). She can manipu-
late any such objects she has in line-of-sight,
subject 1o FEAT rolls.

EMERGY CONTROL. Like Magneto, Polaris
can affect other forms of energy; however, her
experience to date involves manipulating mag-
netic, electrical, and gravitic energy fields. She
does this at an Incredible level, allowing her o
inflict up to 40 peints of damage, overload elec-
trical systems, and fly at 12 areas per round,
She may carry up to 10 tons of weight with herin
flight.
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FORCE FIELD. Also like Magneto, Palaris can
project a farce field of Amazing strength about
herself and extending over one area. This force
field decreases in strength by one rank for each
additional area it covers. But unlike Magneto,
she cannot manipulate other energies through
her farce field,

BACKGROUND: Lorna’s natural parents re-
portedly died in a plane crash when she was
very young, and the green-haired girl was
adopted by the Dane family, who dyed her hair
to a brown shade to keep her fram leoking differ-
ent. Her latent powers ware fully manifested
during in a plotinvolving a rabotic Magnate, who
made Dane believe that it was her true father.
Tha X-Men convinced har of her true parentage,
and she and they turned on the bogus Magneto.
After a brief relationship with Bobby Drake (lce-
man), Lorna began dating Alex Summers
{Havok). The pajr have a commaon interest in
geophysics and are currently warking on their
respective doctorates in the Diablo Mountains
in California.




PROFESSOR X™

Charles Xavier

Mutant; geneticist and teacher; mentor of
the Mew Mutants and the X-Men

Fighting: FPOOR
Agility: GO0D
Strength:  TYPICAL
Endurance: REMARKABLE
Reason: INCREDIBLE
Intultion:  AMAZING
Psyche: MONSTROUS
Health: 50

Karma: 165
Resources: REMARKABLE
Popularity: 20

Powers:

TELEPATHY. Xavier is the warld's most power-
ful telepath; his rank in this ability is Unearthly.
He can normally read the thoughts of others and
contact other sentient minds at a range of 250
miles (up to 500 miles if he makes an Endurance
FEAT rall). He can forcibly alter the thoughts of
anather being in the same area, generate men-
tal illusions in line-cf-sight range, make himself
appear invisible, and introduce temporary pa-
ralysis in others, Xavier must make an Ln-
earthly Psyche FEAT roll to use his powers,
shifted one to the left for every rank of Psyche
his target has above Typical (Allering the
thaughts of someone with Incredible Psyche
would reduge Xavier's power by four ranks.) Al-
tering the minds of others is anathema to the
Professor — ha losas all his Karma if he does

80, This penalty can be madifed at the Judge's
option — for instance, if altering a mind is the
only way 1o save a character or the professor
himself.

MENTAL BOLTS. Xavier can attack any living
target within two areas with bolts of pura mental
force. These attacks use his Monstrous Psyche
rank to hit, do up to Unearthly damage, and
have effects listed on the Slugfest column of the
Battle Effects Table. Since these bolls are crea-
tions of Xavier's mind, they are unaffected by
farce fields, except for those specifically stated
as being proof against mental powers.

MUTANT DETECTION. Professor X is sensitive
to the mental wavelengths of fallow mutants. He
can detect another mutant four areas away au-
tomatically.

ASTRAL FORM. Xavier can separate his astral
salf from his body and entar nearby mystic
planes. His ability rank in this is Monsirous,

TALENTS: Xavier has Amazing reasan in mat-
tars of electronics and genetics.

BACKGROUND: Xavier is the founder and
mantor of the X-Men and the New Mutants. De-
voted to the cause of helping mutants learn (o
use and control their powers, Xavier set up his
*Schoal for Gifted Youngsters,” and has trained
three distinct teams of mutants. He has re-
mained behind the scenes until recently, whan
he regained his ability to walk. Mow that he is
able to get around on his own, he has been go-
ing into the field with his X-Men.

PYRO™

5t John Allerdyce

Mutant; novelist and journalist; member of the
second Brotherhood of Evil Mutants

Fighting: GOQD
Agility: GOoD
Strength: TYPICAL
Endurance: REMABKABLE
Reason: Goo0D
Intuition:  TYPICAL
Psyche: GoOoD
Health: 56
Karma: 26
Resources: POOR
Popularity: -10
Powers:

FIRE CONTROL. Pyre has the the ability to
psionically manipulate flame, causing it to in-
crease, diminish, or form into ereatures of “liv-
ing flame" that are under his control, Such fires
must be no more than 1 area away for him to
contral, but he does this at Monstrous ability.
These flame-creatures have the following abili-
ties and charactaristics:
F A s E R I P
In In In In Nane MNone None
Health: 160

Theose flame-creatures may cause up to Mon-
strous damage from fire, Good damage to those
immune to flame. Once created, these crea-
tures may move according to Pyro's will within

his field of vision. They will be dispelled if 5t
Jehn turns his concentration from the creatures
or is knocked unconscious, These creatures are
affected as normal flames would be; they take
no damage from physical attacks (thaugh thay
can be disrupted if Stunned) and double dam-
age from waler.

FIRE GENERATIOM. Pyro cannol generate
flames on his own, but wears a flamethrowar
hackback with projectors on his wrists. His psio-
nic powers allow him to furn the madest amount
of flame he can create (as a normal flame-
thrower) into flame creatures as described
above. The flamethrower is made of Incredible
material.

FIRE RESISTANCE. Pyro has Unearthly resist-
ance to flame of his own creation. He is vulnera-
ble to normal fire, howevar, and wears a body
suit that gives him Amazing protection against
fires other than his own. This usually buys him
the time to control other flames — and if he does
50, than ha is invulnerable to any fire he has
placed under his mental contral.

BACKGROUND: St. John Allerdyce is a native
of Australia and was a journalist for an Austra-
lian wire service, covering Indochina and Viet-
nam. His mutant powers surfaced early in his
career, but he never fully developed them due to
their limitations (they control, not create, firas).
Hiz experiences in Southeast Asia tarmed the
basis for sevaral critically panned but commer-
cially successiul books, and 5t John alternated
betwean writing modarn dramas and gothic ro-

mangces, He was recruited by Mystique into the
second Brotherhood of Evil Mutants, and has
remained with the group ever since.
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RACHEL SUMMERS™
Mutant; member of the X-Men

Fighting: GOOD
Agility: GooD
Strength: GOOD
Endurance: INCREDIBLE
Reason: G000
Intuition: REMARKAELE
Psyche: AMAZING
Health: 0

Karma: an
Resources: POOR
Popularity: 10

Powers:

TELEKIMNESIS. Rachel has the ability to move
ohjects with her mind, much like har mothar did.
She can lift ohjects up to 400 pounds in weight
without having to make a Psyche FEAT roll, with
her maximum beaing arcund 800 pounds.,

FORCE BOLTS. Rachel can project bolls of
telekinetic force from har mind. These strike
through body armar (unlass that armor protects
from mental attacks). She hits on the Amazing
column, and her opponent must make a Yellow
Endurance FEAT roll or fall unconscious for 1-10
rounds. Making the FEAT roll means no damage
is taken. Her range is 3 argas.

MENTAL SCREEN. Rachel can protect herselt
from menial attacks with Amazing ability.

TELEPATHY. Rachel can detect thoughts and
feelings in others at the Amazing level. She suf-
ters no Karma loss for prying into other people's
minds, since this is a standard tactic in the land
she came from.

BACKGROUMD: Bachel Summers is the
daughter of Scott Summers and Jean Grey in
ancthar timaline — one in which Jean did not
die as Dark Phoenix and Senator Bobert Kelly
was slain by the Brotherhood of Evil Mutants. In
Rachel's timeline, Sen. Kelly's assassination
brought about panic in the pepulace and the re-
animation of the deadly Sentingls, The Senti-
nels gradually took over the Morth American
continent, reducing the cities to rubble and the
peopla to misary. Mutants ware blamed and
placed in concentration camps, if not killed out-
right. Rachel was used as a "hound" 1o hunt
down subversives and mutants in this dark fu-
tura, then was shut away in a camp hersaif.
There she encounterad the remnants of the
¥-Men — Storm, Katherine Pryde, her husband
Colessus, and Rachel's love, Franklin Ri-
chards™, led by the crippled Magnete. This
team, aided by Wolvering, made an assault on
the Sentinel Headquarners, the Baxtar Building.
They were wiped out except for Kathering and
Rachal. :

Rachel escaped by transporting harself back
through time. She has landed in the wrang time-
line — ane whare Jean Grey died, Sen. Kelly
lived, and lliyana lost seven years in limbo. She
is irying to adjust to an alien world and trying to
avoid the future that overiock her own world.

ROGUE™

(real name unrevealad)

Mutant; former member of the Brotharhood of
Evil Mutants; current member of the X-Men

Fighling: GOOCD
Agility: EXCELLENT
Strength:  AMAZING
Endurance: GOOD
Reason: PCOR
Intuition:  GOOD
Psyche: FOOR
Health: a0
Karma: 18
Resources: POOR
Popularity: 0
Powers:

POWER ABSORPTION. Rogue can automati-
cally absorb the powers and abilities of other be-
ings by touching her opponents flesh to flesh.
She does 50 without any conscious control of
the ability; that is, she cannot turn the power off
and on, or determing whom it does or does not
affect through her own will power. If her target is
trying to avoid her touch, Rague must make an
Amazing FEAT roll to touch and make the trans-
fer. Each round of contact translates into four
rounds of use (by Rogue) of the victim's abilities,
talents, and memories, during which time the
viclim is unconscious. Contact beyond the first
round is dangerous, because the transfer may
become permanent. Aogue must make a suc-
cessful Psyche FEAT roll to avoid such a perma-
nent transfer for each round over the first.
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Failure indicates that the victim's mind is wiped
clean and Rogue takes on the victim®s persona,
her own Psyche being lowered ane rank. If her
Psyche ever drops below Feeble, Rogue will go
mad, losing all cantrol of her actions and abili-
figs, At this point she should be run by the game
judge.

Rogue can possess the powers and abilities
of more than one victim at a time, taking the
highest ability scores of those available, She
cannot absoro artifical abilities, powers of those
beings who are creatures of energy (such as
Phoenix or Wonder Man), or extrema physical
differences {such as Angel's wings). Her powear
does not affect robots.

STOLEN POWERS. Rogue permanently
drained the powers and memaories of Carol Dan-
vers, Ms. Marvel™, As a result, she can fly 8 ar-
gas a round and has Incredible body armor.
From this “robbery” she alzo gained super-
strength and a “seventh sense” that warns her
of danger.

CONFLICTING PERSONALITIES. Due to the
fact that Rogue has twio separate thought proc-
azsas (hers and Ms. Marvel's), she has LUn-
earthly resistance to mental probes and mental
attacks. If she is in a situation unknown to har-
self but familiar to Ms. Marvel, the Ms. Marval
persona may become dominant.

BACKGROUND: Rogue fled fram her hame in
the deep South when her powers first appeared.
Ehe was "'adopted” by Mystique of the Brothar-
hood of Evil Mutants, who regards her as a
daughter. After she permananily stole the

powers and memaries of Ms. Marvel, Rogue be-
gan losing contrel of her powers from having 1o
deal with Ms, Marvel's memaries as well as her
own. She sought the help of Professor X, who
allowad her to jain the X-Man ovar the protests
of the other members. Since that time she has
proved harself a valuable member of the team,




SENTINELS™
Mutant-hunting robots

Fighting: EXCELLENT
Agllity: EXCELLENT
Strength:  AMAZING
Endurance: UNEARTHLY
Reason: GO0OD
Intuition:  TYPICAL
Psyche: FOOR
Health: 180

Karma: Mot applicable

Resources: Mot applicable
Popularity: Mot applicable

Powers:

MUTANT DETECTION. The heart of the Senti-
nel is an all-band spectrum organic analyzer.
This analyzer can detect all living things within
four areas, and determine whether each is hu-
man or mutant. In addition, Sentinels are tied to
a central processor that relays information
about particular mutants.

FLIGHT. Sentinels can fly 10 areas per round by
using jets built into their boots.

EMERGY BOLTS. The Sentinels have an array
of electron beam guns, plasma guns, and lasers
built into each hand. These blasters can cause
Amazing damage at a range of two areas.

BODY ARMOR. Each Sentinel's intarnal work-
ings are protected by a flexible, micro-chainmail
armar which provides Remarkable body armor.

If the armer is attacked, treat it as Remarkable
material.

COLD BEAMS. Tha Mark V Sentinels can spray
liquid nitragen from theair eyes. An opponeant hit
by this beam makes an Endurance FEAT roll
and checks on the Stun column of the Battle Ef-
fects Table. If Stunned, the characteris encasad
in a sheath of ice {Good material strength).

LEARNING PROGRAM. The greatest danger of
the Sentinels is their ability 1o learn from mis-
takes. After three rounds of battling an oppo-
nant, all Santinels get an UP ONE shift when
fighting that character in the future, Even de-
struction of a Sentinel in the third round will not
prevent the infarmation from being relayed back
to help other Sentinels in future battles. As far
as it is known, Rogue and Shadowcat of the X-
Men and Magma, Magik, and Warlock of the
Mew Mutants are nat in the Santinels” master in-
formation banks.

BACKGROUND: The statistics presented
above are for the Mark V Sentinel, the most re-
cent of a ling of mutant-hunting rabots used by
the U. 5. government and various secret anti-
mutant groups. Some earlier varsions of the
Sentinels weare more powerful than the present
farms, but models of the present version do not
have the degree of free will that allowed some of
the earlier versions to overthrow their creators.
The latest version, the Mark V, was created by
Shaw Industries for the U.5. government’s
“Project Wideawake,” an illegal anti-mutant op-
eration headed by Hanry Peter Gyrich™.

SHADOWCAT™
Kathering “Kitty'' Pryde
Mutant; member of the X-Men

Fighting: EXCELLEMT
Agility: GOOoD
Strength: POOR
Endurance: EXCELLENT
Reason: REMARKAEBLE
Intuition:  GQOD
Psyche: TYPICAL
Health: 54

Karma: 46

Resources: POOCH
Popularity: 10

Powers:

PHASING. Kitty can de-synchronize the mole-
cules of her body, allowing her to pass through
solid ¢bjects unharmed. Her limit on this “phas-
ing” is the length of time she can hold her
breath (5 rounds normally, requires an Endur-
ance FEAT roll for each round afterward). Whan
phasing, Shadowcat cannot be harmed by
physical attacks, but she can be stopped by
farce figlds and harmed by attacks that are also
out-of-phase or mulli-dimensional. Kitty's phas-
ing also disrupts electrical equipment with the
following effects: Unprotected electranics are
automatically scrambled, while those with an
Endurance rank must make a successful Endur-
ance FEAT roll or suffer Stunning for 1-10
rounds and 30 points of damage. Battle-suits
and computers are disrupted (may not function)
far 10 rounds.

TALENTS: Kitty's reason is Incredible when
dealing with computers and other kinds of eleg-
franic davicas.

BACKGROUMND: Kitty is a native of Deerfield,
IIl., a suburb of Chicago. She was detected as a
mutant by both Profassor X (via Cerebro) and
Emma Frost, White Quesn of the Hellfire Club,
Both Xavier and Frost attempted to recruit Kitty
for their respective schools, When the Profes-
sar, Wolverine, Storm, and Cologsus were cap-
tured by minions of the White Queen, Kitly first
used her phasing powers to help them escape.
Soon afterward she joined the X-Men.

As the youngest member of the X-Men, Kitty
found herself dealing with team members who
had extensive experience. Sha has worked
hard to prove her value to the team, and on sav-
eral pocasions has used her unique abilities to
gave the others, Except for a brief period when
she was "demoted” to the New Mutants, Kitty
has remained a valuable membaer of the X-Man.

Kitty Pryde had the code names Sprite and
Ariel before taking on her present identity of
Shadowcat.

Kitty's parents, Carmen and Theresa Pryde,
are divarced, a fact sha blames harself for. She
has had a hand-holding relationship with Petar
Rasputin (Caolossus), who is several years her
elder, Peter has broken off that relationship fol-

lowing the X-Men's adventures in the Secret

Wars. Kitly is now dating Doug Ramsay of the
Mew Mutants.
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SILVER SAMURAI™
Kanulchio Harada
Mutant; criminal; pariner of the Viper

Fighting: REMARKABLE
Agliity:  EXCELLENT
Strength: EXCELLEMNT
Endurance: INCREDIBLE
Reason: GOoD
Intultlon:  EXCELLENT
Payche: EXCELLENT
Health: 110 S
Karma: 70 =

Resources: GOOD
Popularity: -20

Powers:

TACHYOMN FIELD. The Silver Samurai is a mu-
tamt wha can summon a extremaly powerful an-
ergy field. The focus for this energy is his
katana, a samurai longsword, This sward as a
result does Unearthly damage and will cut
through materials of less than Unearthly
strength in a single round.

BODY ARMOR. Kenuichio wears a light staal
alloy suit of plate in the Oriental style that pro-
vides Excellant body armor.

MARTIAL ARTS. Kenuichio is trained in sev-
aral forms of Oriental fighting styles, and can
fight with katana, shuriken, and can Slam and
Stun opponents of greater strength in unarmed
combat.

TELEPORT. The Silver Samurai has a telepor-
tation ring that gives him the power to teleport
without error up Yo three miles away. &

BACKGROUMND: Kenuichic Harada is the mu-
tant son of formear Japanase crima lord Shingen
Harada, ruler of the Japanese undarworld and
head of house Yashida (see Mariko Yashida and
Sunfira). Shingen never recognized Kenuichio
as his son, and mastery of the clan has passed
to Mariko. Kenuichio began the study of samu-
rai martial arts and, once he mastared the disci-
plings, hired himself out as a modern-day
samural. Binding himself to the Viper, he has be-
come her bodyguard and aide-de-camp ever
since. While under the effects of Mastermind,
Mariko pardoned Kenulchio Harada for his
crimes and made him her hair.,

STORM™

Croro Munroe

Mutant; former leader of the X-Men,
now depowered

Flghting: EXCELLENT

Agility: GOOD (REMARKABLE)

Strength:  TYPICAL

Endurance: EXCELLENT (AMAZING)

Reason: TYFICAL

Intuition: EXCELLENT

Psyche: GooD

Health: 56 {106)

Karma: a6

Resources: POOR

Popularity: 4

Powers:

Oraro has had her powers stripped by a device
created by Forge and used by Henry Peter
Gyrich. The ability ranks in parantheses repre-
sent her past statistics. She has lost all of har
powers, but retains her talents.

WEATHER CONTROL. Storm had the powar to
manipulate existing weather patierns, creating
rain, lightning, and fog at will. Her ability in these
actions was Amazing, and she could inflict
Amazing (50 points) damage per round in
weather-based attacks (hail, strong winds, or
lightning). If Storm used her power at maximum
level for moere than four rounds, she would need
1o make a powar FEAT roll foreach roeund follow-
ing to keep the sterm under control, Failing the
FEAT roll would indicate the storm goes wild
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(Monstrous damage to all in area of etfect) and
must be brought again under control (Yellow
power FEAT roll). If Ororo was knecked uncon-
scious, any weathar she had created would dis-
sipate to its normal state. If she was controlling
a natural storm, i would return to stormy
weather.

FLIGHT. By contralling the wind, Storm could fly
at Excellent speed, and could create sufficiant
wind to carry others, Make a FEAT roll on the
weather-cantrol power, shifting one column left
for each person over three she carries. Failure
indicates that semeone is dropped.

TALENTS: Ororo is a skilled lockpicker, thief,
and escape artist. Her Agility is Excellent when
using these talents. Her Agility is also Excallent
in handling guns, training that was given to her
by Wolvering.

BACKGROUND: Ororo was born in New York
City but moved 1o Calro with her parents as a
child. Her parents were killed in an air raid, and
the orphaned Croro grew up on the streats of
Cairo, learning her thiaving abilities from Ach-
med El-Gibar, master thief of the city. As her
power matured, Ororo left Cairo and wandered
the African continent, finally settling in Kanya,
where she was worshiped as a goddess. It was
there Professor X found her, as he was assem-
bling his second team of X-Men. Ororo re-
mained with the X-Man, first as a member, then
as feam leader when Cyclops departed. She
has since lost her powers and temporarily lett
the team.




SUNFIRE™
Shiro Yashida
Mutant; former member of the X-Men

Fighting: EXCELLENT
Agility: EXCELLENT
Strength: GOOD
Endurance: AMAZING
Reason: G000
Intuition: GOOD
Psyche: GOoD
Health: 100
Karma: 30
Resources: REMARKABLE
Popularity: 25

Powers:

FIRE GEMERATION. Sunfire has the mutant
ability to generate ionized plasma similar to the
sun's. He does this with Unearthly ability, and
¢an inflict up to Monstrous damage at line-of-
sight range. He can inflict Unearthly damage,
but must make an Endurance FEAT rall to re-
main conscious after doing so.

FLIGHT. Sunfire can fly 10 argas in a single
round, ionizing the air around him with his
plasma to provide lift and propelling it behind
him to give him thrust,

FORCE FIELD. When using his nuclear powars
{plasma bolts and flight), Sunfire has a force
field generated about him providing Amazing
protection from energy attacks. Il is not known
wheather the force field protects him from all en-

argy attacks, but it is effective against (for exam-
ple) Cyclops' ave-beams. The forca fiald also
provides Sunfire with Good protection from
physical damage.

TALENTS: Sunfire has trained in the Criental
martial arts and the weaponry related to that
=kill. He has Remarkable Fighting ability to hit
with the katana, the shuriken, and other Japa-
nese Weapons.

BACKGROUMD: Shiro Yashida is the son of Sa-
buro Yashida, a respecied post-war Japanese
diplomat. Shiro’s mothar was crippled in the
bombing of Hiroshima, and her eventual death
and the urging of his anti-Amarican uncle Tomo
led Shire to first use his newfound mutant
powers in an attack on the United States — an
attack that ended in death of both Tomo and Sa-
bura (who was shot by Toma).

Sunfire was recruited by Professor X into the
second team of X-Men, but soon resigned after
it became clear to him that he would rather be in
Japan. Since that time, Sunfire has served as a
helping hand to the X-Men when they are in Ja-
pan. While he is no longer anti-American, Sun-
fire's national and personal pride is still quite
strong.

Shiro Yashida is the second cousin of Mariko
Yashida, head of the clan, and second half-
cousin of Kenuichic Harada, the Silver Samurai.
The late Shingen Harada, crimelard of Japan,
was his first cousin.

SUNSPOT™
Roberto Da Costa
Mutant; member of the Mew Mulants

Fighting: GOOQD
Agility: TYPICAL
Strength: TYPICAL (REMARKABLE)
Endurance: REMARKABLE
Reason: TYPICAL
Intuition: POOR
Psyche: GOo0D
Health: 52

Karma: 20
Resources: EXCELLEMT
Popularity: 3

Powers:

ENHANCED STRENGTH. Sunspot has the mu-
tant power to absorb solar enargy and convert it
inta strangth. (When he does this, his Strength
increases to the rank in parentheses. When us-
ing this energy, he turns fully black, with motes
of dust in the air also turning black. He may op-
erate for an unlimited number of rounds in direct
sunlight without sarious effect on his strength,
but when in shade, underground, ar at night, he
may only use his power for 5 rounds. On the
sizth reund of use without recharging, he must
make an Endurance FEAT rall, Failure indicates
that his enhanced strangth Is diminishing, and
he will return to normal the next round. If a sec-
ond Endurance FEAT roll is failed, Robarto will
Qo0 UNCoNSCious.

BACKGROUND: Robarto Da Costa is the
halfbreed son of Brazilian millionaire Emmanuel
Da Costa and archaeologist Mina Da Costa. He
first exhibited his mutant powers in a soccer
match when he was brutally beaten by a mem-
berof opposing team. After this display, Roberto
and his girlfriend Juliana Sandoval were cap-
tured by Donald Plerce, a renagade membear of
the Hellfire Club's Inner Circle. Juliana died in
the attack, and Robearo joined Danielle Moon-
star, Aahne Sinclair, and Xi'an Coy Manh to hunt
Piarce down. Following Fierce's capiure, Ro-
berto and the others formed the third team of
mutants to be instructed by Professor X, called
the New Mutants.

Roberto Da Costa is a natural charmer with
young ladies (and a few older onaes as well). His
cosmopolitan style and self-assured attitude
covers the true nature of a boy who is bilter
about the death of his Juliana and angry with his
father’s recent decision to join the Hellfire
Club's Innar Circle.
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TOAD™

Mortimer Toynbee

Mutant; member of the original
Brotharhaod of Evil Mutants;
farmer amusement park operator

Fighting: POOCR
Agility: REMARKABLE
Strength:  TYPICAL
Endurance: EXCELLENT
Reason: EXCELLENT
Intuition:  TYPICAL
Psyche: POOR
Health: B0

Karma: 30
Resources: FPOOR
Popularity: -5

| Powers:

LEAPING. Toad's mutant ability revolves
around his elastic cartilage structure and well-
developed legs. By leaping he can clear 2 areas
in a single bound, and reach tha top of a three-
story building in a single leap. His ability also
gives him a Remarkable Endurance for charge
attacks when he bounces into combat.

TALENTS: While not extremely skilled at build-
ing new items (Reason - Poor for kit-bashing),
Toad has helped build and maintained the ma-
chines of such luminaries as Magneto, Arcade,
and the Stranger. He has a Reason of Remark-
able in electronic maintenance and rewiring.

BACKGROUND: Mortimer Toynbee's muta-
tions ware obvious at birth, and his odd stature,
homely features, and curious power made him a
subject for ridicule at an early age. This deaply
affected his personality such that he would be
slavishly subzervient lo anyone who shaws him
concern or interest. The first such person was
Magneto, who enlisted the Toad inta his eriginal
Brotherhood with Mastarmind, Scarlet Witch,
and Quicksilver. Toad served Magneto with un-
guestioning loyalty, and Magneto found it to his
advantage to have a lackey who would serve
him with such completa devotion.

But, Magneto's continual verbal and physical
abuse of his sarvant eventually caused resent-
meant, and Toad abandoned Magneto whean the
Mutant Master of Magnetism was defeated by
the X-Men and the Avengers. Toad wandered for
some time, until he came upon an abandoned
castle in upstate New York. Commissioning the
construction of some death-traps by the master
assagsin Arcade, Toad turned the castle into his
own kingdom, where he hoped to lure and de-
stroy those who had hurt him and mada fun of
him. He failed in hiz first attempt (against An-
gel}, and when threatened by Arcade to make
payment for services rendered, Toad fall into de-
spair. Angel footed the bill for Toad to convert his
castle into an amusement park. Thiswas a huge
success — until the park's previous owner, Doc-
tor Doom, returned to claim it, Toad was forcibly
removead from the premises, and has not been
SEEN Since.

UNus™

Gunther Bain (originally Angealo Unuscione)

Mutant, presumed deceased; former member
of the Brotherhood of Evil Mutants

Fighting: EXCELLENT
Agllity: 300D
Strength: EXCELLENT
Endurance: REMARKABLE
Reason: TYPICAL
Intultlon: GOOD
Psyche: INCREDIBLE
Health: 80

Karma: 56
Resources: TYPICAL
Popularity: -5

Powers:

FORCE FIELD. Unus was kngwn as “the Un-
touchable™ because he continually projected a
field of psionic force that protected him from all
physical, energy, and mental attacks. This field
was constantly on at the Incredible level, but as
Unus would concentrate, he could raise it to the
Amazing, Manstrous, and even Unsarhly level,
This field would extend completaly around his
body, allowing him to levitate if need be, and
provide full protection in falling from great
heights. He could partially lower his field to let
him attack, while maintaining it against attack-
ers. His field did permit air to reach him, and if
he was taken by surprise by gas, the gas would
have its normal effect. If he had some warning,
Unus could merely repel the gas molecules.
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BACKGROUND: Unus' mutant ability did not
surface until adolescence, by which time he was
a school bully and small-time criminal, Immi-
grating to America with his family, Gunthar be-
came a costumed wrestler, using his mutant
ability of repulsion to defeat his opponents. He
was contacled by Mastermind of the original
Brotherhood of Evil Mutants at this lime, but did
not join Magneto's group until after first atlempt-
ing to use his powears an his own, and being de-
feated by Hank McCoy (Beast) and the other
X-Men. Hank devised a machine that would in-
crease Unus' power to the point that he repelled
everything, including food, and only agreed to
diminizh that power when Unus surrendared.

Later, Unus joined both the Brotherhood and
the subversive mutant organization called Fac-
tor Three. He met with defeat in both cases, and
gave up ideas for warld domination in favor of
schames for getting rich. At this point his
powers became erratic, his force field growing
1o the levels tempaorarily created by the X-Men
and beyond. An encounter with the Incredible
Hulk™, who smashed through his barrier, re-
duced his power temporarily, but it soon began
growing again, slowly starving and asphyxiating
himself. He apparenily perished in Madison
Square Garden, and the only wilness to his
passing (indeed, the only one who could get
¢lose anough) was his friend from the Brother-
hood, Fred J. Dukes (the Blob).




VANISHER™
Telfard Porter
Mutant; criminal

Fighting: POOR

Agility: GOOoD
Strength: POOR
Endurance; EXCELLENT
Reason: REMARKABLE
Intuition:  POOR
Psyche: GOOoD

Heaith: 38

Karma: 465

Resources: GOOD
Popularity: -10

Powers:

TELEPORTATION. Vanmishar has Unearthly
teleportation powers. His teleportation ability is
emiraly psionic, unlike Nightcrawler's biophysi-
cal ability, and allows Vanisher to survay the
area befora teleporting, with no chance of tele-
porting into & wall or floor, Ha can therefore tele-
port into areas he has never seen before,
Vanisher's teleportation power is go swilt in.ef-
fect that he seems to disappear into thin air in-
stantanaously, hence his name.

WEAPONS: Vanizher has in the past carried
guns which fire sleeping gas of Incredible po-
tency and energy beams of Incredible damage.
At one point Vanisher reprogrammed several
Mark Il Sentinels to do his bidding.

BACKGROUND: Vanisher first made his ap-
pearance soon after the original X-Men were
formed, using his teleportation powers to rap-
idly build a criminal empire. He stole Defense
Department plans from the Pentagon without in-
terference, and escaped the X-Man's attempts
to capture him. It was only when he showad up
{on the White House lawn) to collect his ransom
for those plans that the X-Men could stop him,
Professor X reaching into Vanisher’s mind and
causing him to forget his name and abilities (an
early resolution of many X-Men missions, until
Xavier learned to curb his mind-erasing im-
pulses). The Vanisher was taken into custody,
but escaped when his memary refurned. He
fought and lost against the Champions of Los
Angeles, and later was defeated in the
darkforce dimension by Mighterawler, who tele-
ported there with him, He is currently undar-
ground again, his location unknown.

WARLOCK™

Alien; member of the New Mutants
Fighting: GOOD
Agility: EXCELLENT
Strength: REMARKABLE
Endurance: INCREDIELE
Reason: INCREDIBLE
Intuition: GOOD
Psyche: GOOD
Heailth: 100

Karma: 60
Resources: Mone
Popularity: 5

Powers:

SHAPECHANGING. Warleck is a "techno-
organic'’ metamorph, able to alter his shape
and form into discrete forms as desired. He can
extend any portion of his body two areas away
from his main trunk, including his oplic sensors.
He can modify his body to form plugs, suppors
(of Remarkablea strength), even a fully operative
spaceship for six with life support — in short, he
can turn himself into anything, He seems 1o
have Unearthly control over these changes, but
when under stress will resort to his natural
shape. Porlions of his body can be separated or
shredded (Excellent material), and Warlock will
merely regrow that part in normal healing.

FORM CHANGE. Because Warlock is both ar-
ganic and mechanical in nature, he can also as-
sume the shape and appearance of anything
organic as well as anything mechanical. His

preferred farm in seciety is that of a tall, brown-
haired young man, but he can imitate the form of
any humanoid baing with Excellent ability.

CONVERSION AND DRAINING. Warlock can
immediately heal damage by converting living
material to a crystalline matrix and then draining
the matrix. The amount of healing gained de-
pends on the source (Health of living creatures,
material strength rank for objects such as plants
and food, or judge’s optian). Warlock loses all
Karma if he drains a sentient being. He dees
thiz convarsion as a Monstrous FEAT roll, Green
if his target's Endurance is lower than his own,
Yellow if they are equal, and Red if Warlock's
Endurance is the lower of the two, Warlock can
take nourishment from the Shi'ar computers
without ill effect to either side.

BACKGROUND: Warlock's home planet has
evolved a combination man/machineg as its
dominant life form. Young are produced on a ge-
netic production ling, with the eldars weeding
out the weak and unsuitable in a battle to the
death. Warlock fled from his confrontation with
his "father," heading into outer space. This “fa-
ther” called Magus™, has followed Warlock
from planet to planet, leaving a wake of destruc-
tion behind him. He has now located his “san"'
on Earth among the membership of the New
Mutants.
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VERY IMPORTANT PEOPLE

In addition to such major crimefighters and
criminals as the X-Men and the Brotherhood of
Evil Mutants, there are others important to the
¥-Men “family” These are not costumed ad-
vanturers for the most part (though savaral ara
mutants in their own right), but their stories are
interwoven with those of the others presented in
this book.

DOUG RAMSEY™

Mutant; member of the Mew Mutanis

F A 5 E R | P
Pr Ty Ty Gd Bm Gd Ty
Health: 26 Karma; 46

Resources; Pr Popularity; 3

Doug's mutant ability is the understanding of
languages, both human and machine. He can
learn any language by making a Reason FEAT
roll, including written and non-spoken commun-
ication. He has already used that power to crack
several computer codes, and he is a hacker par
axcellence (Amazing ability with computers),
He and Kitty Pryde (Shadowcat) have been see-
ing a great deal of each other since her break-up
with Peter Rasputin. Although Doug was for
mery a student of Emma Frost's Massachu-
setts Acadamy, he is now a member of the New
Mutants.

PETER HENRY GYRICH™
Agent of the Natianal Security Council

F A 5 E B | P
Gd Gd Ty Ty Gd Gd Gd
Health; 32 Karma; 30

Resources: Am Popularity: 10

Henry's most publicized actions to date revolve
around his former position as liaison 10 tha
Avengers, 2 New York-based group of heroes.
His investigation of Avengers security resulted
inthat group losing its government sanglion and
access to the government information net. This
decision was later overturned in court, Henry
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was switched from this position to that of direc-
tor of Project: Wideawake, a technically illegal
govarnment operation concerned with the loca-
tion and {if possible) neutralization of mutants
that threaten the security of the United States,
His autharization comes from the office of the
President, and he answers only to the Oval Of-
fice. Both Senator Robert Kelly and Sebastian
Shaw of the Hellfire Club are consultants in this
project, and Shaw Industries has the contract to
build the latest-model Sentingls for this new op-
aration.

MOIRA MACTAGGERT™
Genatic resaarchar

F A 5 E R | P
Ty Gd Ty G&Gd Bm Ex Gd
Health: 32 Karma: 60
Resources. Ex Popularity; 13

Mpira is a noted geneticist who maintains a re-
search facility on Muir Island, off the coast of
Scotland. She is the daughter of the Scots Lard
Kinrass, and was the wife of Joseph MacTag-
gert, & member of the British Parliament. Sha
has won a MNobel Prize for her wark in genatics,
and is a close personal friend and professional
associate of Charles Xavier. She and Charles
were very close before the war, but drifted apan
in the years that followed. Moira and Joe had a
=on, the mutant Profeus™, who killed his father
and led a sprae of terror before having his form
totally dissipated by Colossus, Moira has fallan
in love with Sean Cassidy, and splits her time
between her research station and Cassidy
Keep.

DR. VALERIE COOPER™
Assistant to the President™s Mational
Security Advisor

F A 5 E R | P
Ty Gd Ty Gd Gd Gd Ex
Health; 32 Karma: 40

Resources: Gd Popularity: 5

Walerie is an assistant to Judge Richard Petrie,
and is assigned to Project. Wideawake, Daspite
her persanal doubts about the project (and its
leader), this is her first major assignment, and
sha wants to make good.

AMANDA SEFTON™
(JEMAINE SZARDOS™)
Sorcerass, airline stewardess

F A =5 E R I P
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Health: 56 Karma: 80

Resources: Gd Popularity: 10

Amanda and Kurt Wagner (Nightcrawlar) bagan
dating soon after the young German joined tha
¥-Men, and she was not put off by Kurt's de-
maonic appaaranca. This is because Amanda is
really the Sorceress Jemaing, Kurt's childhood
sweeatheart in Germany. Amanda claims that
her powers are derived from her mother, Margali
of the Winding Road, bul she retained her
powers when her mother's were removed by
Deoctor Strange. Amanda has Amazing magical
powers, and can use all three types of enargy,
with one limitation: she cannot affect solid, nan-
living matter.
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STEVIE HUMTER™
Dance instructar

F A g E R | P
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Health: 56 Karma: 30
Resources: Ty Popularity: 10

Stevie Hunter was a world-class dancer before
an accident severaly injured har legs. While she
regained her ability 1o walk, she would never
dance as she had before. She bacame a
teacher of dance to pass her training on to oth-
ers. One of her students was Kathering Pryde
(then called Ariel, now known as Shadoweat),
and as a result of that contact, Stevie soon be-
came a friend of Charles Xavier and an instruc-
tor in dance and exercise for the New Mutants,

EMPRESS LILANDRA NERAMANI™
Exiled Empress of the Shi‘ar Galaxy

F A 5 E R | P
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Health; 80 Karma: 26

Rescurces: Un Popularity. 0

Lilandra was the ruler of the Shi'ar galaxy, a
multi-spacies govarnmant held under the strict
control of the Shi'ar, a race of avianfhumanoid
aliens. She has bean forced into exile twice, first
by her brother D'ken, then by her sister
Deathbird™. D'ken was insans, and threatenad
fo destroy the universe; his mad plan would
have succeeded if not for Phoenix and the X-
Mean. After a brief rule, Lilandra was deposed by

her older sister Deathbird, and again had 1o flee.
During her time on Earth, Lilandra sought the
protection of Charles Xavier, and the pair
quickly fell in love. Lilandra has left earth with
Corzair and his Starfjammers 1o recapture her
lost throne. Xavier has remained behind to tend
to his responsibilities as mentor and teacher of
the New Mutants.

MARIKO YASHIDA™
Head of Clan Yashida

F A 3 E R | P
Pr Gd Pr Ex Gd Ex Gd
Health: 38 Karma: 40

Resaurces: Rm Popularity: 20

Mariko is the daughtar of Shingen Harada,
former head of Clan Yashida and crime lord of
the Tokyo underground. She first met the X-Men
when they visited the house of her cousin, Shiro
Yashida (Sunfira). She soon fell deeply in love
with Wolverine, an affection that was returned
by him. Her father, however, dictated her mar-
riage to someane else, to cament his plans with
another crime organization, and in an ensuing
conflict bath her husband and her father were
slain. Mariko's plans to wed Wolverine were in-
terrupted, first by a plot by Mastermind, and
later by her own sense of duty to deal with her
fathar's legacy of crime. As head of Clan
Yashida, Mariko has proved a reasonable, com-
petent leader. She has taken in the child Akike,
whose mather parished in a dragon attack on
Japan that the X-Men turned aside.

FORGE™ (real name unrevealed)
Mutant; inventar
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Health: 50 Karma: 100

Resources. In Popularity: 3

Forge is a mutant with the power to invent. His
Reason is Incredible in kit-bashing, and
Amazing in electronics. Using his own abilities,
he literally rebuilt himselt when a bombing raid
in Vietnam cost him his right leg and seriously
injured his right hand and side, He works
freelance for the Department of Defense. He de-
signed his own headquarters in Eagle Plaza in
Dallas, and lives in the top five floors in a multi-
level suite with holograms of Unearthly reality
(but harmless). He has also designed a detector
that can identify mutants and aliens within threa
areas, and a gun that can neutralize any super-
powered being. (This gun has since been de-
stroyed by fron Man i, Jim Rhodes.) The gun
had Amazing potency, and if successful (hits
and target fails to make a Psyche FEAT rall)
would reduce that being to a normal person
(ability-rank maximums of Excellent, all mutant
powers stripped). This gun was used once, by
Henry Peter Gyrich while he was pursuing
Bogue. He hit Storm instead, stripping her of
her powers. Farge feels responsible for Storm's
loss of power, and cares vary much for her.

CANDY SOUTHERN™
Millionaire businesswoman;
leadear of the Defenders

F A g E R | P
Gd Ty Ty Gd Ex Gd Gd
Health: 32 Karma: 40
Resources: Ex Popularity: 6

Candy Southern is the long-time love of Warren
Worthinglon I, better known as Angel. They
first met when Angel was a member of the origi-
nal X-8en, and have been together off and an
since then, finally setting up housekeeping in
Warren's New Maxico “Aerie”” Warren volun-
teered his place as a headguarters for the new
Defenders, and Candy’s skills at management
made hear the choice for official leader of that
team.

LOCKHEED THE DRAGON™
Alien; pet of Shadoweat

F A ] E R I P
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Health: 56 Karma: 30
Resocurces and Popularity: Mot applicable

Lockheed is a type of dragon, an alien creature
that tha X-Men discovered on the Brood's ho-
meworld, whare he hunted the Broed for food.
Lockhaed followed the X-Men home and
adopted Kitty Pryde (Shadowcat) as his owner.
Lockheed can fly up to 6 areas a round, and can
hover in place. Ha can breathe fire up to one
area away, doing Remarkable damage. His
mind is of a type that not even Professor X can
penetrate, so that no one is really sure what the
craature is thinking. It has been proved that
Lockheed has a great love for eating and for his
owner Kitty Pryde (though not in that arder),
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WOLFSBAMNE™
Rahne Sinclair
Mutant; member of the Mew Mutants

Fighting:  TYPICAL
Agility: GOOoD
Strength:  TYPICAL
Endurance: EXCELLENT
Reason: FOOR
Intuition: GOOoD
Psyche: GOOoD
Health: 50
Karma: 24
Resources: POOR
Popularity: 5
Powers:

SHAPECHANGE. Rahne iz a specilic meta-
maorph, able to change into two other forms, one
a large red wall and the other a wollfhumanaid
(wolfoid) creature. Each shape has advantages
and disavantages. The Health rating given is far
her most powerful form,

WOLF — In this form, Rahne's statistics are:
F A s E R | P
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She has claws that do Excellent damage on the
Hack & Slash column, She may track other
creatures with Hemarkable ability. She cannot
speak or communicate, but has a rough
mindlink with Danielle Moonstar in this form,
and can transmit base feelings and information.

WOLFOID — In this transitional state, Rahne's
statistics are:

F A s E R | P
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Rahne has claws in this form as well, doing
Good damage on the Hack & Slash column. She
may track with Exgellent ahility, She may com-
municate with her fellow teammates when in
this form. She maintains her mindlink with Da-
nielle, but her images are more complex, such
that Danielle must make a Psyche FEAT roll 1o
understand them.

BACKGROUND: Rahne Sinclair was rescued
by a pursuing mab of angry Scatsmen by Moira
MacTaggert, daughter of a powerful Scots Lord
and a researcher in genetic mutations. Rahne
became Moira's ward, and the scientist brought
the girl to America, where Rahne was anlisted in
the Mew Mutants.

Rahne is a shy, temperamental young lady
whose deeply religious background has caused
her 1o ragard her “werewoll" form as a curse.
She is not a werewolf in the standard sense.
Hers is a mutant ability, not related to the super-
natural curse of the Russcff family.

WOLVERINE™

Logan

Mutant; former Captain in the Canadian Armed
Forces; current membear of the X-Man

Fighting: INCREDIBLE
Agility: REMARKABLE
Strength: GOOD
Endurance: REMARKABLE
Reason: TYPICAL
Intuition:  MONSTROUS
Psyche: INCREDIBLE
Health: 110

Karma: 121
Resources: EXCELLENT
Popularity: ©

Powers:

RAPID HEALING. Walvering has Unearthly En-
durance for healing and for FEAT rolls against
poison, gases, drugs, and disease,

ADAMANTIUM SKELETOM. Adamantium is
the strongest substance known to man. Strips of
thiz material have besn surgically integrated
inta Lagan's skeletan, As a result, his bare fists
do Excellent damage in Slugfest combat, and
he can Stun or Slam oppanents of a higher En-
durance than his Strength. If Wolvering is used
as a weapon (a “fastball special” thrown at
someoneg), he should be treated as an Unearthly
material. Mothing can cut through his bones,
singe Adamantium is a Class 1000 material,
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CLAWS. Wolvering has three Adamantium
claws mounted into the back of each hand. He
can pop tham out individually or as a group for
combat. In combat, these claws do Excellant
damage on the Hack & Slash column, and thay
are made of Class 1000 material.

TRACKING. Wolverine can track by smell,
much like a wall, He doas this with Monstrous
ability, and can remember previous scents.

TALENTS: Wolverine receives an LUP ONE shift
when using guns, bows, and edged weapans.

BACKGROUND: Wolvarine's stary begins with
his being discovered in the Canadian Rockies,
barely alive, by James MacDonald Hudson. At
this time he already had his claws, but it was
only through the care of James and his wife
Heather that Wolverine fully recoverad. Logan
went to work for Hudson and the Canadian gov-
arnment, first as a secret agent, than as the first
of Canada's super-heroes. He proved himself
valuable in this capacity unlil approached by
Professar X 10 join the second group of X-Men,
Waolverine resigned from the Canadian armed
forces, a resignation the Canadian government
did not recognize until recently, after several at-
tempis to bring him back.

As an X-Man, Walverina's wild, brutal style of
fighting created great fricticn within the new
team. As time passed, Logan learned to control
himself around his new "'famiky.” & mellowing in-
fluence on him has been Mariko Yashida, head
of Clan Yashida and Walvaring's lova in life.




ATTIC:

1) Riood overhang, 2) Head clearance, 3] Communicalians repeater equipment room,
4] Marth elevator, 5) Large playrocm, &) Stairwell, 7) Furnilure slorage, 8] South
elevator, 9} Stoceage, 10) Drore's rogst.

SECOND FLOOR:

1) X=Mon Wing: living quarlers. ) Full balhreoms, 3] Guest room, 4) Mutll-mode
warkshop, 5) Playreom, 8] Stairs o attic, 7) Main Staircase landings, B) Xavier's
chambers; upslairs bedropm, bath, 9] Guest ream, 10) Sterage. Laundry room,
1) Studia, 12) Full bathrogms, 13) New Mulant Wing; living quariers

GROUND FLOOR:

1} Dy room (living reom, 2) Main Dining Hall, 3) Infermal dining ragm, 4) Kitchen,
5| De=zp Ireeze, B) Foyer, main endrance, 7) Grand slalecase, B) Xavier's office,

9] Xavier's chambers: dewnslairs, bathroem, closet space, and dressing room,
10) Informal sitling ream, 11) Xavier's study, 12} Cerebro, main terminal,

13) Maln compuler ream, 14) Library,

BASEMENT:

1) Secrol passageway pathway, 2) Furniture storage. 3) Auxiliary generalor
and fuel, 4) Laundry racm, 5) Wine eellar, 6] Book starage, T) Hel waler healer.
waler pumg, B) 09 heater and fuel, 9] Compuler Main Mamary, 10) Shi'ar
back-up cower Supply.

SUB-BASEMENT, MEDICAL LEYEL:

1) Gymnasiom, 2) Equipment starage, 3] Sauna, whirlpool, 4) Sieam room, balh-
reoms, showers, 5| Amilicael sun deck, poal, B) Lockers, showers, bathrogms,
massage, Seatl shawer, 7} Back-up campuler memeey array and Shi'Ar power
supply, B) F‘eop‘e caleher, lor thase wha nesd it, 9 High speed perscanel irans:
porl (magretic rail ears; reach peak speeds of 200 miles per hour) lpops,

1 Aobalice research & tevelopment, 11) Belaw greund security,

12) Practical physics laboratary, 13) Post-operalive de-briefing. 14) Operzling
theatre, 15} Trauma raom, Aula-Dec, 16} E:'r:lronii;labqralury. 17 Wniting OO,
18) Medical lewel oflices. 19) Chemical labesatory, 20) Recovery room (25 beds),

DANGER AOOM LEVEL:
1) Ehi'Ar gravilic projecior armay, 3) Qutsice wall, gravity generator suppon bush-
irgs, ) Mechanical isalation damper | supper space, 4) Shi'Ar holegraphic pro-
jectors which operate in conjunction wilh the gravitic projectars 1o simulate reality,
5) Danger Ream wher the advanced Shi"Ar technology generales a moebius strp
arpund which people walk surrounded by imagery tha? simualaties any eniranmenl,
even taking inte account bwo views of the same image frem ciferent points o the
moebius strip, &) Conlral rooms. 7) Debrieling room. 8] Shi'Ar pawer 1ap and
isplation sleave, 5) Shi'Ar power trangducing reom. 10] Upper livel
secrel passageway landing pad and egress, 11) Warld communi:
cations watch room. 12) Libeary. 13) Reading rooen, 14) Intelli-
gence gathering reom, 15) Mission debriefing room,
18] Mizsion planning reom, 17) Reserve lving quarers,
with independent loed slarage and galley, 18] Cerebea
and crime-files back-up computers, 19) Super high-
densily Shi'Ar campuler supped lor Drlngl:r

Room reality pressciors, 20) Maticn iscialion

airlocks, lar entrance inla iseialed Danger

Fiaeen, 21) Ready room,
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