Excerpt from The Jokertown Cry

September 16, 1993.

Our reporter, Black Jackal, encountered Hengel in the Dime Museum and managed an impromptu interview.

Jackal: A bull-necked, strong-boned, and squat fellow, Hengel stands just under 5’ tall and bulks some 300lbs. He is almost as broad as he is tall. Coarse tawny brown hair covers his entire rugged body and grows in a tightly-bound mane upon his head, while his bristly beard is braided into several short ropes. His vivid blue eyes are alert and compelling. His most obvious joker feature are his second pair of arms, fully functional and corded with hard muscle. He wears a blood red bandana, leather reinforced black wool poncho, black leather vest and palm gloves, grey web belt with 3 multi-purpose pouches also in grey, black fatigue pants, and old black leather tanker boots.

Hengel: Hi, your that Jokertown Cry reporter Black Jackal - right?

Jackal: Right, want to talk about Joker stuff?

Hengel: Sure, lets get some Turkish coffee and a good smoke.

Jackal: Lets start will your ace.

Hengel: Sure, I've got very slight super-human strength, heal real fast, and I can teleport.

Jackal: Can you name anyone with similar strength?

Hengel: My strength is only slightly super-human, a gorilla is about my equal.

Jackal: Tell us a bit about your past.

Hengel: Well, in 1985 I was drawn into a wild misadventure with a pair of trouble-shooters for a trade company, just as a researcher you understand. We tracked down several Swarm Spawn in Australia. The trouble-shooters died in one of the battles. Shortly after that I was hit by the wild card and become the ace Ultra-Force, although the powers never did stabilise. I continued as a researcher and scout for the trade company until I was iced by Wolver, Devastator, and Demonfire in ‘87. Cerebus found me and saved my life, but I was crippled. So I had Tachyon give me the wild card again, and this is the result.

Jackal: You were involved with Terrax, like to comment?

Hengel: Terrax was once a friend of mine, a long time ago, and became Terrax in 1985 when some spores were disturbed in Sydney. We both knew the people who became Devastator and Demonfire. I was on the outer of the group, and drifted further away as time when on. They were experimenting with endorphin and various psychedelic drugs, although I think Terrax was tricked into it. For the two years he was around, Terrax wandered the world in a dream. He fell victim to the wild card again when the Sleeper was spreading it, he drew a black queen. I found his bloody costume in a Jokertown alley.

Jackal: Could you list the Joker-Aces you've know?

Hengel: Let me see, Oddity, Elmo, Linetap, Warlock. Cerebus, who died on The Rox. Aggedor, who died during the Astronomer affair. Wyrm's tough, kicked his ass. Wolver's tough, though he's no ace. Now, I must get going.

Jackal:
Thanks for the talk and the coffee. See ya around.

In the brightly lit entrance of the (in)famous Bowery Wild Card Dime Museum stands a sweeping case of sapphire glass, towering over an ornate brass plaque that just reads “Sotha - Acolyte of the Astronomer”. Within the glass case are the mounted remains of a creature, an exquisite piece of the taxidermist art, strange even in a museum dedicated to freaks.

The nine foot tall creature is vaguely reminiscent of a great upright bear, although its shoulders are broader and a muscular combat tail sweeps behind. The creature has manlike eyes of a vivid green, while its hands and feet are large and splayed. Sparse golden hair shrouds shimmering black scales, while a loose hood of skin cloaks the head. Dominating the leering face are a pair of venom stained 13” fangs.
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~ Operative of the S-K System = Hengel ~

Hengel has never attempted a time or dimension gateway. These days, he works as a specialist rapid-transit courier for the Network. He is well paid, has a spacious apartment on Starholme, and eats/drinks for free at all Network outposts. Since the passing of Ekkedme, he is Jube the Walrus’ (Jhubben) main contact with the Network.
Hengel owns a six room office suite cum apartment near Clarke Quay in Singapore. He’s rarely there however and tends to use it more as a place to stash stuff than as regular pad. It’s been furnished with a definite bohemian 70s theme and is quite airy.

~ Hengel ~

A bull-necked, strong-boned, and squat fellow, Hengel stands just under 5’ tall and bulks some 300lbs. He is almost as broad as he is tall. Coarse tawny brown hair covers his entire rugged body and grows in a tightly-bound mane upon his head, while his bristly beard is braided into several short ropes. His vivid blue eyes are alert and compelling. His most obvious joker feature are his second pair of arms, fully functional and corded with hard muscle.
Fighting
Incredible
(40).
Health
140.

Agility
Remarkable
(30).

Strength
Excellent
(20).
Karma
100.

Endurance
Amazing
(50).

Reason
Remarkable
(30).
Resources
Excellent.

Intuition
Remarkable
(30).

Psyche
Incredible
(40).
Popularity
0.

- Teleport Self @ Class 3000 (Sparkling Green Liquid Flame Aurora)
- Gateway @ Unearthly (Sparkling Green Liquid Flame Two-Dimensional Construct)
- Immortality @ Shift-Z
- Regeneration @ Amazing
- Recovery @ Monstrous
- Invulnerability (Toxins & Diseases) @ Class 1000
- Extra Body Parts (Two Additional Arms)
Quirks ~ High Pain Threshold, Strong Bones (+1 CS), 3-D Sense, Alertness, Bigotry (Card Sharks @ -2CS), Repugnant Personality (Enjoys Joker Culture and Haunts), Unattractiveness (-1 CS @ Hairy and Striking Joker).

Talents ~ Martial Arts A & C, Acrobatics, Tumbling, Business/Finance, Physics, Computers, Repair/Tinkering, Streetsmarts, Languages (English with French, German, Hindustani, and Network Trade Lingo).

Contacts ~ Amazing Street, Incredible Criminal, Incredible Network, Remarkable Jokertown, Good Business World, Good Engineering. He is a solid friend of Charles Dutton and they play chess and cards together quite often, sometimes with other jokers. Cohorts = Salamander, Raptor, Elmo Shaeffer, Sergeant Julius Strouther.
Costume ~ Blood Red Linen Bandana (Handlooms of Singapore), Leather Reinforced Black Wool Poncho, Black Laced Leather Vest, Black Leather Palm Gloves, Panzer Grey Web Belt with 3 Panzer Grey Multi-Purpose Pouches, Black Fatigue Pants, Comfortable Old Black Leather Tanker Boots, Airfoil Concussive Grenades, Airfoil Sonic Grenades, Airfoil Tangle Web Grenades, Garrity Multiscanner, Contragravity Belt (Typical Flight), Emergency Space Suit (Silvery Force Field with Inner Life Support Shroud, 12 - 16 Hour Duration, Cigarette Pack Size Unit with Belt Clip).
~ Ultra-Force Notes ~
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All of Ultra-Forces Primary Abilities change once every 12 hours, either for the better or the worse. Randomly re-roll all stats on Table 5 at sunset and again at sunrise.

At any one time, Ultra-Force has the choice of three related powers. These powers remain for one hour once manifested and cannot be changed until that time has run out.

Only Available Power Classes:

- Defensive

- Detection

- Energy Control

- Energy Emission

- Matter Control

- Matter Conversion

- Matter Creation

- Self-Alteration

- Travel

Usually favours:

Plasma Generation @ Unearthly

Plasma Control @ Amazing

Crystallization @ Remarkable

Phasing @ Unearthly

True Flight @ Amazing

Invisibility @ Remarkable

Molecular Conversion @ Unearthly

Catalytic Control @ Amazing

Energy Conversion @ Remarkable

~ Black Jackal ~

Black Jackal is a Lupinoid. He’s a human-shaped canine joker. He’s often mistaken for the cinematic conception of a werewolf. His short and compact body is covered in thick black hair, just like a gorilla, over inky black hide and his face is definitely canine. Black Jackal’s body has a tail, harmless claws, snout, wet nose, big teeth, and long pointed ears atop his head. Most people assume that Black Jackal is an African American, but he’s actually a Norwegian naval engineer. Due to anti-joker prejudice, he’s been forced to dump his chosen career and relocate to New York City. These days he works as a freelance reporter, most often selling his stories to the Jokertown Cry.

Black Jackal is an easy-going, laid-back and jovial fellow. He gets around in synthetic waistcoats, mesh metal belts, and synthetic pants. He owns a 1978 Corvette Coupe Silver Anniversary Edition and a tiny yet comfortable flat in the heart of Jokertown.

Fighting
Incredible
(40).
Health
96.

Agility
Excellent
(20).

Strength
Typical
(6).
Karma
80.

Endurance
Remarkable
(30).

Reason
Good
(10).
Resources
Poor.

Intuition
Incredible
(40).

Psyche
Remarkable
(30).
Popularity
0.

Danger Sense ~ This power is a combination of automatically functioning psionic powers (telepathy, empathy, and precognition) that warns Black Jackal about impending danger with Monstrous ability. The advance warning time is 75 seconds. In a combat situation, the power can be used to replace other, lower ranked, abilities. It can replace Intuition for determining surprise, Fighting for blocking, Agility for dodging, and Strength for escaping.

Enhanced Senses ~ Black Jackal possesses an Amazing sense of smell and can track with Incredible ability. He can automatically recognise familiar scents, such as those of his friends. His sense of hearing is particularly sharp too, Excellent intensity, and extends to ultrasonic & infrasonic frequencies.

Animal Empathy ~ Black Jackal can detect and influence the surface emotions of animals with Good ability. He can inspire feelings of fear, hunger, affection, exhaustion and any other emotion of his choosing on a Feat roll. He mainly uses this power to get around guard dogs while undertaking journalistic investigations.

Talents ~ Martial Arts A & E, Driving (as Pilot, but for Cars), Journalism, Engineering, Detective/Espionage, Chemistry, Physics, Trivia (New York City), Streetsmarts, Languages (Norwegian, English, German).

Contacts ~ Excellent Street, Good Criminal, Good Jokertown Cry. Oddly, he and Digger Downs get along fairly well and sometimes share a beer. He is also a familiar face at the Jokertown Clinic.
Black Plastex Waistcoat, Mesh Bronze Belt, Black Plastihide Pants.

Father’s Watch - Turkish Railroad Wristwatch (Cortébert in 1950s).

Nikon F3 SLR Camera, Dictaphone, Notepads, Various Pencils.
Twenty Betadine Swab Pads (Individual Warped), Ten Sterile Gauze Sponges (Individual Warped, Hospital Grade, 2 Inch x 2 Inch), Roll of Soft Cloth Surgical Tape (2 Inches x 10 Yards), Steri-Strip Skin Closures (Assorted Size Pack), Israeli Bandage Battle Dressing, Sulfa Pills, Sulfa Powder, Two Syrettes Morphine.
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~ Wolf at Play ~

Wolver is a hardened criminal, similar in outlook and style to Arthur Bishop from The Mechanic and Doctor Jonathan Hemlock from The Eiger Sanction. He has a certain fondness for misdirection and disguises. Cold and ruthless, he can however turn on the charm when needed. He sees murder as an art, and to be mastered an art needs constant study and practice.

Wolver is a sophisticated and worldly fellow who enjoys Western classical music, especially symphonies, Italian and Spanish wines, and all forms of fine art. He is particularly enamoured of Pablo Picasso and his works. He has an extensive art collection and maintains it in a personal gallery in the East Village. This gallery space is a private office suite in a sturdy old red brick building at 178 East 7th Street, on the sixth and top floor, with views out over Tompkins Square Park.

Here one can find a double-size Excellent Trophy Room Package at the front of the space. At the rear is an Excellent Library Package, a Remarkable Living Room Package a Remarkable Kitchen Package (Add: Ikea Torsby-Bernhard Glass Top Table and Four Ikea Torsby-Bernhard Chairs in White and Chrome), and a three quarter bath with nice sink, sturdy toilet, decorative towel rack, and wet alcove with massage shower.

Wolver is a fan of Greco-Roman wrestling too. Several signed and framed photos of famous European wrestlers hang in the living room and library. The gallery and surrounds are protected by Excellent Security and Remarkable Fire Protection Packages.
Of Spanish conquistador heritage, Wolver’s family extends backwards in time from New York City to Puerto Barrios in Guatemala and thence to Andalusia, most notably the city of Malaga. He has distant cousins living in Uruguay as Gauchos.

Unknown to the world, Wolver has a dual identity. During the hours of darkness, he’s the joker assassin known as Wolver. He drives a 1989 Dodge Caravan Van (First Generation, 2.5 L turbocharged I4, 5 Speed Manual, Paraplegic Mods).
In the daylight, he lives on Manhattan’s Lower East Side as NYPD homicide detective sergeant Santos Reyes de la Barrera (7th Precinct). Here he rents a seedy apartment with two bedrooms and drives a 1978 Ford LTD Country Squire Wagon (Sixth Generation, 7.5 L 385 V8, 3 Speed Manual). He keeps a low profile as a pedestrian detective. Aside from police work, his daylight hours are used to accumulate useful information from various sources.

These extraordinary changes always occur at sunset and sunrise, and thus vary with the seasons. They are only physical with Wolver’s mind, memory and personality remaining the same at all times no matter what his current form.

Talents ~ Sharp Weapons, Martial Arts C, Wrestling, Law Enforcement, Criminology, Detective/Espionage, Chemistry, Trance, Sleight of Hand, Performer, Trivia (Pablo Picasso), Streetsmarts, Disguise, Languages (Spanish, Portuguese, Italian, English).

~ Wolver ~

In his joker form, Wolver is a lamian or snake man. His legs fuse and transform into a serpentine lower body, although his arms and torso remain normal. His skin develops fine mottled yellow and brown scales. All hair disappears, along with his eyelids, his head broadens and flattens, his eye colour changes from mellow brown to fiery gold, retractable fangs develop, and his tongue becomes forked.

Fighting
Remarkable
(30).
Health
100.

Agility
Remarkable
(30).

Strength
Excellent
(20).
Karma
60.

Endurance
Excellent
(20).

Reason
Excellent
(20).
Resources
Excellent.

Intuition
Remarkable
(30).

Psyche
Good
(10).
Popularity
-30 / 15.

Natural Weapons ~ Wolver’s retractable fangs have Good material strength and will regrow if damaged. He can inflict Excellent Edged attack damage. Wolver is venomous and can inject Excellent intensity poison on any successful bite attack. Wolver is immune to his own venom.

Enhanced Movement ~ Wolver can move on land and in water with Good ability (4 areas per round or 60 mph). Stairs pose something of a problem for him however.

Heightened Senses ~ A viper tongue replaces Wolver’s human tongue in his joker form. This organ combines a Remarkable sense of taste with an Excellent sense of smell. Wolver may track prey by “tasting” the air over any terrain, but this ability is ineffective if the trail is over an hour old. His tongue also detects heat and radiation with Good ability.

Body Control ~ Wolver has trained himself to have complete control and awareness of his body. He can use this to apply a +2CS to his Endurance for healing lost Health. Alternatively, he can apply a +2CS to his Endurance for the purpose of holding his breath while submerged in water or under gas attack. He tends to take cat naps and meditates, thus reducing his need for sleep to some five hours a day.

Genius Capability ~ Wolver's mind is particularly acute when dealing with information of a scientific nature. He thus gains +1 CS with all Scientific Skills, in addition to all other modifiers.

Quirks ~ High Pain Threshold, Strong Bones (+1CS = Good), Alertness.

Contacts ~ Excellent Criminal, Good Shadow Fist Society, Typical Street.

~ Santos Reyes de la Barrera ~

Everything about Santos is nondescript. Average height, average build, light olive complexion, sandy brown hair in a standard business cut, mellow brown eyes, blandly pleasant features, reserved smile. He wears a nice, but off-the-rack, grey or black suit. It is rumoured that Santos has a tattoo of a werewolf somewhere on his body, the exact location changes depending upon who you talk too.

When out-and-about in Jokertown, Santos always wears a luxurious mask with limited animatronics from Holbrook's. Uvarovite, transparent and of the highest quality, always forms the scintillating emerald green eye cusps. These masquerades always run to wolves, jackals, or foxes – all with a slightly eerie aspect and somewhat sinister styling. These are all specially crafted one-of-a-kind creations and they are changed as the whim strikes him.

Fighting
Excellent
(20).
Health
80.

Agility
Excellent
(20).

Strength
Excellent
(20).
Karma
60.

Endurance
Excellent
(20).

Reason
Excellent
(20).
Resources
Excellent.

Intuition
Remarkable
(30).

Psyche
Good
(10).
Popularity
-30 / 15.

Body Control ~ Santos has trained himself to have complete control and awareness of his body. He can use this to apply a +2CS to his Endurance for healing lost Health. Alternatively, he can apply a +2CS to his Endurance for the purpose of holding his breath while submerged in water or under gas attack. He tends to take cat naps and meditates, thus reducing his need for sleep to some five hours a day.

Genius Capability ~ Santos’ mind is particularly acute when dealing with information of a scientific nature. He thus gains +1 CS with all Scientific Skills, in addition to all other modifiers.

Quirks ~ Rapid Healing, Sensory Increase (Sight), Alertness.

Contacts ~ Excellent Law Enforcement, Good Criminal, Typical Street.

~ Devastator & Demonfire~

Devastator and Demonfire are fundamentally a pair of Australian Deuces out for a good time that aid Wolver in his criminal schemes. They like to smoke grass and sometimes indulge in amphetamines and painkillers. Now based in New York City, they tend to hang out in the Times Square area or with Quinn the Eskimo.

Devastator is a tall and lean woman of Greek decent. She gets around in blue denim and black leather. She has a cropped down bleached blonde mohawk. Her fingernail polish and lip gloss are chrome. Neo-Pagan cum Celtic tattoos swirl over her large breasts. She has pierced nipples with Superman Symbol nipple shields. She likes wolves and often fantasises about gaining one as an animal companion. Devastator is arrogant, rude, and overconfident.

A spare and bony man of Greek and German decent, Demonfire gets around in paramilitary gear. He shaves his head and always wears golden mirrorshades. He has a robust black chin beard, without moustache. Every inch of his hide is covered with lurid Cthulhu inspired tattoos. Devastator claims that he has a dolphin piercing. His taste in music runs to The Saints, Severed Heads, and Essendon Airport. Demonfire tends to be angry, quick-tempered, and vengeful.

Although Deuces, they however possess the ability to combine and merge themselves via Physical Gestalt to form a single powerful Ace being. They can remain in the Physical Gestalt for a maximum of six hours. They must remain separate for a period equal to the duration of their Physical Gestalt. So if they combine to pull off an assassination and it takes two hours, they must remain separate for two hours before merging again.

~ Devastator ~

Fighting
Good
(10).
Health
50.

Agility
Good
(10).

Strength
Good
(10).
Karma
40.

Endurance
Excellent
(20).

Reason
Good
(10).
Resources
Typical.

Intuition
Good
(10).

Psyche
Excellent
(20).
Popularity
-5.

Force Field Generation ~ Devastator can create force fields of Good intensity at will. She can protect the entire area she occupies. As an established power stunt she can form a skin-tight personal force field that provides her with Excellent protection against all physical and energy attacks. It additionally provides Good protection against sensory overload, psionic powers, and magic. Devastator can project beams of energy that have a 2 area range and inflict up to Typical Force damage. She can also raise herself up and travel upon a continually toppling and renewing column of force field energy. This provides a crude form of flight. Devastator’s maximum height is 4 stories and her maximum air speed is poor (4 areas per round or 60 mph).

Light Manipulation ~ Devastator can manipulate and control light with Typical ability at a range of 5 areas. She has developed the power stunt of generating a blinding flash of Typical intensity that floods her area and all adjacent areas.

Talents ~ Acrobatics and Tumbling.

Contacts ~ Demonfire is her lover and partner in crime. Wolver is a solid criminal contact and sometime employer. She knows Quinn the Eskimo, but it’s doubtful if Quinn would do anything more than help Devastator get high.

1988 Harley-Davidson FLSTC Heritage Softail Classic, 1980 Chevrolet Monza (2-Door Hatchback Coupe), Armsel Protecta Bulldog Shotgun, Milkor BXP Submachine Gun, Vektor SS-77 General-Purpose Machine Gun.

~ Demonfire ~

Fighting
Remarkable
(30).
Health
66.

Agility
Excellent
(20).

Strength
Typical
(6).
Karma
30.

Endurance
Good
(10).

Reason
Good
(10).
Resources
Typical.

Intuition
Good
(10).

Psyche
Good
(10).
Popularity
-5.

Fire Generation ~ Demonfire has pyrotechnic capabilities of Good intensity. His flames are of a shimmering golden hue. When shrouded in his aura of flame, Demonfire appears to be a being of living golden fire, tinged with flickering reds about his hands and eyes. He has established the following power stunts.

· Jets of flame - Using Agility to hit and inflicting up to Good Energy damage at a range of 4 areas.

· Fireballs - Using Agility to hit and inflicting up to Typical Energy damage to the entire target area at a range of 2 areas.

· Surrounding himself in an aura of flame (Good resistance to heat & flame, automatically melts materials of Poor strength or less on contact, Poor intensity flaming touch, flight at Poor air speeds {4 areas per round or 60 mph}).

Talents ~ Aerial Combat. This skill allows Demonfire +1 CS to Fighting and Agility when engaged in mid-air combat. He has some knowledge of aerial tactics, and possesses a keen ability to use said talents.

Contacts ~ Devastator is his lover and partner in crime. Wolver is a solid criminal contact and sometime employer. He knows Quinn the Eskimo, but it’s doubtful if Quinn would do anything more than help Demonfire get high.

1988 Harley-Davidson FLSTC Heritage Softail Classic, 3rd Generation Ford Econoline (Campervan Conversion), Armsel Protecta Bulldog Shotgun, Milkor BXP Submachine Gun, Vektor SS-77 General-Purpose Machine Gun.

~ Devastating Demonfire ~

Fighting
Incredible
(40).
Health
116.

Agility
Remarkable
(30).

Strength
Excellent
(16).
Karma
90.

Endurance
Remarkable
(30).

Reason
Excellent
(20).
Resources
Typical.

Intuition
Excellent
(20).

Psyche
Amazing
(50).
Popularity
-10.

Enhanced Abilities ~ Devastating Demonfire is an tall and slender androgynous humanoid being that appears to be formed from living quicksilver with golden eyes. It possesses the Force Field Generation, Light Manipulation, and Fire Generation powers of Devastator and Demonfire. These powers are intensified +2 CS by the Physical Gestalt. Devastating Demonfire is proud, pre-emptive, brusque, and highly opinionated.

Hyper-Speed ~ Good power increases Devastating Demonfire's reaction time 10 fold. It has been developed so as to include such things as delivering 10 Excellent blows per round and accomplishing 1 hour of research in just 6 minutes.

Talents ~ Acrobatics, Tumbling, Aerial Combat.

Contacts ~ Wolver.

~ Chickenhawk ~
- Gus Wenninger -

Gus is a street kid and joker from New York City. The Wildcard Virus has transformed him into a strange and ugly flying thing. As a young teenager, he linked up with the Shadow Fist Society and spent the next few years drifting over the twilight rooftops of the city as a scout. Later he ended up on The Rox and continued his life as a shadowy scout. He survived the Invasion of Ellis Island, despite being shot in one wing and hit with grenade fragments. Hengel unobtrusively came to his aid and pulled the dying joker from the Hudson River and had the youths wounds treated at the Jokertown Clinic. These days Gus is living his own life in the heart of NYC. He pulls several shifts a week as a night watchman at the Famous Bowery Wild Card Dime Museum and lairs rent free in the attic storage loft during the day. He also attends evening classes in information technology and writes freelance for the Jokertown Cry.

Gus’ appearance is certainly unusual. His wings are flaps of skin stretched between immensely elongated finger bones, anchored at wrist and ankle. He doesn’t have real hands, but his fingers extend a little bit past the wing-edge and are weak but useable gripping digits. His feet are prehensile and are also useful in gripping and manipulating objects. A long barbed tail gives some stability in flight. Unable to wear ordinary clothes, Gus wears woollen Rasta tams upon his head and covers his small and twisted body with knotted breach cloths of brightly patterned and tie-dyed Jamaican hemp. He has a complexion not unlike chicken skin, with thin and scruffy patches of feathers covering his spine, shoulders, and upper limbs. His face is quite angular with purple and red wattles dangling beneath his receding chin. Gus stands 5’3” tall and bulks a mere 60lbs.

Fighting
Typical
(6).
Health
50.

Agility
Remarkable
(30).

Strength
Poor
(4).
Karma
22.

Endurance
Good
(10).

Reason
Typical
(6).
Resources
Typical.

Intuition
Good
(10).

Psyche
Typical
(6).
Popularity
0.

Gliding ~ Gus can glide with Typical ability. He can only gain altitude on a Red Agility Feat, but can maintain his current altitude with a Green or Yellow Agility Feat. These Feats are required each turn. Failure to make any coloured Feat results in the loss of 1 story of altitude. Gus’ top air speed is 6 areas/turn or 90mph. Gus’ gliding is almost silent and he can easily blindside opponents when on the wing.

Flight ~ Gus can attain true flight, with a maximum air speed of Good (8 areas/turn or 120mph). However this places such great physical stress upon him, that for every turn of flight, as opposed to gliding, he looses 1 Health.

Adapted Anatomy ~ Wings’ whole physiology is designed for flight. He has the equivalent of Remarkable body armour when taking a fall, can breath normally at high altitudes, and has Good resistance to cold. Also, Gus’ sight is as good as that of predatory birds and is considered Monstrous for purposes of scouting. Gus can also use his bird-like talons to inflict Edged Attack Damage in slugfest if he wishes.

Quirks ~ Natural Talent (Aerial Combat), Omnidexterity, 3-D Sense, Lameness (Trouble Walking), Disgusting Personal Habits (Carnivore - Likes His Food Raw and Alive), Unattractiveness (-2 CS @ Wild and Exotic Joker).

Talents ~ Acrobatics, Tumbling, Aerial Combat (+1CS on Fighting and Agility Feats in Flight), Artist (Literature and Writing), Trivia (New York City), Streetsmarts, Languages (English, Dutch, German, Yiddish).

Contacts ~ Good Street, Typical Criminal, Typical Journalism.
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~ Salamander ~

The capricious touch of the wildcard virus has transformed Luisa María Calvera from a curvaceous Latino woman into an Anthropomorphic Salamander. Her inky black skin is smooth, soft, and moist with vivid yellow spots running down either side of her spine and along her arms in an alternating pattern. Her hands and feet are webbed, and she is essentially semi-aquatic.

In 1987, Maria was a young woman from Tijuana of some twenty years studying Sociology (Bachelor of Arts) at the City College of New York. Leaving Aquavit (Nordic Restaurant in Midtown) with a group of friends, they encountered Typhoid Croyd. Drawing from the Deck, most drew the Black Queen, while she and Denise the Joker.

Before her change, Maria was an aspiring amateur thespian. Now she lives in a converted loft on the edge of Jokertown and writes dramatic and hard-edged Detective Noir novels set in the Big Apple of the 1950s. She is something of a recluse and rarely appears in public. She is an acquaintance of Hengel and from time to time they have dinner together in one of NYC finest yet secluded restaurants.

Fighting
Typical
(6).
Health
32.

Agility
Good
(10).

Strength
Typical
(6).
Karma
50.

Endurance
Good
(10).

Reason
Excellent
(20).
Resources
Good.

Intuition
Excellent
(20).

Psyche
Good
(10).
Popularity
10.

- Ultraviolet Vision @ Excellent

- Hyper-Swimming @ Excellent

- Water Breathing (Internal Gills) @ Excellent

- Water Freedom (Slippery Coating) @ Excellent

Quirks ~ Static, Fame (Detective Noir Writer), Fan Club, Reputation (Jokertown Stalwart), Insomnia (Nightmares of Falling), Phobia (Heights), Shyness (Only in Person), Unattractiveness (-1 CS @ Wild and Exotic Joker).

Talents ~ Criminology, Artist, Trivia (New York City), Languages (English & Spanish).

Contacts ~ Excellent Jokertown, Excellent Street, Good Law Enforcement, Good Criminal.
~ Raptor ~

The wildcard virus has transformed Denise Edwards of San Francisco into a strange amalgamation of bird and reptile. Her entire body has been lengthened and streamlined and is completely hairless. She is sheathed in smooth mottled green scales, with a line of deep green 6” feathers running along her arms, legs, and spine. She has developed an 8" tail that sports luxurious mottled golden tail feathers highlighted with green of some 32". Her face has widened and has become much more angular. Her large golden-green eyes are twice the normal size with translucent eyelids. Her ears are smaller that normal and cling closely to her skull. Her nose is broad and flattened. She also has fangs, claws, and a forked tongue.

In 1987, Denise was a young woman of some 22 years in Pre-Medical Studies (Bachelor of Science) at the City College of New York. Leaving Aquavit (Nordic Restaurant in Midtown) with a group of friends, they encountered Typhoid Croyd. Drawing from the Deck, most drew the Black Queen, while she and Maria the Joker.

Before her change, Denise was looking forward to a career as a paramedic or even a police officer. Now she lives in Jokertown and works at the Blythe van Renssaeler Memorial Clinic as a night nurse. She is an acquaintance of Hengel and from time to time they have dinner together in one of NYC more bohemian restaurants.

Fighting
Good
(10).
Health
40.

Agility
Good
(10).

Strength
Good
(10).
Karma
40.

Endurance
Good
(10).

Reason
Excellent
(20).
Resources
Good.

Intuition
Good
(10).

Psyche
Good
(10).
Popularity
5.

- Natural Weaponry (Claws & Teeth) @ Excellent

- Hyper Sense (Olfactory) @ Excellent

- Thermal Vision @ Excellent

- Armour Skin (Leather) @ Poor

- Resistance (Edged Attacks) @ Typical

- Frenzy @ Good

Quirks ~ Rapid Healing, Strong Bones (+2 CS = Excellent), Honesty (Word of Honour), Personal Code (Hippocratic Oath), Unattractiveness (-1 CS @ Wild and Exotic Joker).

Talents ~ Biology, First Aid, Trivia (Joker Medicine), Languages (English & Welsh).
Contacts ~ Excellent Jokertown, Good Medical, Good Street.

~ Elmo Shaeffer ~

Fighting
Incredible
(40).
Health
120.

Agility
Excellent
(20).

Strength
Excellent
(20).
Karma
46.

Endurance
Incredible
(40).

Reason
Typical
(6).
Resources
Typical.

Intuition
Excellent
(20).

Psyche
Excellent
(20).
Popularity
5.

- Ultraviolet Vision @ Remarkable

- Resistance (Blunt Attacks) @ Excellent

- Body Resistance @ Typical

- Regeneration @ Poor

- Self-Revival @ Excellent

- Retarded Aging @ Excellent

Quirks ~ Adrenal Surge, High Pain Threshold, Strong Bones (+1 CS = Good), Sturdiness, Dwarfism, Honesty (Word of Honour), Bluntness, Unattractiveness (-1 CS @ Wild and Exotic Joker).

Talents ~ Martial Arts A / C / E, Wrestling, First Aid, Trivia (Security Work), Languages (English, French, German, Italian). Aside from Parisian French, Elmo is familiar with Cajun French and Canadian French.
Elmo grew up on the street and travelled the world before settling in Jokertown and joining the Crystal Palace as bouncer for a number of years. He has an admirable knowledge of the street and the people that live there. His Reason is Remarkable when dealing with urban life.

Contacts ~ Amazing Street, Excellent Jokertown, Excellent Criminal, Typical Law Enforcement, Typical Journalism, Typical Performance, Poor Business World. Hengel is an impish friend.
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~ Sergeant Julius Strouther ~

Sergeant Julius Strouther (Supervisor Detective Squad) is a strong and compact joker cum ace police officer who stands just over 5' tall, sports a long moustache, and has the overall appearance of a goblin. He is stationed out of the NYPD 5th Precinct (Fort Freak) in Jokertown.

Affable and amiable, Sergeant Strouther is a thoughtful and astute gent with a wry sense of humour. He is concerned about people and helps out where he can. Above all he is a loyal and hard working fellow. Unlike most people, he's comfortable in the night and enjoys the shadows. Most of all he is a straight cop who values duty and loyalty.

Sergeant Strouther smokes unfiltered Camel cigarettes in the soft pack, enjoys dark beers, and tends to live on street food (salads, pickles, savoury bagels, corned beef on rye, calzone, stromboli, pizza, hamburgers, hot dogs, and salty roasted cashews).

Unmarried and happy that way, he plays poker at the local Jokertown cop bar a few times every week and helps runs a community boxing club on Wednesdays. Sergeant Strouther lives in a small factory that has been converted into open plan apartments, on the northern edge of Jokertown, down by the East River.

Fighting
Incredible
(40).
Health
130.

Agility
Remarkable
(30).

Strength
Remarkable
(30).
Karma
80.

Endurance
Remarkable
(30).

Reason
Excellent
(20).
Resources
Good.

Intuition
Remarkable
(30).

Psyche
Remarkable
(30).
Popularity
20.

- Chi (Body Enhancement) @ Amazing

- Regeneration @ Typical

- Self-Revival @ Remarkable

- Retarded Aging @ Monstrous

Quirks ~ High Pain Threshold, Sensory Increase (Night Vision), Strong Bones (+2CS = Excellent), Alertness, Honesty (Word of Honour @ +2CS), Personal Code (Police), Bigotry (Criminals), Unattractiveness (-1 CS @ Wild and Exotic Joker).

Talents ~ Martial Arts A & D, Law Enforcement, Criminology, Detective/Espionage, First Aid, Streetsmarts, Languages (English with French, German, Russian, and Turkish).

Contacts ~ Remarkable Jokertown, Remarkable Law Enforcement, Excellent Street, Good Criminal, Good Journalism, Good Business World. Hengel is an impish friend.

Code of Honour (Police) = Serve your country and your jurisdiction. Wear the uniform with pride. Defend the honour of your department and your country. Protect and assist your fellow officers. Don't complain. Don't embarrass your department or your buddies. Don't fully trust anyone who isn't an experienced cop.
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“I’ve seen the city below Fourteenth Street at eleven minutes past midnight on the coldest night in November. It wasn’t pleasant. Manhattan is a dark and foreboding metropolis rife with crime, grime, corruption, and a deep-seated sense of urban decay.”
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Weirdness happens. Strange things abound in the world, and not all of them are caused by deliberate machinations. Statistically unlikely events have to happen somewhere, inexplicable natural phenomena do occur, and sometimes people just go insane.

