~ GENOSHA ~

Genosha is a small island nation near the east coast of Africa, some 600 miles southeast of Madagascar and below the Tropic of Capricorn. The island is some 500 miles north to south, although much less east to west. Overall it roughly resembles a hammerhead shark.

Formerly an independent kingdom, Genosha became something of a pirate haunt in the sixteen and seventeen hundreds. In the eighteen hundreds it became a British colony, but regained its independence in 1960. During the 70s and 80s it was something of a closed country with its economy based upon secret mutant slavery. Political turmoil and various attempted coups marked the 1990s. Culminating with the Neo-Nazi invasion of 2000 and the overthrow of the existing government. These days it is an environmentally (‘green’) friendly country based upon cutting edge technology. Germanic culture is promoted throughout Genosha.

The capital city is called Morgan (after the infamous pirate Captain Morgan Adams) and is on the large safe harbour of Hammer Bay. Other urban centres run to the southeastern city of Calvados (founded by Master Brewer Calvados Meisterhans of Switzerland) which has produced fine rums and ales for over 300 years and Snelgrave (founded by the notorious pirate Snelgrave the Bloody) on the reasonably serviceable Molasses Inlet in the southwest. This firth is shielded to the southwest by Black Harry’s Isle, named for some long past privateer, and The Crag. Recently a number of artificial yet natural appearing islands based upon the Hydrobase designs have appeared and further shield the area from the open sea.
In the northwest is the smaller harbour known as Green Bay. Two small rocky isles with extensive sandbars help to shelter this pleasant cove. Recently a number of artificial yet natural appearing islands based upon the Hydrobase designs have appeared and further shield the area from the open sea.

The larger of the two isles, The Tor, supports the private villa and gardens of Morbius. The villa is an exacting replica of Fallingwater by Frank Lloyd Wright and the grounds are very much in the style of the famous Tiger Balm Gardens of Singapore. Although with a distinctly Germanic aspect however. 

The smaller isle, Fenyick Island, supports a scientific citadel that is the personal preserve of Werner Schmidt (Brain Drain), Doctor Bruce Banner, Doctor Karl Malus, and İbrahim Aslanyürek with Naga as over master.

The shores of Green Bay are the preserve of the rich and influential. The white sandy beaches are fringed with luxury bungalows, sweeping gardens, and broad avenues lined with spreading jacarandas. There are opulent theatres, sprawling beer halls, and lavish restaurants too.

Genosha is fringed with broad alluvial plains that support a subtropical evergreen vine thicket ecology. The occasional pocket of sheltered relic rainforest, including stands of traveller’s palm and black bamboo, appear throughout the vine thicket. The coastal growth is quite dense and supports a wide variety of animals and plants, many of them unique to Genosha. These plains are also extensively farmed. They present a patchwork of relic native vegetation, market gardens, and small rural hamlets.

The centre of the island consists of rolling forested hills, 150 to 600 metres in height, weathered down over the aeons from ancient volcanic uplands. These highlands contain a wide variety of topographies – ancient and rounded hills, massive granite outcrops, extinct volcanoes, eroded peneplains, and hanging marshes. They slope gently down to the coastal plains. There are a handful of volcanic crater lakes here and numerous “alpine” towns. Red lateritic soils predominate. The highest point is Mount Gilboa at 820 metres. Here one finds the Genoshan Observatory. Many of the marshes have recently been converted into irrigated rice fields employing the heirloom variety known as Forbidden Rice. Large plantations of hybrid oaks can be found in the shallow valleys. Old maps refer to these uplands as the Ridgeback Mountains and the Krölik Foothills, however these terms are little used nowadays. The locals tend to call the heights Raue Berge and the lesser hills Schlange Vorgebirge.
Several small rivers run into the sea along the coastline, but none are navigable by international shipping and none provide useful natural harbours. At the river mouths one finds a maze of shifting sand bars fringed with mangrove swamps and the occassional warm shallow lagoon.

The coastline itself, being fairly smooth, provides only two good natural harbours. One at Hammer Bay and the other at Green Bay. Molasses Inlet has developed over the years and is currently a major container and cargo handling docklands. Recently the old British breakwater has been reinforced and expanded.

Current theory has it that Genosha and Madagascar formed when they broke away from the African continent around one-hundred and sixty-five million years ago due to continental drift.

Genosha is possessed of a subtropical climate. The usual two seasons of the tropics blend with the four seasons common to the temperate zones of the world in Genosha. Southeastern trade winds dominate, and there are spectacular afternoon thunderstorms with the occasional deadly tropical storm in the summer rainy season. Genosha’s climate is influenced by warm oceanic currents. This has a major impact on the country's climate, as the ready evaporation of the warm seas provides generous rainfall.

The summers are sultry and rainy, lasting from late November through to early March. Winter is cooler and dryer, lasting from late May through to early September. The wintry weather is characterised by sunny days and cool nights. Spring and autumn are mild and pleasant. Yearly temperatures average in the mid 20s. It never drops below freezing in Genosha.

All existing local buildings are built or have been modified by the current government for natural ventilation and compact ceiling fans are ubiquitous.

The island of Genosha has been described as a "world apart" because of the uniqueness and rarity of many of its plant and animal species. Their characteristics are believed to reflect the island's origins as a part of Gondwanaland and its many millions of years of virtually total isolation following the break-up of that super continent. Almost all of the characteristic African and South American species are absent from Genosha. Many millions of years of isolation have allowed old species, elsewhere extinct, to survive and new species unique to the island to evolve.

Unique endemic animals run to several primitive and lemur-like primates. These creatures closely resemble the mouse lemurs of Madagascar. Most are quite small, being some 20 centimetres long, excluding the tail, and well under a kilogram. Although the largest is comparable in size and shape to the Madagascaran Golden Bamboo Lemur. Some 35 centimetres long, plus a tail of similar length, and weighing just over a kilogram. They are all opportunistic omnivores. Although primarily nocturnal, these various primates are considered diurnal, as they sometimes feed during the day. They only call at night however. The predominate call is a deep chattering chuckle, which many visitors find mysterious and disturbing.

An isolated mongoose population has radiated into many different niches over the aeons. There is even one species that is semi-aquatic, almost an otter, and another that is semi-arboreal. The largest carnivore on the island is a sinuous tawny grey cat-like mongoose, the size of a jaguarundi.

Some twenty species of shrew opossum are found on Genosha. These small, shrew-like marsupials are found only on Genosha and in the Andes mountains of South America. These have also radiated into various niches. They range in size from that of a house mouse to that of a large wild rabbit. All are characterised by thin limbs, a long pointed snout, and a slender yet hairy tail. They are largely carnivorous, with a preference for insects and eggs.

Several species of semi-aquatic dwarf otter shrew haunt the upland hanging marshes. These compact animals catch their insect larvae prey on fast dives.

Genosha has a small native hopping mouse, the only endemic rodent.

Aside for a single species of relatively small tawny yellow fruit bat, all the bats of Genosha are microbats. There are various sheath-tailed bats, horseshoe bats, leaf-nosed bats, mouse-tailed bats, and vesper bats throughout the island. These are scattered reports of a fishing bat too.

The endemic birds of Genosha are all fairly small. There are various varieties of waterfowl, rainforest doves and pigeons, several types of songbird, and even kingfishers. An indigenous falcon haunts the wooded uplands. Nocturnal birds are rare, although there is an indigenous pygmy owl. A small iridescent green bird has been infrequently sighted in the coastal woodlands and it is believed to be a proto-hummingbird.

Genosha supports some of the world's largest indigenous dragonfly, cicada, stick insect, beetle, and moth species. There are also ants, termites, various flies, a stingless native bee, a few tiny butterflies, gnats, mole crickets, some small scrub scorpions, and numerous spiders about.

Many frogs, small turtles, geckos, lizards, and tiny chameleons can be found too. The very rare Giant Genoshan Gecko can attain a length of up to 25 centimetres and is an overall pale blue with orange-brown spots along the sides and over the belly and underside of the tail. They are carnivorous and consume great quantities of insects and spiders.

Black Harry’s Isle is a nature reserve, only indigenous animals and plants can be found there, along with a leading botanical research institute. Here the extremely rare native lung fish and chameleon tree boa survive in good numbers.

Feral animals and plants run to wild cats (descended from ship's cats), black rats, European hare, common pheasant, grey partridge, willow grouse, rain quail, brown trout, black carp, silver carp, European perch, dandelion (which is often picked by hikers and used in salads and to brew a light wine), chicory, European honeysuckle, neem, jacaranda, and camphor laurel. A majority of the feral animals were introduced by the British for hunting, something that continues to be popular to this day.

Domestic animals run to Czechoslovakian Wolfdogs, Saarloos Wolfdogs, Bavarian Mountain Hounds, Weimaraner, Persian fallow deer, Corsican red deer, Nubian goats (dairy), Spanish goats (meat), pygora goats (fleece), black Bengal goats (quality leather), pygmy hogs, lowline cattle, Holstein and Oldenburg horses, guineafowl, mottled ducks, and Barnevelder chickens.
Like a great many lands, Genosha was once covered almost completely by forests, but the practice of urban and agricultural development has seen the primordial forests cleared to a significant degree. The remaining rainforest contains a great number of unique plant species. The island has almost a thousand species of orchids. Bananas, mangoes, vanilla, and other tropical plants grow on the coasts. There is a widespread native fig, which is superficially similar to the sandpaper fig of Australia.

Genosha has direct sea and air trade links with the Middle East and Central Asia. There is significant sea trade with Central America. Asian markets, particularly China and Japan, are important to Genosha, although everything is trans-shipped via Madripoor.

Genosha has a solid agricultural foundation. They produce wheat beers and ales, dark rums of the highest quality, crabapple schnapps, various classic Germanic game meat sausages and similar meat products, goat's milk cheeses, juniper berries, vanilla, allspice, cloves, nutmeg, red cabbage, white cabbage, sweet peppers, potatoes, burdock root, bananas, mangoes, papaya, avocado, macadamia nuts, broad beans, many varieties of lentils, heirloom rice, grains (some wheat, more rye), mustards, herbal teas (rose hip and hibiscus, chrysanthemum, honeybush), antler velvet, carved antler artwork and fittings, unique bamboo furniture, luxury soaps, quality leather goods, textiles, and a vast array of glassware and related ceramics. They are a recognised world leader in the fields of industrial robotics, security automation, and police automata.

Genosha’s market gardens also support carrots, parsnips, turnips, spinach, peas, and onions. These are not exported however, as most are small local affairs. However, they are commonly sold at frequent local farmers markets.
The classic Konditorei is a major part of the local food scene. These ubiquitous little cafes are renowned for a dazzling array of seasonal specialities - wholesome dark sourdough breads, pumpernickel, fruit tarts, cheesecakes, doughnuts, hearty sweet rolls, green sauce, smoked sprats, rollmops, and even a few select varieties of sausage. They are Genosha’s answer to the ubiquitous fast food chains found elsewhere in the world.

Genosha is a major importer of metal ores and luxury goods (silk from India, tweed from Turkey, dried mushrooms from Asia, coffee from Mexico, select German and South African wines from small regional growers, European spirits, German beers, and gourmet Prussian foodstuffs).

Every house in Genosha has a herb garden or balcony planters with borage, sorrel, cress (water & garden), chervil, chives, parsley, salad burnet, dill, lovage, lemon balm, basil, horseradish, garlic, thyme, sage, marjoram, feverfew, yarrow, lavender, adder’s-tongue, comfrey, woundwort, peppermint, spearmint, and stevia.

One popular local pastime while hiking is to collect dandelion and chicory plants and then make a light coffee from the roasted and ground roots. Some use the widespread wild dandelion in salads and to brew a light wine. Used as leaf vegetable, dandelion greens can be eaten cooked or raw. They are similar in character to mustard greens and are common in Genoshan soups and salads.

Genosha has a solid timber industry based upon sturdy plantation hardwoods.

Genosha has extensive natural resources. There is a web of efficient rural railroads and extensive urban subway systems to keep everything moving. There are industries geared to the production of chromite, bauxite, quartz, graphite, mica, tar sands, coal, and salt.

There is a significant trade in semi-precious stones. These run to amethyst, aventurine, citrine, peridot, and tourmaline. Quartz gemstones are common and include blue quartz, rose quartz, and smoky quartz. The enhanced gemstone aqua aura is produced in significant quantities too.

One small company in Morgan specialises in hydrothermally grown gemstones for the jewellery industry. Using a derivative of the Russian technique they produce magnificent emeralds, rubies, and sapphires.

Genosha supports a local fishing industry, but exports little seafood.

Power throughout the island comes from numerous cutting-edge green schemes involving hydroelectric operations, wind farms, solar arrays, and tidal systems. There is an experimental cold fusion power station on the extreme southern point of the island. Some overseas scientists claim that the power station is really a zero-point energy generator or even a tachyon interference field. Numerous automated farms using aquaponics, a combination of aquaculture and hydroponics, have been established around the plant as something of a buffer zone. The area is under high security and military patrols are frequent.

Genosha has a population of some sixteen million. The government is highly authoritarian, but the standard of living is equivalent to that of Singapore and Australia. The military police can stop and search anyone, anywhere, anytime. Genosha uses an inquisitorial system of law.

In addition to the extensive and efficient rail network, there is a sealed coastal loop road and several upland highways. In the highlands, ultralights, autogyros, and motorcycles are a common sight. There is an international airport at Morgan and a cargo airport at Snelgrave. Boats are as common here as cars are in other countries. Everyone owns at least a motorboat. All of the local vehicles use green technology. Cars and boats are of the hybrid electric/hydrogen variety. Motorcycles and small aircraft use methane gas and similar biofuels. The rail network is electric. Locally built cars are the VW Type 82E, VW Country Buggy, and various VW Kit Cars.

There is a strong classical music culture on Genosha. Richard Wagner, Ludwig van Beethoven, Anton Bruckner, and Carl Orff are held in the utmost esteem. In addition, there is a thriving speed metal and industrial music scene on Genosha. Blood & Honour, the iconic Neo-Nazi music promotion network, has an official division in Morgan and solid grassroots funding.

Genoshans are a diligent, self-sufficient, and well-disciplined people. They are also known for their methodical approach, practicality, and persistence. They tend to be straight-forward and cheerful, which some foreigners find off-putting. The ideal Genoshan devotes his life to his family, his work, his friends, and his community. Genoshan men tend to see themselves as gentleman adventurers and this idea is reinforced by the local media and overall culture of the island. Women are equal to men, although culturally they are expected to marry and establish a good home with a proper Genoshan man. Often the same company will employ a man full-time and his wife part-time. Their circle of friends is mostly an extension of their work relationships and all business provide extensive social clubs and other family orientated activities.

Genoshan sports cum pastimes run to hiking, horse riding, swimming, canoeing, scuba diving, fencing, archery, hunting, and fishing. The government has re-introduced the Ancient Roman game of Harpastum as the national sporting game. Aside from casual recreation play, there are professional teams, each of the three major cites has it own professional Harpastum team and there are nine regional teams. Other popular games run to squash, lawn tennis, golf, field hockey, and polo. Everyone on Genosha has attended some martial arts classes, even if only while at school. These run to German School of Fencing, Greco-Roman Wrestling, Bare-Knuckle Boxing, and Systema. As a people they like to be out and about in the great outdoors.

The cuisine is a happy blend of German culinary traditions with South African and English influences. There is a decidedly gamey theme running through it. Green sauce is a favourite throughout the island. Most households also produce a potent home brewed malt spirit of wheat and rye.

The state religion of Genosha is Christian Wicca with Templar and Teutonic influences. Germanic Mysticism and Nazi Occultism also play a strong role. A grand priest, Hans Gruber of the High Citadel of Morgan, is the overall head of the church. The eight old Sabbats are all officially sanctioned and celebrated throughout the island.

The architecture of Genosha is unique, being generally Neo-Classical yet with aspects of the Brutalist style. There are also strong influences from Frank Lloyd Wright and Gustav Stickley.

Two nationalistic television stations beam out of Morgan and one from Calvados. There are three island wide radio stations. One is dedicated to classical music and opera, one to speed metal and industrial music, and the last to a mix of news and drama. All strongly support the current regime.
Genosha handles the internet in much the same way that Singapore does, with minimal filtering of Internet content. Internet cafes are quite uncommon however. Local government websites are highly proactive and quite dynamic.
The government provides supported health care and encourages herbalism.

Education in Genosha is compulsory, but it is also free.

School uniforms are compulsory and run to a fawn shirt (blouse for girls), darker brown slacks (skirt for girls), laced black boots (with black stockings for girls), a dark brown tie (cravat for girls), and a soft felt cap in the deepest brown. A light rain poncho, also of fawn brown, is used in the rainy season. A fawn jumper is allowed in winter.

Roughly 70% of school time is spent on academic pursuits and 30% on sporting endeavours. Although the two Youth Groups a student will experience in their lives devote 90% of the time to sports and just 10% to study. Genoshan education makes some limited use of sleep-teaching technologies.

· Grundschule (Elementary School)




- Ages: 5 – 8.

· Youth Group














– Age: 9.

· Gymnasium (Grammar School)






- Ages: 10 – 13.

· Youth Group














– Age: 14.

· Gesamtschule (Comprehensive School)


– Ages: 15 – 16.

· Berufsschule (Vocational School)



– Ages: 17 – 19.

· Military Service











– Age: 20.

The initial school curriculum at the Grundschule includes ethics and political dogma, German language, mathematics, general science, art, music, and sport.

Youth group, being a year away from home, consists of camping, woodcraft, hiking, hunting (archery and rifle), fishing, aquatics, sports, and ethics.

The Gymnasium curriculum includes ethics and political dogma, languages (German and Afrikaans), literature, advanced mathematics, biology, botany, chemistry, physics, art, music, and sport.

The Gesamtschule curriculum includes ethics and political dogma, languages (German, Afrikaans, English), literature, herbalism, higher mathematics, chemistry, physics, geology, geography, art, music, and sport.

An apprenticeship in the Berufsschule (vocational school) is an essential part of life for everyone who grows up in Genosha. Berufsschule is normally attended twice a week during a three year apprenticeship. The other three days of the working week are spent working at the sponsoring company. After this, the student will be formally registered with the Industrie und Handelskammer (IHK) (Board of Trade). These trades run to blue collar jobs and some clerical professions.

Then comes a year of service with the Wehrmacht, Genosha’s advanced military. Although compulsory, the individual is able to choose their branch of service. There is the Heer (Army), Kriegsmarine (Navy), Luftwaffe (Air Force), Zentraler Sanitätsdienst (Central Medical Services), Streitkräftebasis (Joint Service Support Command), and Ordnungspolizei (Police). Most people return to their Berufsschule job after their year of military service, although some decide to pursue a military career.

Most Genoshans use German in everyday life and only employ Afrikaans and English when dealing with respected elders and the infrequent lost tourist.
University is optional. There are three universities on Genosha, all with numerous campuses. There is the Technical University of Morgan and the Scientific University of Calvados. Both belong to the Fachhochschulen (Universities of Applied Science). They are concerned with the cognitive sciences, computer and information technology sciences, engineering, health sciences, military science, and planetary sciences in the main. The University of Azania, in Morgan, is geared towards social and environmental sciences. Each of these universities houses an extensive museum. Universities, like all education on Genosha, are free. One might say the government offers a full scholarship to everyone. It is interesting to note that the various works of Houston Stewart Chamberlain and Heinrich von Treitschke are required reading at all Genoshan universities.

At university a student will spend their first two years obtaining a Vordiplom (equivalent to a Bachelor's degree). Three years of further study will provide a Diplom (in the sciences) or Magister (in the arts), which is equivalent to a M.Sc., or M.A., or a Magister Artium. Three years of additional study will provide a Doctorate. It is usual for a student to undertake a year or so of field work between degrees.

There is an alternative to university for the most gifted of Genosha’s students. The Scientific Citadel near Green Bay offers an eight year program in Scientific Magic. Along with spell casting, this program begins with an introduction to occult lore, moves on to an in depth study of magical antiquities and exhaustive library studies, and it concludes with runesmithing and practical alchemy. Also included are language studies in Arabic and Greek. Those few who successfully graduate are inducted into the Thule Society. Such graduate students are disciple magicians with Incredible Force Field Versus Hostiles (Personal Energies), Remarkable Eldritch Shield (Personal Energies), Remarkable Matter Animation – Air (Universal Energies), Excellent Soulfire (Rangsabb), and Excellent Summoning (Shuma-Gorath).

Genosha's military, the Wehrmacht, is a defence force with Heer (Army), Kriegsmarine (Navy), Luftwaffe (Air Force), Zentraler Sanitätsdienst (Central Medical Services), Streitkräftebasis (Joint Service Support Command), and Ordnungspolizei (Police) branches. It employs some 592,500 veteran personnel (including women in active fighting roles). Young people on national military service provide a significant reserve force.

Each member of the military carries a machine pistol, with three clips of standard ammo, and a rugged combat knife. On their belt rides a halogen flashlight, a gas mask, a canister of mace, 3 striptape binders, a pocket first aid kit, a utility tool, and a hand radio with GPS. All officers are issued with one draft of an alchemical strength enhancing elixir (+3CS Strength for 30 Rounds).

The basic duty uniform for all branches of the Genoshan military is a field grey military beret with service badge and rank pips, field grey field jacket over a deep charcoal grey shirt, rugged charcoal grey trousers with broad black snap-lock belt, and armoured black combat boots. In cold weather a field grey jumper is added, with a greased leather belt over it at the waist. Under the jacket and over the shirt.
These highly distinctive uniforms lend each and every individual a certain vaguely Nazi aspect, which is of cause as intended by the powers that be in Genosha. They are crafted of impact mesh cloth and have Typical Body Armour.
Underwear runs to military issue tee shirt, boxers, and socks. All in muted moss green. These garments are fabricated from artificial spider silk, a material that is rugged yet provides substantial comfort. Each and every woman in the military wears a custom fitted sports bra of the same fabric.

Officers holding the rank of Major (or equivalent depending upon service branch) and above are entitled to wear a field grey leather trenchcoat, if they so desire.

Army grunts add a field grey high impact composite helmet (Stahlhelm with Excellent body armour and optics), field grey flak vest (under jacket, uses shear thickening fluids, Excellent body armour), field grey combat webbing, submachinegun with five clips of very-low-drag ammo, and a half-dozen grenades (frag and concussive). They have ready access to tracked motor trikes with a plinth machinegun, jeeps with a plinth machinegun, tanks with dual machineguns and a kinetic energy railgun, self-propelled guns with dual machineguns and a heavy artillery piece (uses canister shot), and ATVs with dual machineguns.

Specialised jump infantry (known colloquial as “werewolves”) have access to rocket packs and gatling lasers. Secondary weapons run to a dozen grenades (Genome Toxin and Algira-Hemoglobin) and Kinetic Amplification Knuckles (KAK's). These jump infantry units have black uniforms composed of Triple Ply Titan Weave Body Armour which provides Excellent protection from physical and energy attacks with Remarkable Resistance to heat and fire. A highly integrated advanced NBC system provides Incredible Resistance to radiation and toxins.

There are also persistent rumours of a specialist group of elite drug enhanced special forces soldiers who are superhuman in their reaction times and abilities to sustain physical damage.

Navy sailors add a riot gun with buckshot and explosive shells. They have ready access to speedboats with three machineguns, patrol boats with dual machineguns and a light artillery piece, hydrofoils with triple machineguns and missiles, destroyers with three heavy artillery pieces and missiles, and submarines (hydrogen fuel cells / pump-jet propulsors) with sea missiles.

Air Force personnel add a laser pistol. The two main vocational areas are helicopter operations and jet fighter operations. Each of the three major cities maintains a large squadron of battle copters (ducted fan design). Each armed with dual machineguns, a laser cannon, and a Psi-Id Weapon (derived from Brood technology). They perform all manner of border patrols, customs checks, and the like. Recently some use has been made of BA609 tiltrotors converted to military specs.

The jet fighter operations command has ready access to military jets with dual machineguns and missiles (dual phase rocket systems and dual missile launchers). The missile loads of twenty are all high speed and computer guided with an alternating payload of high explosive and incendiary. On missions, jet pilots wear field grey gee suits (Excellent resistance to acceleration effects and Typical body armour) with high impact composite helmets (Excellent body armour and optics). A few ace pilots are known to use their plane’s adaptive camouflage to create a Nazi Swastika on the tail while in dogfights.

Medical staffers add a stun pistol and may choose not to carry the standard issue machine pistol if they so wish. They have ready access to ambulances (4WD), ATVs (medical configuration), corporate jets (medical configuration), traffic copters (coaxial rotor design with medical configuration), and hydrofoils (medical configuration).

Support workers add a stun pistol. They have ready access to half-tracks (cargo and light combat), heavy trucks, hovercraft, commercial jets, cargo dirigibles, traffic copters (coaxial rotor design with utility configuration), speedboats, ocean liners (tramp steamers), and amphibious skycraft. Everything is geared towards cargo transportation and supply. Through unknown means the Streitkräftebasis has acquired six of the prototype ‘aerospace planes’ developed by Worthington Industries.

Police officers add a stab vest (Remarkable protection from Edged attacks, Excellent protection from Blunt attacks, and Good protection from Shooting attacks), a half-dozen grenades (flash and sonic), a retractable osmium steel stun club (nightstick configuration), and a pair of standard handcuffs. A pair of slash resistant hybrid fabric duty gloves are carried, but infrequently worn. They have ready access to motorcycles, jeeps, SWAT vans (4WD), traffic copters (coaxial rotor design with surveillance configuration), and speedboats.

The standard Genoshan police handcuffs are of the hinge type and are formed from advanced steel alloys. They have Amazing material strength and use a push pin double lock.

Police stun clubs are crafted from Incredible material strength steel alloys. These billy clubs carry a charge that allows them to either stun with Excellent intensity or inflict Excellent energy damage on any hit, in addition to the usual blunt damage (Strength +1CS).

All of the military vehicles used by Genosha incorporate advanced stealth technologies. Each has Amazing electronic counter measures and adaptive camouflage in the form of Good Blending. During normal duties and when inactive, they are usually set to a mottled grey urban camouflage.

The government of Genosha is quite centralised. The military forces are responsible not only for defence of the island, but also for law and order.
All land-based public transportation is essentially an extension of the Joint Service Support Command (Streitkräftebasis). Also in the hands of the military are the fire cum emergency services, all aspects of customs, and the prison system.

The secret service of Genosha, the Abwehr, is a military intelligence organisation that is active both within Genosha and internationally. In many ways it is similar to the old British organisations of MI1 and MI2.

The military oversees the judicial system and the people's code of criminal justice (Volksstrafgesetzbuch). The criminal code and sentencing are both harsh and uncompromising in Genosha. It is based upon a hierarchy known as the Priority Scale. Low priority crimes (LPC) fall into the Priority 5 & 6 area, mid priority crimes (MPC) are Priority 3 & 4, high priority crimes (HPC) are Priority 2, and the top priority crimes (TPC) are priority 1. 
Murder, treason, terrorism, and espionage all carry the death penalty in Genosha. All executions are by firing squad. A minor last request, such as a last meal or a good cigar, is allowed.

Any period of imprisonment in Genosha includes manual labour beneficial to the country as a whole. For the able bodied, this involves being placed on a chain gang where they work on infrastructure projects, such as roads and docks. Those less able are given factory work of varying types. Male and female prisoners are segregated.

Genosha is a one party state. It is the epitome of the iron fist in a velvet glove. The country is not a military dictatorship as such and is in fact efficiently administered by the Genoshan National Socialist Reich Party. Although there is only one party in Genosha, elections are a common feature of the political landscape. Aside for the inner circle, numerous candidates run for election in each constituency, albeit all under the flag of the Genoshan National Socialist Reich Party.

The position of Führer is currently unoccupied. Rumours say it is held in honoured abeyance for Adolf Hitler. Morbius acts as Reichsleiter and head of the government. His direct aids are U-Man and Naga. The treasury operates from within this inner circle, and the position of Financial Secretary is currently most ably filled by Justin Hammer.

Beyond this inner circle are the military and the three civil bureaus.

The Bureau of Lands is responsible for everything from farming through to urban infrastructure. Its brief includes environmental issues, fishing resources, building regulations, food and rural affairs, forestry, and water services.

The Bureau of the People is responsible for everything from health care to education. Its brief includes employment and labour, trade and industry, international development, tourism and immigration, culture and the arts. The extensive Genoshan library system also comes under this bureaus purview.

The Bureau of Science is responsible for everything from vehicle construction to power infrastructure. Its brief includes research and development, telecommunications, and the Genoshan Observatory. The highly esteemed Scientific Citadel at Green Bay is part of the Bureau of Science and is run by Werner Schmidt (Brain Drain), under Naga. The Thule Society operates from within the Scientific Citadel and is headed by İbrahim Aslanyürek.

The flag of Genosha is blood red with a black cross pattée, upon a circular white shield, at its centre. The national animal is the Genoshan Woodland Falcon. The floral emblem is the Genoshan Alpine Orchid.

After the invasion, there was an influx of surviving Nazis and their families from across the world. Numerous Boers from South Africa and Azanian also emigrated to Genosha. It is said that ODESSA and Stille Hilfe (Silent Aid) are part of the Genoshan government. Vague but persistent rumours give the Mutual Help Association of Former Waffen-SS Members (HIAG) a role too.

The official language of Genosha is German. It is used in all areas of the military and the three civil bureaus. All local media is in German too.

Various foreign administrations have labelled the current government of Genosha as everything from a benevolent dictatorship through to enlightened despotism and even a Nanny State. There have been claims of anti-Semitism, anti-Slavism, and white supremacy. Some say that Dr. Michael Morbius sees himself in the role of one of Plato’s philosopher kings. Others whisper that Morbius is an evil and deluded man seeking to form a world-wide personality cult.

It is certainly true that Morbius is intensely media-savvy and adroit.

One further interesting point regarding Genosha, is the fact that all supers, whether native or immigrant, have agreed to be mobilised as part of the armed forces if a civil emergency occurs or if the island is invaded.

There is darkness here. Lurking behind the gleam of the efficient urban sprawl and the orderly growth of the picturesque rural enclaves. Eugenics, slavery, covert abductions, brainwashing, government sponsored assassination, international subversion, corporate espionage. This is the sinister side of Genosha. All this flows from the omnipotent leadership. They lurk in the highrise shadows of the glittering modern industrial miracle that is Genosha. Behind the glitz and sparkle is a seedy underworld of corruption and crime. Genosha is a sunny place for shady people.

- Mordechai Shafir

Although not mentioned in any official documents, Mordechai Shafir is responsible for the design of the Genoshan railway network, the suburban subway systems, and the trams of Morgan. His engineering skills made the hydroelectric operations, wind farms, solar arrays, and tidal systems possible and profitable. The experimental power station on the extreme southern point of the island is Mordechai’s own unique design.

Additionally, he reverse engineered the amphibious skycraft and built the six Worthington Industries aerospace planes. He created the hybrid oaks used for plantation timber. His cable car and chair lift systems make access to Kormoran-Bucht quick and easy. All the modern bridges throughout Genosha are built to his plans. The greatest of which is the double suspension bridge with hyperboloid tower connecting Genosha to Mount Yartil.

~ Government Issues and Style ~

Economy - Socialism: Socialist governments own many of the larger industries and provide education, health and welfare services while allowing citizens some economic choices.

Politics - Totalitarian: Rule by a single political party. People are forced to do what the government tells them and may also be prevented from leaving the country.

Authority - Totalitarian: Rule by a single political party. Votes for alternative candidates and parties are simply not allowed. Citizens are allowed and 'encouraged' to vote, but only for the government's chosen candidates.

~ Rumours and Mysteries ~

In a 1936 memorandum, Reichsfuhrer Heinrich Himmler set forth a list of approved holidays based on pagan and political precedents and meant to wean SS members from their reliance on Christian festivities. The list included April 20, May Day, the Summer Solstice, and the November 9 Beer Hall Putsch anniversary. Climaxing the year in Himmler’s scheme was the Winter Solstice, or Yuletide, an event that brought SS folk together at candlelit banquet tables and around raging bonfires that harked back to German tribal rites. The original copy of this letter is said to be kept at the private villa of Morbius.

Some say that mindless clones of Adolf Hitler are kept under cryogenic freeze in a secret location, known as the Führer Schrein, somewhere in Genosha.

Adorning the grand library in Morbius’ private villa is a Nazi Flag of World War II vintage. Doctor Bruce Banner believes that it is the legendary Blutfahne (Blood Flag).
Within the labyrinthine prison system administration of Genosha there are two nefarious individuals of significant power and most sadistic nature. They are said to engage in torture and even murder on a whim. It is whispered that they can even transfer mutant powers from their possessor to a normal human. Thus creating a new super and depowering their victim.

~ CITYSCAPES ~

The docklands of Morgan, Calvados, and Snelgrave are filled with shophouses, just like those in Singapore and Malaysia. These buildings are under preservation orders and are used by small family businesses in the main.

Shophouses are multi-functional (business below, residential above) terraced buildings. In Genosha they are usually only two stories tall, although there are quite a number of streets in Snelgrave with three story shophouses. They are low rise with narrow fronts and deep rears, covered public arcades create a border between street and shophouse (‘five-foot ways’). All shophouses have internal courtyards, shared masonry walls (local brick), are roofed with earthy red clay tiles, and use timber roof beams with hardwood floor boards (wooden floors allow the building to ‘breath’). The facades of the Genoshan shophouse are most often plastered and painted an off-white colour. Although earthy ochre and pale yellow are also popular. Windows are protected by wooden shutters and the street arcades are tiled in subdued earthy tones forming neat geometric patterns.

Prairie Houses of Frank Lloyd Wright style (extended low buildings with shallow yet sloping roofs, clean sky lines, suppressed chimneys, overhangs, open interior spaces, leaded glass dividers, and wide terraces, using unfinished materials), dominate the urban sprawl of Morgan and also Calvados to a lesser extent. Their natural earthy tones and functional brickwork tend to blend together and, from a distance, present the appearance of a flat prairie landscape.

On the shores of Hammer Bay, right by Crescent Shoal and Enmann Beach, is the cultural district. This area of Morgan comprises several blocks of grand buildings. Here the currently favoured Brutalist Neo-Classicism found throughout Genosha is combined with Art Deco inspirations. Extensive use is made of polished granite and marble. At the heart of the district is a tribute to Albert Speer. An exacting recreation of the German Pavilion from the 1937 international exposition in Paris. Other prominent icons run to recreations of four famous European buildings. One can find the Komische Oper Berlin of Ferdinand Fellner and Hermann Helmer, the Musikverein of Baron Theophil von Hansen, the Stadthaus Winterthur of Gottfried Semper, and the Haus der Kunst of Paul Ludwig Troost. All used the original architectural sketches during the construction. The National Library of Genosha is housed in an inspiring building built to the specifications of Karl Friedrich Schinkel's architectural drafts for the unrealised Orianda Palace. Trams run throughout the district. These light rail units are all exacting replicas of the H Class Adelaide Tram. They are powered by rechargeable battery packs with regenerative brake and shock absorber systems. A domed subway station, in the vein of Clemens Klotz, provides access to the urban rail network of Morgan. Naga has placed a huge bronze sculpture by NYC artist Alicia Masters above the main subway entry. It depicts King Ludwig I of Bavaria. The most luxurious domicile within the cultural district is the Hotel of the Elephant, inspired by the architectural work of Hermann Giesler. Sculpture by Arno Breker and Josef Thorak, some original and some reproduction, is quite prominent throughout the district. In the foyer of the Stadthaus Winterthur one can find Georg Kolbe’s ‘Statue of an Athlete’ from 1933.

Snelgrave features an innovative double skyscraper, each tower being an exacting replica of the Price Tower by Frank Lloyd Wright. They are surrounded by industrial parks and freight services. This industrial park even has a dirigible mooring field and its own automated cargo pier.

The only remaining examples of public housing from the dark days of the mutant slavery era are in Snelgrave. There are over a dozen estates, each with a dozen boxy apartment blocks all six stories high, arranged around a central plaza. They are composed of a pale grey crystalline matrix of great durability (Monstrous Material Strength).

The identity of the mutant responsible for these buildings is a mystery.

The Genoshan National Socialist Reich Party has recently renovated these estates. The concrete plazas have been transformed into sporting parks and playing fields. There are groves of shady bamboo palms, scattered trellises support variegated bougainvillea, and gravel paths ramble hither and yon. Each building now has a luxurious roof garden of palms with stands of orchids and bamboo. Grey water from the building is recycled to provide for these gardens. Discreet solar cell arrays help provide power.

All the windows are electrochromic smart panels. They are switchable between three transparency states - a highly reflective silvery grey, a translucent smoky grey, and transparent with the barest hint of grey. All the windows have had lacquered bamboo shutters installed. These sturdy shutters shade the windows from the strong midday sun. Lacking verandas, each apartment has a hanging hydroponic window box.

Each apartment is a 15’ x 15’ x 10’ living module in which all the major furnishings and appliances are hidden in flush wall recesses and are extended only for use. Each contains an electric hotplate, small microwave oven, toaster oven, sink, refrigerator, pantry nook, video wall (thin-film optics), digital entertainment centre, sofa cum double bed, four chairs, fold down desk, removable table, storage nook, and a small toilet cum shower alcove with privacy screen. It is commonly said, by the locals, that if you had all your furnishings extended at once, there'd be no room for you to stand. All of these apartments have been earmarked for the local dock workers.

In the alpine towns and rural areas of Genosha rambling neo-classical bungalows predominate, constructed from hardwoods and roofed with ‘solar shingles’. ‘Mission Oak Style’ furnishings, in the fashion of Gustav Stickley, are equally dominant in these areas. This furniture is all handmade, rather than machine made, crafted to be simple and useful. It is primarily built from local oak, joinery is exposed, upholstery is carried out with natural materials (canvas and leather), wood can be varnished but never painted, and there are no unnecessary lines.

The central business districts of Morgan, Calvados, and Snelgrave are all fairly low-rise, combining elements of Frank Lloyd Wright and Gustav Stickley with Brutalist Neo-Classicism. Despite the strong lines, they are people friendly areas with shady courtyards, perfumed parklands, wide boulevards, and beer halls on most corners. Still there is a certain raw edginess to the urban sprawl of Genosha.
Government buildings tend to favour Brutalist Neo-Classical architecture.
The boulevards and streets of the Genoshan cities are planted with a variety of ornamental trees, with Bosque Larkbark Elm and Hightower Willow Oak being the most common.

Gustav Stickley’s principles are observed in all Genoshan buildings:

· A house ought to be constructed in harmony with its landscape, with special attention paid to selecting local materials.

· An open floor plan encourages interaction and eliminates unnecessary barriers.

· Built-in bookcases and benches are practical and ensure that the house or office is not reliant upon furniture from outside.

· Exposed structural elements, light fixtures, and hardware are all considered decorative.

· Artificial light should be kept to a minimum, so large groupings of windows are necessary to bring in natural light.

Throughout Genosha all locally produced television screens, computer displays, portable system screens, and advertising arrays employ organic light-emitting diode (OLED) technologies. Street lighting, industrial lighting, and home lighting also employ OLED systems. These devices are cheap to produce and are highly power efficient.

After the cancellation of the Ice Tower, a supertall skyscraper project in Panama City, the Genosha government approached the architect and asked him to build it in Morgan. Pinzón Lozano & Asociados Arquitectos accepted and work is currently well underway. When completed, the tower will stand some 380 meters tall with over 100 floors.

Another plan under development is a series of interconnected undersea enclaves. Naga has recently constructed the first geodesic dome of advanced plastics near Green Bay. This dome is 150 yards across and rests 30 yards below the sea surface. It currently supports a vast automated aquaponics garden of Asparagus, Cherry Tomato, Cubanelle, Rocotillo Pepper, Espelette Pepper, Borage, Chives, Chervil, Dill, Garden Cress, Lemon Balm, Lovage, Mint, Parsley, Salad Burnet, Shallots, Sorrel, Thyme, Freshwater Shrimp, and Rainbow Trout.

~ MOUNT YARTIL ~

Just off the northern coast of Genosha is the ancient volcanic peak of Mount Yartil. At 2612 metres, it is over three times the height of Mount Gilboa. At the zenith of the basaltic crag is a deep, cold, and vast hanging crater lake. There are significant alpine uplands along the rocky lakeshore. The climate of these highlands averages 10 – 12 degrees cooler than that of Genosha. On very rare occasions, this lofty realm experiences some falls of snow in winter due to its high altitude.

Originally the hanging crater lake was devoid of fish, but the British stocked it with various types of trout and salmon in the 1890s. Today, only two species survive - kokanee salmon, the landlocked form of sockeye salmon, and rainbow trout. They have formed stable self sustaining populations.

These wintry waters are alive with insect larva, water bugs, water fleas, clam shrimp, freshwater mussels, shield shrimp, freshwater snails, crayfish, guppies, mosquitofish, and sailfin molly. In these cool waters one can also find soft water weeds and floating duckweed. In quiet and secluded places, the lake is fringed with various reeds, cattails, and bulrushes.

Virtually no record, written or otherwise, of the native mountain vegetation exists. The alpine uplands are today dominated by a forest of Apple (Hybrid of Cox's Orange Pippin & D'Arcy Spice), Pear (Williams' Bon Chrétien), Sweet Cherry, Victoria Plum, European Beech, Sweet Chestnut, Blackthorn, Holm Oak, European Hornbeam, and Sweet Briar Rose. All of these are the long gone wild remnants of Victorian Era orchards and ornamental plantings.

Over a dozen brick and timber lodges, all from the Victorian Era, exist on the heights of Mount Yartil. These dilapidated buildings have recently been repaired and refitted by the Genoshan leadership as opulent alpine retreats.

On the heights one can find a handful of robustly demonstrative civic buildings. Of the typical Genoshan Brutalist Neo-Classic design, they have been built to match the towering alpine crags and dominate the sweeping lake beyond.
These buildings run to the Guido von List Museum, a polished magnetite and aluminium bronze monument and hall of remembrance to Hanna Reitsch, a comprehensive U-Boat exhibit, a Bavarian Hall with historical display, and a grandiose gallery of tinted glass and aged oak.

The gallery is a forceful and striking building. Upon entry one finds oneself in a large shadowy hall cum foyer. Hanging here in a perfectly illuminated gilt frame is a lone painting - Reichsparteitag in Nürnberg (NSDAP Party Convention in Nuremberg, Ernst Vollbehr, 1933, 39 cm x 58 cm). Flanked it are two sculptured busts of Adolf Hitler, one by Ferdinand Liebermann and the other by Arno Breker.

From this entry space there are five halls leading off. Each is dedicated to one particular artist and houses an impressive collection of their works. The artists represented are Adolf Hitler, Conrad Hommel, Werner Peiner, Adolf Wissel, and Adolf Ziegler. The Adolf Hitler Hall contains his writings as well as his artworks. Numerous photographs by Heinrich Hoffmann adorn and enrich the Adolf Hitler Hall.

An underground computer system (Incredible Reason & Amazing Intuition) guards the area with Force Fields (Amazing Intensity), Fire Neutralising Defences (Amazing Intensity Gas), Incredible Security Packages (Full Body Scan), and Incredible Defences Packages (Amazing Stun Beams).

On the coast are precipitous cliffs, towering above jumbles of fallen rock. The only safe port is Carrion Cove, once the site of a bawdy pirate township. For many years the ruins of the pirate town were little more than salt spray soaked rubble. Carrion Cove is guarded by the treacherous Papagaio Shoal.

These days, Carrion Cove is known locally as Kormoran-Bucht. It features a sprawling Germanic resort along similar lines as Brighton Pier and Coney Island with a liberal dash of Las Vegas. Musical halls, cabarets, beer gardens, and even circuses are common. The architecture is a happy jumble of Mediterranean Revival Style and Spanish Colonial Revival Style. A delightful playhouse cum museum on the waterfront is dedicated to performing and commemorating the works of Richard Wagner, Ludwig van Beethoven, Anton Bruckner, and Carl Orff.

A broad sandy beach is carefully maintained on the shores of the cove.

The railway network of Genosha reaches Mount Yartil via a double suspension bridge with a hyperboloid tower at the midpoint. It comes down upon a flattened bluff a short distance from Carrion Cove. The bridges and tower are constructed from self-tensioning synthetic stone and secondary adamantium. Within the tower is a luxury hotel, conference centre, revolving restaurant, observation deck and lounge, and sprawling day spa with Roman and Turkish baths. At night the entire structure is illuminated by rippling blue and green lighting.

Access from the bridge bluff to the nearby resort cove is handled via two distinct aerial systems. Cargo is moved by a cable car and gondola system. A chair lift is used for quick access by tourists and local workers. This latter system has been specially designed to provide inspiring views of the bridges and the cove. Each paired seat on the chair lift is protected by a semi-permeable sonic rain umbrella.
~ BOTANICAL GARDENS OF MORGAN ~

The Botanical Gardens of Morgan are an amazing place. The primary areas highlight different cultural garden ideas. There is an Alpine garden inspired by the writings of Reginald Farrer, a traditional Chinese garden, a Japanese garden (including a grotto display of bonsai and a small Zen garden), an English cottage garden (including a sunken rose garden), and a Persian garden with fountains and water races.

The most impressive garden preserve however is the Black Forest Garden. Cut into the side of a low hill is an artificial cavern that supports the varied flora of a German woodland. The ground hugging herb layer is highly varied and vigorous. The forested area is roughly equivalent to eight football fields. Numerous trails wind hither and yon. The walls and vaulted ceiling are sheathed in OLED panels that display views of the real Black Forest. The weather has been simulated too, and it even snows. It is extremely popular with walkers and picnickers. Weddings and parties are frequently held within the cool dim groves.

Within the sprawling cavern forest one can even find animals. There are groups of European Roe Deer, Pine Squirrel, Garden Warbler, Wood Warbler, Winter Wren, Tawny Grassbird, Yellowhammer, Thrush Nightingale and Blue Duck. The cavern supports hunters too, a handful of Barred Owls.

Within the gardens there is a lagoon, surrounded by cypress trees festooned with Spanish moss. Upon the waters of the lagoon is a small island that has been skilfully crafted into a replica of the wild pirate town of Tortuga. There are winding cobblestone streets, rough and tumble port buildings, and a swirl of exotic characters. The smell of the sea and exotic spices is strong in the air. Moored down on the rambling wooden docks is a two-masted schooner with fore-and-aft sails and over a dozen single-masted keelboats.

The gardens also feature a fernery (both glasshouse and open air), herb garden, a greenhouse with carnivorous plants, cactus garden, topiary garden, citrus orchard, wildflower garden, formal garden, water garden, sensory garden, a night-scented garden, a hedge maze, and areas of rolling lawn.

Screened by a dense planting of pencil pines a vast done, based upon the technologies of the Eden Project, rises from the greensward of a secluded lawn. Beneath this sturdy plastic protection is a sampling of the weird and unusual plant life from the distant Socotra archipelago.
Under translucent skies, the climate of a distant land has been exactingly recreated. Within the strange and starkly beautiful tropical desert is a futuristic building of burnished metal that holds a discovery centre and holographic theatrette. Professor Peter Thoday, horticultural historian, provided technical and botanical expertise during the establishment phase and a prominent bronze plaque from June 2000 is dedicated to his endeavours.

Scattered throughout the gardens are a number of eateries. There is a bakery cum café, a coffeehouse, an ice cream parlour, an American-style steakhouse, an open air Chinese restaurant, a Japanese tea house, an English brassiere, a Persian barbecue restaurant, and a traditional German beer hall. Out on ‘Tortuga’, there is a Jamaican restaurant and several pubs.

A forest garden fringes the parklands, acting as a living fence. It is based upon a European temperate coniferous forest. The outer fringe of which is composed entirely of Siberian Dwarf Pine. The local gardeners have even taken the trouble to re-created the (in)famous ‘Forest Swastika’ amidst the pines. They have used 100 especially climate adapted Tamarack Larch. These young trees are currently some 5 metres tall and growing well.

In a secluded corner of the gardens, a museum is currently under construction. Of postmodern design, it will be faced with green marble and serpentine. Within it will hold botanical displays, a reference library, and special exhibitions. Behind the scenes it will maintain a seedbank and conduct botanical research. One planned permanent exhibition will feature the growing of ‘Heirloom Plants’.

Security for the gardens is provided by a dedicated detachment of specialised jump infantry. They patrol the gardens day and night, and employ trained Czechoslovakian Wolfdogs as very effective ‘guard dogs’.

Just outside the gardens is Ortenberg Castle, an exacting recreation of that classic Germanic citadel. Within is a boutique winery and a Bavarian brewery with extensive museum on the upper floors. Here too one can find a fine dining German restaurant. Guests have the choice of alfresco dinning with forest views or a more intimate setting in one of the luxuriously appointed wood panelled turret rooms with an open fire.

Thuringian cuisine features throughout the menu with game meats (red deer, roe deer, wild boar, rabbit, duck, moufflon {mountain sheep}, pheasant, capercaille, black cock), smoked salmon, caviar, smoked trout, various sausages, charcoal grilled marinated cutlet of pig neck, dozens of different mushrooms, vegetables stews, potato dumplings, pan fried potatoes, potato pancakes, sweet apple and potato noodles, potatoes with asparagus and herb dressing, and potato salad,. Within a short stroll are a number of charming Bed-&-Breakfast accommodation options, all in delightful old homes.

~ PRISON FACILITIES ~

In Genosha, prisoners are considered a resource. Most are put to work on chain gangs building roads and docks. The old and infirm are used as factory workers. There are whispered rumours that some special case prisoners are used for dark research projects.

Although male and female prisoners are segregated, they are simply detained in different modules of the same facility. Correctional officers can be male or female. They always patrol in pairs.

Genoshan prisons are modular. They consist of a surface administrative building of colonial styling with a textured concrete yard. Beyond is a surrounding fringe of shrubs and trees. The cells and other prisoner areas are below ground.

The sprawling white washed brick building with neat thatched roof and echoes of the Raj is deceptive however. For this facility is really constructed from massive granite blocks with doors crafted from a synthetic wood resin reinforced with a gemstone matrix. The armoured glass windows are protected with osmium steel shutters that are concealed within an outer layer of wood laminate. This gives the facility Amazing material strength. The roofing thatch has only Poor material strength, but beneath is a layered shell consisting of a sandwich of high-impact polycarbonate plastic, carbon fibre reinforced plastic, and ballistic nylon. Between each layer of plastic material is a bonding layer of glue-like resin. Thus giving the roof the same Amazing material strength as the walls, doors, and windows.

The surrounding trees (similar to crimson crepe myrtle) and shrubs (similar to crimson hibiscus) are genetically engineered lifeforms and provide an active defence. Although they cannot move any more than normal plants can, but they do generate a constant low intensity psi-field. They possess the powers of Neural Manipulation (Remarkable Exaggeration, 1 Area Range) and Sense Alteration (Remarkable Blindness, 1 Area Range).

The main building of each prison complex features an operations room (Incredible Computer Room with Remarkable Communications Room and Excellent Crime Files Room), admin office (Remarkable Office Package with Remarkable Conference Room Package and Excellent Trophy Room Package), informal meeting rooms (Good Living Room Package), a staff cafeteria (Excellent Dining Room Package with Remarkable Kitchen Package), first aid station (Remarkable Medical Package), and undercover car park (Remarkable Garage Package). There is an emergency generator (Incredible Power Room) of conventional design too.

The indomitable administrative building is protected with Remarkable Security Packages (auto-alarms and palm-print scanners), Remarkable Defence Packages (Incredible Stun Beams), and Remarkable Fire Protection Packages (Excellent Intensity Foam).

Below the administrative building there are fifteen modular prison cell blocks. Throughout the high strength plastic walls are a pale blue-grey with dark grey floors and pale grey ceilings. Each cell module is accessed by a standard elevator. The only other way into the each cell block is via the emergency ladder stairs. The whole place is kept at a constant 23°C.

These cell blocks run to five low security, four mid security, three hi security, two top security, and one psychoblock. The various security ratings are not based upon architectural differences, as all cells are the same. They are based upon guard training and the types of robots employed.

Each of the modular cell blocks consists of a central resource area surrounded by three tiers of cells. Each of these circular levels holds twenty cells. A sprinkler system covers the resource centre and can extinguish fires with Good ability. There are also three fire hoses to be found here.
At the heart of the resource area is an open guard platform that is slightly raised and consists of a duty station (Remarkable Office Package) with security monitors, a robot charging station, and first aid station (Remarkable Medical Package). It is protected by a force field of Remarkable intensity.

On one side of the resource area is a workout facility (Remarkable Gym Package with Ping Pong Table) and on the other side is a quiet area (Good Office Package, Good Dining Room Package, Good Living Room Package). Aside from its more usual uses, the prison chaplain uses the quiet area for services and counselling.

Each 12’ x 9’ cell is sheathed in high strength plastics over solid rock and has minimal furnishings. The glass-like door is a composite of transparent aluminium and high strength plastics. It has Remarkable material strength. The door lock is electronic and of Remarkable complexity. It does not use a key, but is activated by a palm-print scanner. If the door is forced, the area is targeted by an Incredible intensity stun beam and an auto-alarm will sound.

Within the cell there is a bed, just a rigid plastic slab integrated with a super dense foam mattress. This mattress is slash resistant and cannot be pulled from the underlying plastic without at least Excellent Strength. At the rear of the cell is a stainless steel lavatory, tiny steel hand basin, a shelf cum writing desk, a smaller ancillary shelf for personal affects, and an immovable hard plastic stool. The lighting is OLED and the cell is monitored with CCTV.

Prisoners have access to a small armoured data screen in their cells, built into the wall right by the bed. This allows then access to the local TV channels and radio stations, as well as current newspapers and magazines in electronic form.

All prisoners wear coveralls of safety orange ripstop fabric with green retroreflective stripes at cuffs, collar, and waist. Underwear runs to a white nylon tee shirt with boxers and anklet socks. Female prisoners are also issued with a sports bra. On chain gang all prisoners wear reinforced plastic work boots of safety orange. At all other times they wear cheap slip-on sneakers of safety orange with three green retroreflective stripes on each shoe.

~ PRISON ROBOTICS ~
All of the robots used within the Genoshan prison system are modular humanoid security automata. The silvery skin of these slender and lithe humanoids has such suppleness, it appears almost liquid in nature. The constructs possess quicksilver eyes as their only features. They have Incredible Agility, with all other physical abilities at Excellent. Their armoured exteriors provide Excellent body armour. They have simulated senses of sight, hearing, scent, and touch at Excellent. They can also sense electromagnetic fields with Excellent ability. Their programming is of Excellent complexity. In addition to their specific function armaments, each robot is fitted with anti-fire foam projects (Excellent Intensity). They also have Excellent Radiowave Control, Excellent Radiowave Generation, and Excellent Computer Links. They have a hardwired skills package that provides them with the Talents of Martial Arts C and Law Enforcement.

Low Security – Electrical Shock Beams (Remarkable Stunning @ 8 Areas).

Mid Security – Electro-Lasers (Remarkable Stun or Energy @ 8 Areas).

Hi Security - Electro-Lasers (Incredible Stun or Energy @ 6 Areas).

Top Security - Electro-Lasers (Amazing Stun or Energy @ 4 Areas).

PsychoBlock – Stun Gas (Incredible Intensity, Floods 1 Area).

Those robots that are used in outdoor roles have a midnight blue bio-plastic skin covering that provides Incredible protection from electricity and weather extremes, such as thunderstorms and tropical downpours.

Every police station in Genosha has a handful of these advanced humanoid robots on hand for added utility. Most are low security models with a black bio-plastic skin, although a few with more firepower are deployed to rougher areas, such as the docklands of Snelgrave. They have a hardwired skills package that provides them with the Talents of Detective / Espionage and Law Enforcement.

~ PERSONALITY ADJUSTMENT ~
Used extensively throughout Genosha, this technique is viewed by some as an excellent way to foster prisoner rehabilitation. Others view it as a gross violation of civil liberties. During personality adjustment, the prisoner's psyche is 'fine tuned'. In essence a trained psychological team disassembles and then rebuilds the prisoner's personality using advanced drugs and other cutting edge techniques. By the time they're done, the psych team knows more about the person than the person does. These people are trained to find a person’s innermost secrets and change their worldview into a more socially acceptable form.

For each week that a prisoner undergoes personality adjustment, they must make a Psyche Feat against Remarkable intensity. Failure results in them becoming a model citizen of Genosha.

Gerhard ‘Gert’ Adendorff is a South African police sergeant who left his homeland with the fall of Apartheid. He is now a major player in the Genoshan prison system. Gert is a mutant, with his powers developing during his turbulent teenage years. A proud Afrikaner, Gert is dogmatic, highly opinionated, and arrogant. He is aggressive and accepts violence as a good means of solving problems.

Gert’s family has been in the Cape Town area since the 1600s. His earliest know ancestor was a sailor with Jan van Riebeeck when that redoubtable Dutchman established a refreshment station at the Cape of Good Hope on behalf of the Dutch East India Company in 1652.

Gert’s father was a strict and austere police officer with the Criminal Investigation Department (CID). His mother was a good housewife and an active supporter of the Afrikaner Weerstandsbeweging (AWB). As a teenager, Gert was involved in a number of bashings and firearms related incidents involving blacks and coloureds. Later, he gained a BA (LAW) at Stellenbosch University and joined the South African police force in his early 20s.

Gert enjoys big game hunting and birding. He has stalked and shot animals since he was a lad. His prize trophies run to some nine mounted specimens. These are Bull Cape Buffalo, Bull African Bush Elephant, Bull Hippopotamus, Bull Black Rhinoceros, Bull White Rhinoceros, Massai Lion, Katanga Lion, Transvaal Lion, and Zanzibar Leopard. Gert tends to eat what he hunts, although he has a preference of birds for his table.

Gert is always armed with a Sjambok (heavy rhinoceros hide whip), a Target Pistol loaded with an Adamantium-Saboted Penetrator, and an Ithaca 37 Stakeout Shotgun loaded with Kinetic Impact Munitions. He keeps a few spare rounds for his guns in his trouser pockets. Gert has two S3 Roadsters from Birkin Cars, one glossy black and one deep yellow.

Gert is a slim and attractive gent with neat reddish brown hair and a clipped moustache. He always wears Aviator Shades with a fawn and brown uniform (Good Body Armour with Excellent Heat and Radiation Resistance).

Fighting........Excellent

(20).





Health............100.

Agility.........Remarkable
(30).

Strength........Good



(10).





Karma.............100.

Endurance.......Incredible
(40).

Reason..........Excellent

(20).





Resources.........Excellent.

Intuition.......Remarkable
(30).

Psyche..........Amazing


(50).





Popularity........10.

Paralysing Touch ~ Those touched by Gert must make an Endurance Feat against Remarkable intensity or be knocked out for 1-10 rounds. This Power is always in operation, and Gert has no ability to control it.

Life Detection ~ Gert can detect the presence of life and identify the nature of that life with Amazing ability at a range of 3 miles. He regularly uses this ability to detect mutants and other super powered individuals. On a Red Feat, he can locate a specific individual lifeform in the midst of a number of similar beings.

Power Transferral ~ Gert can transfer some or all of the innate super powers of one organic target to another organic being with Unearthly ability. The transferral can be any combination of existing powers and can even include enhanced physical and mental abilities. The target temporally looses the transferred powers and abilities. The transferral has an initial range of 100’ and a duration of up to 100 hours. Before this limit is reached and the stolen powers are automatically restored, Gert can cancel the transferral and return the stolen powers and abilities. He can do this at any time he chooses, so long as he is within 100’ of either subject.

Most people targeted tend to believe that suddenly loosing their innate super powers is to their detriment. They can resist with an Endurance Feat against Unearthly intensity or through specific defences against Power Manipulation and/or Power Control.

On the other hand the recipient usually considers suddenly gaining super powers to be a good thing and thus they tend co-operate in any way they can.

Gert is currently unable to transfer his own powers or to invest himself with the powers of another. He believes this is just a psychological limitation and is working on circumventing it through self hypnosis and mediation.

Quirks ~ High Pain Threshold, Rapid Healing, Strong Bones (+2CS), Sturdiness, Attractiveness (+1CS), Reputation (Afrikana Hard Bastard) (+1CS), Action Addict, Attitude, Bully, Stubbornness, Bigotry (Blacks), Bigotry (Coloureds), Bigotry (Indians).

Talents ~ Law Enforcement, Criminology, Repair/Tinkering, Streetsmarts. Gert is fully fluent in Afrikaans, English, German, Southern Ndebele, Northern Sotho, Southern Sotho, Swazi, Tsonga, Tswana, Venda, Xhosa, Zulu, and Swahili. During his teenage years, he just picked up languages. It is uncertain if this is just natural talent or a minor mutant ability. In recent years, he’s picked up Traveller’s French and Traveller’s Italian.

Contacts ~ Amazing Street, Remarkable Criminal, Excellent Law Enforcement, Excellent Genosha, Good Journalism, Good Business World, Typical Neo-Nazi, Poor Occult Lore.

Costume ~ Gert favours a uniform that blends elements of his old life and his new life. It consists of a fawn shirt with brown tie and trousers, all composed of Beta-Cloth. A brown belt of cape buffalo leather is clinched at the waist and the rugged calf-boots are also brown cape buffalo leather. Gert’s Aviator Shades are custom ballistic glasses. He wears ivory white tee shirt, boxers, and socks of patented arachni-silk (bio-engineered Japanese spider silk). This all combines to give him Good protection from physical attacks and Poor protection from energy attacks with Excellent resistance to heat and radiation.

~ Matthijs Janszoon ~

Matthijs Janszoon is a composite clone. One of a handful of beings created by a covert Bureau of State Security project from Apartheid South Africa. His genetic material was sourced from the ancient graves of Hendrik van den Bergh, Jan Janszoon van Haarlem, and Willem Janszoon.

Janszoon is an urbane fellow with an acerbic sense of humour and a bone dry wit. Physical he is a modest, slim, clean shaven, prim faced gent, flaxen haired and lean jawed, of some forty years of age. Those that are particularly observant may notice a lurking devil in his eyes. With those he considers inferior, Janszoon’s face becomes hard and stern with a firm set to the thin lipped mouth and a coldly intolerant gaze.

He currently acts as Gerhard ‘Gert’ Adendorff lookout and right hand man.

Fighting........Remarkable
(30).





Health............96.

Agility.........Remarkable
(30).

Strength........Typical


(6).





Karma.............80.

Endurance.......Remarkable
(30).

Reason..........Remarkable
(30).





Resources.........Excellent.

Intuition.......Excellent

(20).

Psyche..........Remarkable
(30).





Popularity........10.

Catalytic Control ~ Janszoon can increase or decrease the speed and intensity of chemical reactions with Amazing ability at a range of some 3 miles. He can knock out battery powered devices by stopping the reactions that generate their power. Janszoon can even stop small nuclear reactions, such as radioisotope thermoelectric generators and atomic batteries.

Electrical Control ~ Janszoon can manipulation existing electrical energy with Amazing ability at a range of some 3 miles. As he must draw electricity from some nearby source, the effective intensity is limited by what is available. Janszoon has Amazing Resistance to Electrical Attacks. He can even heal damage through direct absorption of electricity, regaining the available intensity as Health every round. This electricity to matter conversion can replace large areas of lost tissue in moments, and even regrow severed limbs. Recovery of lost limbs or organs requires a Red Endurance Feat and an electrical source of at least Amazing intensity.

Brain Burn ~ As an established power stunt combining his Catalytic Control and Electrical Control, Janszoon can manipulate electro-chemical reactions, even those occurring within a living organism. He can thus deliver up to Amazing damage as an Edged Attack directly to the nervous system of any living creature. This attack ignores body armour and similar physical defences. Force fields are effective at –1CS to their standard intensity.

Electrical Sense ~ Janszoon is particularly attuned to electrical energy. He can sense electricity with Amazing ability. Janszoon can locate and identify electrical energy at a range of 3 miles. He can sense the electro-chemical energy of living beings at 20 Areas. Thus he can usually fight in conditions of darkness without penalty.

Shadow Manipulation ~ Janszoon can shape, shift, cast, and create shadows with Remarkable ability. He can flood his area and all adjacent areas with Remarkable intensity shadowy darkness. Shadowy energy bolts inflict up to Remarkable Blunt or Edged Attack damage at a Range of 8 Areas. Shadowy body armour provides Remarkable protection from physical attacks and Good protection from energy attacks. He can step into a shadow and be concealed with Remarkable invisibility. Janszoon can even craft a half-size replica of the Duyfken from shadows. This 30’ long dwarf barque has Excellent vehicle stats and a piratical crew of shadowy ‘ghosts’. Janszoon's shadows can cloak light, heat, and hard radiation with Remarkable effectiveness. When employing his shadow powers, Janszoon's senses of touch and smell extend into the dancing shadows.

Quirks ~ Fighting Logistics, Alertness, Bully, Rudeness.

Talents ~ Weapons Master (Spanish Fencing Rapier), Law Enforcement, Military, Journalism, Criminology, Detective/Espionage, Archaeology, Trivia (Naval History), Languages (Dutch with Afrikaans, English, German, Persian, and Turkish).

Contacts ~ Remarkable Business World, Remarkable Computers, Excellent Genosha, Excellent Espionage, Good Military, Good Law Enforcement, Typical Street, Typical Criminal.

Janszoon dresses in a uniform reminiscent of 18th Century naval officers. His costume consists of an embroidered red cut-way coat with white facings and lace cuffs. It is worn unbuttoned over a white tunic with tight-legged white breeches, white stockings, and white spats. An ornate black tricorne rides upon his head. Footwear runs to black leather shoes with squared toes and gold buckles.

Janszoon carries an elegant Spanish fencing rapier of secondary adamantium. Despite appearances, this slender blade is a deadly weapon. It has been alchemically treated and maintains a razor sharpness. Thus it increases Janszoon’s slugfest damage by +3 CS, as an Edged Attack.

Janszoon also carries a slim, elegant, and vaguely Art Deco black-&-gold pistol. This high tech sidearm is a small yet powerful sonic projector. With Good material strength, it has a range of 8 Areas. It is solar charging and holds a maximum of 30 shots. Each hour in sunlight restores 10 charges. Against a single target, it inflicts Remarkable Energy damage. A wide-band attack affects everything in a given area and inflicts Excellent Energy damage. There is a stunning option that can target a single individual with Remarkable intensity or an entire area with Excellent intensity. These power settings cannot be altered to cause less damage.

*******

~ Electricity ~

Ordinary Household Socket






Typical Intensity

Three Phase Socket









Excellent Intensity

Small Generator or Power Lines



Remarkable Intensity

Commercial Protection Devices




Remarkable Intensity

Lightning Bolts











Incredible Intensity

High Tension Wires









Amazing Intensity

Large Generator











Shift-Y Intensity

Power Plant













Class 1000 Intensity

~ Andries Van Dijk ~

Andries Van Dijk is a spy robot masquerading as Wolverine, originally developed by the Special Developments Department of Roxxon Oil. This class of covert ops robots were initially used against Alpha Flight. Janszoon disabled this particular one during a raid in Pretoria. Later he recovered the damaged droid, reprogrammed it, and now employs it as something of a sidekick.

Fighting........Excellent

(20).





Health............80.

Agility.........Excellent

(20).

Strength........Excellent

(20).





Karma.............100.

Endurance.......Excellent

(20).

Reason..........Good



(10).





Resources.........Good.

Intuition.......Amazing


(50).

Psyche..........Incredible
(40).





Popularity........5.

Claws: Three retractable Osmiridium Steel claws are mounted within each of the Spy Robot’s forearms with ports on the back of its hands. These integral body weapons can be used to inflict up to Remarkable damage on the Edged Attack column. They can shred inanimate materials with Amazing ability.
Body Armour: The Spy Robot’s insulated metallic covering provides Excellent protection from all physical and energy attacks.

Shape-Shifting – The Spy Robot’s have limited shape-shifting abilities owing to their construction. As a robot, their bodies can be rebuilt, synthetic skin tones changed, voices altered to mimic other individuals, and so on. This allows the Spy Robots to mimic others with Incredible ability, but it requires 1-10 weeks for adoption of any given identity.

Robotic Construction: Spy Robots are sophisticated artificial life forms, subject to powers that affect or control machinery. Use their Endurance to resist attempts to affect control. They are immune to disease, poisons, gas, or powers that affect the human mind or emotions.

Quirks ~ Ambidexterity & Social Dependent.

Talents ~ Martial Arts B & E, Performer, Trivia (Pirates).

Contacts ~ Remarkable Street, Excellent Law Enforcement, Poor Genosha.

Andries Van Dijk’s costume is similar to Janszoon’s, although his coat is green rather than red. It is worn unbuttoned over a white tunic with tight-legged white breeches, white stockings, and white spats. An ornate black tricorne rides upon his head. Footwear runs to black leather shoes with squared toes and gold buckles.

~ Bafazane ~

Bafazane is a bearded and dusky skinned black gent and mutant from Swaziland. Though built low to the ground and solid, Bafazane is tough and lean, with a wiry strength. His strong featured face is dominated by his intense ebony eyes.

Bafazane is currently a prisoner of Adendorff and Janszoon within the Genoshan prison system. They take macabre pleasure in de-powering him, having him flogged and salted, before restoring his powers so that he can recover.

Fighting........Incredible
(40).





Health............185.

Agility.........Incredible
(40).

Strength........Remarkable
(30).





Karma.............90.

Endurance.......Monstrous

(75).

Reason..........Good



(10).





Resources.........Feeble.

Intuition.......Incredible
(40).

Psyche..........Incredible
(40).





Popularity........0.

Warping ~ Bafazane can alter the material strength of inanimate matter by +/- 2CS, shapeshift it with Monstrous ability, and manipulate it with the equivalent of Monstrous Telekinesis.

Regeneration and Recovery ~ Bafazane has Unearthly self-healing abilities and recovers 10 health every round. This constant healing significantly retards his ageing processes. Tough and resiliant, Bafazane recovers from losses of Endurance with Unearthly ability. One rank is recovered per day, so long as he makes a successful Feat roll.

Metabolic Resistance ~ Bafazane has Unearthly Resistance to drugs, toxins, diseases, plagues, pestilence and other harmful factors involving his metabolism. This even extends to the effects of biological warfare agents and vampirism.

Quirks ~ Likeability, Luckiness, Honesty, Weirdness Magnet.

Talents ~ Journalism & Streetsmarts. Languages = English, Swazi, Zulu.

Contacts ~ Amazing Street, Typical Criminal, Typical Law Enforcement.

As always he catches and holds your interest. Small and obviously Jewish. His movements are quick and he moves with an easy gait. His expressive features are dominated by his high-domed forehead and prominent cheekbones with a bushy beard, eloquent eyebrows and longish black hair. His voice is light and normally quite soft, with only a slight, vaguely Continental, accent. You note in passing that the backs of his hands are matted with black hair. You guess that hair covers most of his squat body. Naked, you suppose, he must be an extraordinary sight. It’s the eyes that hold your attention however. His darkly luminous eyes are filled with an unimaginable sorrow.

*******

~ Mordechai Shafir ~

Mordechai Shafir is a short and wiry Jewish scientist from Turkey, humiliated and held as a slave by the Genoshan government. If he does not do as he is told, his only son will be deprived of Kalocin and a number of other Jewish prisoners will be tortured until they die.

He has suffered systematic abuse at the hands of the Nazi leadership and they even forced his son to cut his father’s beard on his initial subjugation. Mordechai’s arms are a literal forest of hypodermic punctures, as his Nazi jailers forcefully administer several injections of liquid amphetamines, barbiturates, and sedatives each and every day to help keep him under control.

To further quell any rebellious impulses he may have, the Nazi leadership of Genosha has revealed to Mordechai that they have an ICBM with a nuclear payload aimed at Israel. If he ever fails them, it will be launched.

Fighting........Good



(10).





Health............66.

Agility.........Remarkable
(30).

Strength........Typical


(6).





Karma.............120.

Endurance.......Excellent

(30).

Reason..........Amazing


(50).





Resources.........Feeble.

Intuition.......Remarkable
(30).

Psyche..........Incredible
(40).





Popularity........0.

Quirks ~ High Pain Threshold, Rapid Healing, Strong Bones (+3CS), Natural Talent (Trivia - Nikola Tesla), Alertness, High Stress Capacity, Sanity.

Talents ~ Martial Arts C, Pilot, Business/Finance, Engineering, Chemistry, Physics, Computers, Repair/Tinkering, Trivia (Nikola Tesla), Languages (Yiddish, Hebrew, Aramaic, Persian, Turkish).

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

~ Jews of Genosha ~

Avram, Mordechai’s only son, is quite knowledgeable about electronics, particularly telecommunications equipment. In addition, he has solid internet skills and is insatiably curious about how everything works. Avram is a slim youth with dark and expressive eyes. Furthering his experiments, Naga has exposed the young Jew to Kalocin.

Kalocin is a universal wonder drug stumbled upon by Jensen Pharmaceuticals. Kalocin is effective against every known virus, bacteria, fungus, and parasite, and even cancer. Research of Kalocin was halted and knowledge of it was covered up after it was discovered that anyone who stopped taking the drug quickly died from bizarre and massive infections.

Fighting........Typical


(6).





Health............32.

Agility.........Good



(10).

Strength........Typical


(6).





Karma.............50.

Endurance.......Good



(10).

Reason..........Remarkable
(30).





Resources.........Feeble.

Intuition.......Good



(10).

Psyche..........Good



(10).





Popularity........0.

Metabolic Resistance ~ Avram’s enhanced immune system provides Unearthly resistance to drugs, toxins, diseases, and any other harmful factors impacting his metabolism. This even extends to such things as cancers and radiation poisoning.

Regeneration and Recovery ~ Avram has Good intensity self-healing abilities and recovers 1 health every round. This constant healing significantly retards his ageing processes. Tough and resiliant, Avram recovers from losses of Endurance with Good ability. One rank is recovered per day, so long as he makes a successful Feat roll.

Quirks ~ 3-D Sense, Mechanical Aptitude, Static.

Talents ~ Computers, Electronics, Repair/Tinkering.

Aside from Mordechai Shafir and Avram, the only Jews on Genosha are four amateur musicians and old chums from New York City. They ended up as slaves after being captured and beaten almost to death by a Neo-Nazi gang one dark night when they wandered into the wrong part of Manhattan. They were sold off to Genosha, via Naga, for just a grand each. He finds it amusing to use them as a varied musical quartet for musical recitals at private dinners.

Abraham Stone



Age 26

Policeman



Violin or Pardessus de Viole
Aaron Rabinowicz

Age 35

Fire-Fighter

Cello or Double Bass
Joshua Cohen



Age 36

Paramedic



Viola or Treble Flute
Chris Yentob



Age 42

Lawyer




Piano or Harpsichord
Abraham Stone (The Street Reporter)
	F
	A
	S
	E
	R
	I
	P
	H
	K

	Gd
	Gd
	Gd
	Gd
	Ty
	Gd
	Ty
	40
	22


Natural Talent (Performer), Sensory Increase (Hearing), Honesty (-2CS).
Journalism, Criminology, Psychology, Computers, Performer, Streetsmarts.
Aaron Rabinowicz (The Civil Engineer)
	F
	A
	S
	E
	R
	I
	P
	H
	K

	Ty
	Gd
	Gd
	Ex
	Ty
	Gd
	Gd
	46
	26


Ambidexterity, Alertness, Pacifism, Phobia (Ailurophobia – Fear of Cats).
Driving, Engineering, Chemistry, First Aid, Repair/Tinkering, Performer.
Joshua Cohen (The Medical Researcher)
	F
	A
	S
	E
	R
	I
	P
	H
	K

	Ty
	Gd
	Ty
	Gd
	Gd
	Gd
	Ty
	32
	26


Natural Talent (Performer), Static, Charmed, Alertness, Sensory Decrease (Sight), Nerd, Unattractiveness (Burn Scars). Joshua has extensive scarring running along his right side, his facial features on that side are slightly disfigured, his eye is somewhat clouded, his right arm and upper torso have some minor scarring, and his right leg is heavily scarred. All this is the result of a car crash a few years back and the resultant fire.

Chemistry, Biology, Genetics, First Aid, Performer, Trivia (Mathematics).
Chris Yentob (The Lawyer)
	F
	A
	S
	E
	R
	I
	P
	H
	K

	Ty
	Gd
	Ty
	Ty
	Gd
	Ex
	Ty
	28
	36


Natural Talent (Law), High Stress Capacity, Sanity, Sensory Decrease (Near Sighted), Bigotry (Neo-Nazis), Disgusting Personal Habits (Braggart). Chris is quite near sighted. Without his glasses he is -2CS to hit, and cannot clearly make out images farther than 1 area away.

Law, Business/Finance, Psychology, Criminology, Forensics, Performer.
Yentob is the subject of a Scientific Citadel project, an early cyborging experiment. His arms and legs have been surgically removed and replaced with cybernetic limbs, while the remaining bones of his head and torso have been reinforced with a weave of surgical metal and high strength plastic. He also has highly experimental robot antibodies.
Strength = Remarkable (36), Body Armour = Good, Health = 58, Kink Bombs Too.

~ Genoshan Pirate Ghosts ~
Closely associated with the Genoshan prison system near Calvados is a small beach that holds an especially dark and bloody history. For it was here in 1659 that Roche Braziliano, one of the most drunken and debauched of pirate captains, buried his loot from a recent raid upon English shipping. He murdered seventeen of his crew on the spot so that they could stand guard over the treasure throughout the ages. He got them drunk on rich golden run and then slit their throats. Mingling their fading lifesblood with the cold sand.

They have endured through the ages as partially insubstantial undead. During the day they tend to stay around the beach and the surrounding coastal fringe. Often sitting about a small fire in the shadowy shelter of the ancient overhanging sea cliffs. At night they oftimes wander further afield, especially if the moon is in the sky. On rare occasions they will steal a fishing boat and spend the night marauding upon the high seas.

They recognise the pirate captain in Matthijs Janszoon and will usually obey his commands. They even feel a certain camaraderie with old Bafazane, as he’s a rapscallion under the lash as they once were in ages long since faded away.

They appear much as they did in life, lean and rugged men in homespun pants and laced tunics. There are seven Dutch sailors, five African seamen, four lascars, and one Turkish corsair. Their skins darkened by the sun and toughened by the sweat of hard labour. Bright, watchful, and weather-wise eyes. They are violent fellows with a rough piratical sense of honour.

	F
	A
	S
	E
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	I
	P
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	K
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	Gd
	90
	24


Powers ~ Remarkable Ectoplasm Shaping, Remarkable Ectoplasm Casting, Excellent Cold Shaping, Excellent Cold Generation, Poor Machine Animation, Poor Environmental Awareness, Good Electronic Counter Measures, Typical Invisibility – Telepathic, Unearthly Self-Revival.

Due to their undead and partially insubstantial natures, these pirates have Good Resistance to Physical Attacks, Remarkable Resistance to Energy Attacks, Amazing Resistance to Emotional and Mental Attacks, and Unearthly Resistance to Magical Attacks, Power Manipulations, and Vampirism.

Quirks ~ Fighting Logistics, High Pain Threshold, Rapid Healing, Alertness, Bluntness, Personal Code (Pirate), Alien Customs (1600s Pirate), Illiteracy.

Talents ~ Sharp Weapons, Marksman, Boating (As Pilot, But For Boats & Ships), Criminology, Streetsmarts, Languages (Pirates’ Cant, Dutch, English, French, Portuguese, Native Dialect {Brabantian or Hollandic or Limburgish or Low Saxon or Zealandic or Hindustani or Konkani or Swahili or Turkish or Zulu}).

Contacts ~ Poor Law Enforcement, Poor Street, Feeble Genosha.

~ Tam Anderson – Former Chief Magistrate of Genosha ~

Tam Anderson was a dedicated and proactive member of the old Genoshan political elite. She was a dedicated hardliner and a by-the-book police official. The stereotypical ice queen - cold, severe, deadly. During the Neo-Nazi invasion, she donned power armour and took up weapons. Attacking the invaders, she had her right arm torn off by the Grey Hulk. She was then captured by Morbius and imprisoned. Like all the other surviving magistrates, Anderson was put to work on a chain gang after the invasion. One year of hard labour followed. She was released in a general amnesty, along with the other magistrates, and offered a blue collar job. She instead made the powers that be a counter offer and now operates in the shadows as a government troubleshooter and covert assassin.

Fighting
Excellent
(20).
Health
80.

Agility
Remarkable
(30).

Strength
Good
(10).
Karma
70.

Endurance
Excellent
(20).

Reason
Remarkable
(30).
Resources
Excellent.

Intuition
Excellent
(20).

Psyche
Excellent
(20).
Popularity
-15.

Anderson has replaced her missing arm with an artificial limb of her own design and construction. It is uses Liquid Tek and is formed of exotic aluminium alloys with sapphire crystal – Amazing Material Strength. The limb possesses Amazing Agility and Remarkable Strength.

Using advanced technology derived from the Genegineer’s researches, she has equipped her cybernetic limb with various scanners and lifeform controllers. Anderson can employ Monstrous Life Detection, Remarkable Energy Detection, Remarkable Environmental Awareness, Amazing Neural Manipulation, Remarkable Devolution, and Excellent Grafting.

Quirks ~ Alertness, High Stress Capacity, Sanity, Static, Reputation (+1CS), Enemy (Jennifer Amelia Ransome and Phillip Moreau), Bigotry (Old Genoshan Mutant Freedom Fighters).

Talents ~ Weapons Master, Martial Arts A, Medicine, Law Enforcement, Military, Detective / Espionage, Physics, Electronics, Repair / Tinkering, Leadership, Streetsmarts, Languages (English with Danish, Dutch, Finnish, Romansh, Swiss French, Swiss Italian, Swiss German).

Contacts ~ Remarkable Street, Excellent Criminal, Excellent Espionage, Good Military, Good Law Enforcement, Good Criminal, Good Journalism, Good Occult Lore.

Even though just a woman, Tam Anderson is solid with various Neo-Nazi and Organised Crime groups, particularly the Maggia. She also has links deep within The Commission on Superhuman Activities, Project Wideawake, and the Weird Happenings Organization. Her main contact within Genosha is Naga, although she is also known to Morbius and U-Man.

Tam Anderson has four special contacts who aid her in her covert ops lifestyle. Gerard Benderoth is something of a Neo-Nazi street samurai. Anna is a computing scientist who moonlights as a young tough graffiti artist. Karl is a former fire fighter, who now pursues a career as a freelance hit man. Gunther is an freelance enforcer, once he was a sergeant with the USA Marine Corps.

Anderson’s covert ops gear is a mix of found, stolen, and even paid for items from a variety of sources. Some of her sources are mundane, others border on the mystical. Her abilities are reasonably powerful, despite the fact that her outfit is put together ad hoc.

She gets about in a fisherman’s style leather cap, leather bomber jacket, leather waistcoat, leather gloves, broad leather belt, leather jeans, and leather boots. All of these items are crafted from slate grey imp hide. They provide Amazing resistance to fire, cold, electricity, and magic. As well as Excellent body armour. The material strength of the imp hide is considered to be Monstrous, yet it is as soft and supple as doeskin.

Anderson wears a heavy bracer on her left arm of angular green and blue crystal. It is a Sagittarian device of aggregated diamond nanorods and liquid crystal subsystems. With a mental command it will generate a personal force field of Amazing intensity. The generator itself has Monstrous material strength and it can operate for some 40 turns every hour. Anderson tends to use it to provide a degree of enhanced protected when needed.

Anderson wears an arcane ring of unusually fine workmanship and wrought from heavy green gold. It is an item of empowered psionic crafting. The wearer is shielded with Remarkable Mental Invisibility and Remarkable Resistance to Mental Attacks (Psi-Screen). The item is ‘alive’ in a broad psychic sense and has Good RIP (mental attributes). It has access to Typical Telekinesis, Good Empathy, and Remarkable Dream Travel. Personality wise, the ring is open and emotional, tempered with a touch of shyness. It seems to enjoy just ‘watching’ the world go by and rarely takes direct action in either the mundane or dream worlds. Anderson considers the ring to be something of a ‘perpetual tourist’.

Anderson has gained access to the various chemical formulas of Narda Ravanna. She has designed concealed wrist launchers that allow her to fire pellets of a knock-out gas based on the Belladonna plant. This knock-out gas has Amazing potency. The launchers have a range of 3 areas. The gas has the side effect of acting as an Incredible strength solvent with regard to adhesives, such as Spider-Man’s webbing or Trapster’s glue.

Denim Utility Coat (Knee-Length with Various Secret Pockets), Two Smoke Grenades (1 Green, 1 Violet), Two Fragmentary Grenades, Two Concussive Grenades, Knock-Out Gas Grenade (Excellent Intensity), Sonic Grenade, Machine Pistol with Glaser Safety Slugs, Atlantean Plasma Pistol (Remarkable Plasma Generation with -2CS Light & -2CS Magnetism, 30 Shots, Remarkable Material Strength), Morani Lightning Ring (Remarkable Electrical Generation with 1 Area Range), 26” Expandable Police Baton, Arkansas Toothpick, Synthetic Spider Silk Bolos (Entangling Weapon, Excellent Material Strength), Vial of Concentrated Acid (Incredible Intensity), Halogen Flashlight, Infrared Goggles, Four Road Flares, Skrull Respirator (Remarkable Lung Adaptability), FantastiCloth Bandana (Urban Camouflage, 18” or 30’, Remarkable Material Strength, Does Not Provide Body Armour), Serengeti Sunglasses (Vermillions), Tojicorp VHC13 Cellular Telephone, Police Scanner, Steri-Med Personal Medical Kit, Herbal Potion (Good Healing), Alchemical Potion (Monstrous Undead Creation).

Anderson can fly at 8 areas per round (Good Air Speed) by means of an advanced jet-powered flying belt. She can hover in place using this belt and the flight is reasonably quiet. This device is one of Wonder Man’s old items.

Anderson’s more mundane means of transport is a custom Audi Sport Quattro S1 (1986 Model). The paint job is a pearl slate grey and the windows are lightly tinted. It is a stylish Off-Road Vehicle with Remarkable Control, Incredible Speed, Good Body, and Typical Protection. The car has been reinforced with bullet-resistant plastic linings, ballistic film, enhanced locks, and puncture proof tires. An advanced HUD aids manoeuvring. There is a concealed hopper at the back of the vehicle that can deploy three separate loads of caltrops. A gas system allows Anderson to flood the area occupied by the vehicle and all adjacent areas with either concealing smoke or disabling tear gas.

Anderson makes her home aboard a Contessa 32, an old Racing Sloop. These vessels are larger ocean going sailboats that can be used for long distance runs. Anderson’s sloop is a Water Vehicle with Good Body and Good Protection. Under sail the craft has Good Control and Good Speed. Using the engine, a small marine diesel, the crafty has Excellent Control and Excellent Speed. Below decks there is a small bow cabin, saloon, galley, and head. On deck, the sloop can seat up to five people in comfort.

~ Gerard Benderoth ~

Fighting
Incredible
(40).
Health
120.

Agility
Remarkable
(30).

Strength
Excellent
(20).
Karma
90.

Endurance
Remarkable
(30).

Reason
Excellent
(20).
Resources
Good.

Intuition
Incredible
(40).

Psyche
Remarkable
(30).
Popularity
0.

Quirks ~ Adrenal Surge, Fighting Logistics, High Pain Threshold, Rapid Healing, Strong Bones (+1 CS), Action Addict, Attitude (Hard Bastard).

Talents ~ Martial Arts B / C / E, Wrestling, Law Enforcement, Military, Detective / Espionage, Archaeology, Occult Lore, Streetsmarts, Languages (English with Afrikaans and German).

Contacts ~ Incredible Street, Remarkable Criminal, Excellent Espionage, Excellent Military, Good Law Enforcement, Good Neo-Nazi, Good Occult Lore.
*******

Anna is a computing scientist who moonlights as a young tough graffiti artist.

Gd/Ex/Gd/Gd/Ex/Ex/Gd – Health 50.

Mechanical Aptitude, Quick Learning, Attractiveness (+1 CS).

Sharp Weapons, Computers, Artist, Repair/Tinkering, Streetsmarts.

Karl is a former fire fighter, who now pursues a career as a freelance hit man.

Ex/Ex/Gd/Ex/Gd/Ex/Gd – Health 70.

Alertness, High Stress Capacity, Reputation (+1 CS).

Marksman, Criminology, First Aid, Streetsmarts.

Gunther is an freelance enforcer, once he was a sergeant with the USA Marine Corps.

Rm/Ex/Gd/Ex/Gd/Gd/Gd – Health 96.

Hardiness, Strong Bones (+1 CS = Good Material Strength).

Blunt Weapons, Martial Arts A & C, Military, Streetsmarts.

~ NATIVE GENOSHAN SUPERS ~

In the Marvel Universe, the general ratio is one super-powered character coming into existence for every one million citizens in a particular country or region. Genosha is slightly above this with 17 native supers.

Helmut, Wilhelm, and Gretchen are former air force helicopter jocks who were critically injured during a run in with pirates. Each volunteered for cyborg conversion to save their lives. They are currently employed as guards at the Scientific Citadel. Cybernetic Agents / Assassin 'Borgs (Children of the Atom & Pit of the Viper).
Several of Naga’s robotic creations have gained self-awareness and are now considered citizens of Genosha. They are all gainfully employed at the Scientific Citadel. Currently, there are three usuform upper atmosphere research robots and one humanoid library robot.

There are three highly trained martial artists, Elizabeth Schneider and her two sons - Matthias and Mirko. They run a martial arts dojo in Snelgrave and act as bodyguards for hire.

Genosha has only one native altered human. Loralee was the subject of a sleep research project. There was a short in the system during a violent electrical storm and she gained extensive Empathic and DreamTravel abilities. She currently runs her own psychiatric practice in Morgan.

Chee’Chak is a Skrull spy who is locked in the form of Abdul Qamar. He has been inoculated with a Skrull variant of the Infinity Formula. Chee’Chak has been on Earth for some thirty years and in Genosha for just on twenty years. He wears octagonal steel rimmed glasses and neat navy blue pinstripe suits of hand-tailored silk. Chee’Chak currently works as Justin Hammer’s administrative clerk and is quite pleased with his current situation.

There are five mutants native to Genosha:
Oskar and Bertram are brothers who grew into lupinoid demihumans during their teenage years. They are of the Carpathian Wolf Breed. The brothers are now in their late 20s and work in the timber industry.

Lars is an old backwoods man and felinoid (Iberian Lynx) demihuman.

Gunther is a rugged old fellow who is highly resistant to all known weather conditions and possesses a significant healing factor. He works on the docks and is an expert brawler.

Brunilda is a professional ballet dancer. Her mutant ability combines Weather Control with Missile Creation. She can create and project expanding atmosphere orbs with the desired weather effect surging inside.

Harry “Iron Tiger” Middlemass is a tough and heavily tattooed immigrant from England who is heavily involved in the Genoshan speed metal and industrial music scene. He is also a red bearded and wild mutant with Enhanced Strength, Force Field Generation, Kinetic Control, and Kinetic Bolt.

~ Kree Sentry ~

- Guardian of Hammer Bay -

Fighting........Excellent

(20).




Health............215.

Agility.........Excellent

(20).

Strength........Monstrous

(75).




Karma.............14.

Endurance.......Unearthly

(100).

Reason..........Typical


(6).




Resources.........Nil.

Intuition.......Poor



(4).

Psyche..........Poor



(4).




Popularity........0.

Body Armour ~ The Kree Sentry has Amazing protection from physical and energy attacks.

Invulnerabilities ~ The Kree Sentry is Invulnerable, Class 1000 Resistance, to telepathic effects, emotion attacks, disease, and toxins (it is a robot), as well as to corrosives (it is a tough robot).

Resistances ~ Although little more then cosmetic, Naga has covered the lilac and grey Kree robot with a black bio-plastic skin, just like the Genoshan police automata. It provides Incredible protection from electricity and weather extremes, such as thunderstorms and tropical downpours.

Blast Ray ~ This weapon, mounted in the robot's chest, fires a Force bolt of Amazing intensity. It has a range of 8 areas and unlimited charges.

Computer Links ~ The Kree Sentry can transmit data and receive instructions across interstellar distances, yet only at the speed of light, so the greater the distance the slower the communication. It can transmit and receive with a range of 500 light years. As an agent of Genosha, it is in constant communication with the mainframe computers at the Scientific Citadel.

Self-Healing ~ Internal systems allow the robot to repair damage to itself so long as it is not junked (reduced to 0 Health). This healing occurs at the same rate it would for an organic lifeform with Unearthly Endurance.

Size ~ The Kree Sentry stands some 36’ tall and if those attacking it are of a more normal size (6’ or so) then they gain a +1CS bonus to hit it with all forms of attack expect mental.
Quirks ~ Nil.

Talents ~ Nil.

Contacts ~ Nil.

~ GENOSHAN AGENTS ~

Morbius currently employs the Grey Hulk, Mentallo, and the Supremacists (Marvel Universe, 1989 Update) as agent provocateurs. He supports each and every one of them with Good Resources and a spacious cottage on the white sandy beaches of Green Bay in the northwest of Genosha. Each member of this team is equipped with a flight belt that allows them to fly at up to Good air speeds (8 areas per round or 120 mph) by means of gravity manipulation. This form of flight is completely silent and the user can hover in place if desired. In the case of Harrier and White Avenger, the belts boost their individual flight powers to Excellent (10 areas per round or 150 mph).

An Amphibious Skycraft is always at their disposal. Piloting duties are handled by Captain Blaze and Harrier. Although all of the team is familiar with the craft and can pilot it if needs must.

Current Additions:

Barricade - Martial Arts B / C / E. Personal Force Field (Remarkable Intensity, Excellent Material Strength Belt Unit), Thunder Puncher (Allows Barricade to Strike with Monstrous Strength in Slugfest).

Captain Blaze – Martial Arts B, Acrobatics, Tumbling, Flame Blast Targeting (+1CS To Hit). Machine Pistol, Mercury Tipped Ammo, Intermesh Armour.

Harrier – Guns, Aerial Combat, Martial Arts B. Component Battle System (Battle Helmet and NBC Suit), Skrull Plasma Blaster (Remarkable Force Damage, Good Heat Damage, Good Hard Radiation Damage, 8 Area Range, Shoulder Unit), Tangle Web (Brood Technology, Shoulder Launcher), Kinetic Amplification Knuckles (KAK's).

Aerial Combat: This skill allows a character +1CS to Fighting and Agility Feats when engaged in mid-air combat. The character has some knowledge of aerial tactics, and possesses a keen ability to use such.

Hungyr - Martial Arts C, Mesmerism & Hypnosis, Occult Lore. Stealth Suit.

Voortrekker – Thrown Weapons, Weapons Master, Martial Arts A / B / D / E, Thrown Objects. Personal Force Field (Remarkable Intensity, Excellent Material Strength Belt Unit), Ionic Blade, Stun Club, Throwing Knives.

White Avenger – Martial Arts B, Leadership. Intermesh Armour.

White Avenger - Leader of the Azanian Supremacists. Blindly patriotic national symbol. His powers include superhuman strength and durability, flight, enhanced vision, infravision, and hyper-awareness.

~ Joe Fixit ~

- The Grey Hulk -

Supremely street-smart, the Grey Hulk is cunning, crafty, hedonistic, and coolly arrogant. He’s a quick-tempered and wise-cracking thuggish brute. The Grey Hulk’s personality resembles that of Banner’s abusive father and the fraternity boys who surrounded Bruce in college.

Fighting........Incredible
(40).




Health............210.

Agility.........Excellent

(20).

Strength........Monstrous

(75).




Karma.............250.

Endurance.......Monstrous

(75).

Reason..........Good



(10).




Resources.........Good.

Intuition.......Remarkable
(30).

Psyche..........Remarkable
(30).




Popularity........-20.

Body Armour ~ The Grey Hulk’s thick skin and resilient physique provides him with Amazing protection against physical and energy attacks. Only sensory overload, mental influences, and magical attacks are unaffected.

Invulnerability ~ The Grey Hulk has Class 1000 Resistance to heat, cold, radiation, toxins, and disease. He has Unearthly resistance to any emotional, empathic, or vampiric attacks.

Energy Absorption ~ The Grey Hulk can absorb gamma radiation with Monstrous ability and convert the incoming intensity directly into health. This radiation to matter conversion can replace large areas of lost tissue in moments, and even regrow severed limbs. Recovery of lost limbs or organs requires a Red Endurance Feat and a gamma source of at least Amazing intensity.

Leaping ~ The Grey Hulk can leap with Class 5000 ability, covering 5000’ (300 floors) up, 5000’ (40 areas) across, and 7500’ (500 floors) down in a single bound. This equates to some 600 mph or 10 miles per minute.

Adrenalin Surge ~ If an obstacle or opponent has not been dealt with within five rounds, the Grey Hulk’s Strength shifts to Unearthly. If the obstacle or opponent has still not been dealt with in another five rounds his Strength shifts to Shift-X.

Frenzy ~ The Grey Hulk can increase both his Fighting and Endurance by +1CS for 30 rounds once per day. An Endurance Feat (any colour save white) must be made in order for this power to come into effect.

Roar ~ The Grey Hulk can roar with Excellent effect. He has used this as a Power Stunt to create a Good intensity gale and to generally intimidate people.

Astral Detection ~ The Grey Hulk can “see” astral creatures or projections, even while not in astral form himself, with Monstrous ability.

Homing Instinct ~ For some unknown reason, the Grey Hulk is able to locate the place at which he was “created” — Desert Base, New Mexico — with Class 3000 ability.

Transformation ~ The Grey Hulk is currently co-existing with the form of his alter-ego, Doctor Bruce Banner. This transformation is triggered by the setting of the sun, which allows the Grey Hulk persona to emerge. At sunrise, Banner returns. The Grey Hulk can resist the transformation by a Psyche Feat roll made each round, just as Banner can, but no Karma may be added to these rolls.

Quirks ~ Natural Talent (Streetsmarts), Rapid Healing, Sturdiness, Action Addict, Attitude, Illiteracy.

Talents ~ The Grey Hulk himself has no talents, but may pull ideas from his Banner personality by making an Intuition Feat against Banner’s Typical Psyche.

Contacts ~ The Grey Hulk acts as an enforcer for Genosha and as such is protected and helped by all levels of the government (Amazing). He is vastly popular with Neo-Nazi groups the world over and is viewed as something of a Jungian archetype (Remarkable).

Flight Belt ~ Allows the wearer to fly at up to Good air speeds (8 areas per round or 120 mph) by means of gravity manipulation. This form of flight is completely silent and the user can hover in place if desired.

~ Mentallo ~

- Marvin Flumm -

Fighting........Typical


(6).




Health............52.

Agility.........Good



(10).

Strength........Typical


(6).




Karma.............250.

Endurance.......Remarkable
(30).

Reason..........Good



(10).




Resources.........Good.

Intuition.......Remarkable
(30).

Psyche..........Amazing


(50).




Popularity........5.

Telepathy ~ Mentallo is a mental mutant of Amazing ability. He has trained himself to somewhat circumvent Magneto’s special magnetic flux and suffers only -2CS on range, thus his range is some six miles. Using his abilities he has developed the following power stunts.

· Radar Sense - Excellent ability to detect mental energies within his area and all adjacent areas. He can also pick up on Kirlian Auras and even detect invisible and/or intangible people and objects.

· Illusion Generation - Amazing ability to induce hallucinations in the minds of others. He can use this to simulate Telepathic Invisibility.

· Telepathic Shock Bolts – These mental missiles inflict Amazing intensity stunning with a range of 8 areas.

· Force Field Versus Mental Attack – Excellent Intensity Over 2 Areas.

· Mental Probe – Remarkable Intensity with a 8 Area Range.
· Mind Control – Puppetry at Excellent with a 6 Area Range.

· Hypnotic Control – Excellent Intensity.

· Linking the Minds of the Team – 16 Area Range. All team members are aware of each other's actions. Non-verbal orders may be passed, and all characters are considered to have the same Intuition as Mentallo.

Power Quirks ~ Mentallo suffers -1 CS on all attacks against moving targets. His Psyche is considered only Typical against mental attacks. On the plus side, any successful mental attack is considered to be a stunning attack of an intensity equal to the original attack –1 CS. He can resist these stunning affects using his Endurance.

Quirks ~ Alertness, Likeability, Fear of Torture, Nerd.

Talents ~ Marksman, Pilot, Electronics, Repair/Tinkering, Trivia (Nazi History), Languages (English, French, German, Italian, Norwegian, Swedish).

Contacts ~ Good Neo-Nazi Groups, Typical Genosha, Poor HYDRA & AIM.

Anti-Psionic Helmet ~ This technological device provides Mentallo with Incredible resistance to all psionic attacks and Excellent invisibility to mental detection.

Intermesh Armour ~ This armour was created as a joint venture between Glenn Moss and Doug Alexander to create a better suit of armour for use by the hero groups they belonged too. In the long run they decided to sell some to the Federal Government and to other hero groups interested in it. Thus the secret was out. This advanced textile is much like sweat suit fabric and has Remarkable material strength. Intermesh can be woven into a form fitting costume of any design and colour. It is a supple cloth and can even be tailored to resemble regular clothing. Provides the following protection abilities:

· Remarkable protection against Physical attacks.

· Excellent Protection against Energy attacks.

· Incredible Protection against Fire and Heat.

Antimatter Extrapolator ~ This pistol looks much like a Flash Gordon handgun. However, it is far more deadly than any typical handgun. The weapon fires a tight beam of antimatter particles up to a range of 1 area. When solid matter and the antimatter beam meet, the result is an explosion, as a minute amount of physical matter is instantly transformed into energy. Resolve attacks on the Force Column. If the target is struck, he suffers Unearthly Force damage, as the meeting of his very atoms with the antimatter particles triggers an explosion. Even though this is considered a Force attack, the blast itself is considered an energy attack against a target's Body Armour. In addition, the force of the explosion can cause Slams or Stuns (Yellow or Red results, respectively), just like a blunt attack. This weapon can also affect individual items of inorganic matter such as walls, doors, and so forth. The pistol can be fired once per round, and has enough ammunition charges for 10 shots.

Flight Belt ~ Allows the wearer to fly at up to Good air speeds (8 areas per round or 120 mph) by means of gravity manipulation. This form of flight is completely silent and the user can hover in place if desired.

~ GENOSHAN UNDERSEA AGENTS ~

Just off Green Bay, on a shallow ocean shelf, is a vast underwater kelp forest. Within this forest are the ruins of an ancient Roman sea port. Here lair the shady undersea allies of U-Man. An ocean liner has been sunk at one end of the kelp forest, and forms an artificial reef. With global warming the kelp forest has begun to thin and several outcroppings of soft coral are developing.

U-Man currently employs Undertow, Sharkskin, Eel, and Amphibius as agent provocateurs. He supports each and every one of them with Good Resources. Each has access to the Atlantean Amphibian Serum and a pair of giant squid trained akin to hunting dogs.

U-Man has access to an amphibious Quon Starship. This small deep space vessel has three engines, a sizeable flight compartment, and room for some twenty passengers. It can carry a total payload of roughly 100 tons (in addition to the passengers, if any). The ship has an advanced automated onboard Astro-Navigation system that take care of piloting the ship between the stars. No Astro-Navigational skill is needed to pilot it.

The water filled ship can move at Shift-X speeds (12 areas per round or 180 mph) in water and Shift-Y (100 areas per round or 1500 mph) in air. The ship has Good STL systems and Remarkable FTL drive. It has Excellent Control and Remarkable Body with Remarkable Protection. The craft is compartmented and fully VTOL capable.

~ Undertow ~

Fighting........Excellent

(20).




Health............120.

Agility.........Excellent

(20).

Strength........Incredible
(40).




Karma.............250.

Endurance.......Incredible
(40).

Reason..........Excellent

(20).




Resources.........Good.

Intuition.......Excellent

(20).

Psyche..........Excellent

(20).




Popularity........-5.

Water Control ~ Undertow has the Amazing mutant ability to animate and control water. He is quite skilled in the use of his power, and has developed the following power stunts.

· Form watery shields that provide Amazing protection from energy attacks and physical projectiles (such as bullets and shrapnel).

· Create surface waves of Amazing intensity, which can inflict significant damage upon ships and coastal structures.

· Create whirlpools of Amazing intensity.

· Create currents of Amazing speed to aid or impede motion through or on the water by that amount.

· Ride on surface waves at Monstrous water speed.

· Create air spheres that allow surface dwellers to survive underwater.

· Create fog of Incredible intensity over some 25 miles.

· Create wild weather of Remarkable intensity over some 12 miles.

Water Freedom ~ Undertow’s body is well adapted for life at any depth of the ocean. Due to the modified chemical makeup of his skin he can move through the water as effortlessly as a hawk moves through the air. His body alters its own pressure to match that of whatever depth Undertow is in. His eyes are adapted to focus in water, and are slightly more sensitive to the blues and greens of the visual spectrum. All of this combines to provide Undertow with Excellent resistance to cold.

Water Breathing ~ Although humanoid, Undertow possesses gills not lungs. He is able to extract dissolved oxygen from the Earth’s oceans and rivers, but “drowns” in open air.

Hyper-Swimming ~ Undertow can swim with Typical ability, providing him with waterborne speeds of up to 45 mph (3 areas per turn).

Quirks ~ Natural Talent (Occult Lore), Alertness, Shyness, Illiteracy.

Talents ~ Martial Arts A, Resist Domination, Occult Lore, First Aid.

Contacts ~ Good Neo-Nazi Groups, Typical Genosha.

~ Sharkskin ~

Fighting........Incredible
(40).




Health............150.

Agility.........Good



(10).

Strength........Amazing


(50).




Karma.............250.

Endurance.......Amazing


(50).

Reason..........Excellent

(20).




Resources.........Good.

Intuition.......Good



(10).

Psyche..........Good



(10).




Popularity........-5.

Body Armour ~ Sharkskin’s mutant nature is most evident in his thick and impenetrable hide, which provides him with Remarkable protection from physical and energy attacks.

Spines ~ Mounted along his arms, Sharkskin has natural spines of Incredible material strength. These allow him to inflict up to Monstrous Edged Attack damage and rend materials of up to Amazing material strength.

Water Freedom ~ Sharkskin’s body is well adapted for life at any depth of the ocean. Due to the modified chemical makeup of his skin he can move through the water as effortlessly as a hawk moves through the air. His body alters its own pressure to match that of whatever depth Sharkskin is in. His eyes are adapted to focus in water, and are slightly more sensitive to the blues and greens of the visual spectrum. All of this combines to provide Sharkskin with Excellent resistance to cold.

Water Breathing ~ Although humanoid, Sharkskin possesses gills not lungs. He is able to extract dissolved oxygen from the Earth’s oceans and rivers, but “drowns” in open air.

Hyper-Swimming ~ Sharkskin can swim with Typical ability, providing him with waterborne speeds of up to 45 mph (3 areas per turn).

Quirks ~ High Pain Threshold, Learned Resistance (Poisons & Toxins), Natural Talent (Martial Arts B), Rapid Healing, Bluntness, Impulsiveness, Illiteracy, Unattractiveness (-1CS).

Talents ~ Martial Arts B & E, Acrobatics, Tumbling.

Contacts ~ Good Neo-Nazi Groups, Typical Genosha.

~ Eel ~

Fighting........Excellent

(20).




Health............110.

Agility.........Remarkable
(30).

Strength........Excellent

(20).




Karma.............250.

Endurance.......Incredible
(40).

Reason..........Good



(10).




Resources.........Good.

Intuition.......Good



(10).

Psyche..........Excellent

(20).




Popularity........-5.

Flattened Shape ~ Eel has the Remarkable mutant ability to reshape his body into a large and flattened form, giving him +2 CS to grappling rolls and swimming speed. He can also use this power to extend up to one area away.

Body Armour ~ The elastic and malleable nature of Eel’s body provides him with Excellent protection from physical and energy attacks.

Water Freedom ~ Eel’s body is well adapted for life at any depth of the ocean. Due to the modified chemical makeup of his skin he can move through the water as effortlessly as a hawk moves through the air. His body alters its own pressure to match that of whatever depth Eel is in. His eyes are adapted to focus in water, and are slightly more sensitive to the blues and greens of the visual spectrum. All of this combines to provide Eel with Excellent resistance to cold.

Water Breathing ~ Although humanoid, Eel possesses gills not lungs. He is able to extract dissolved oxygen from the Earth’s oceans and rivers, but “drowns” in open air.

Hyper-Swimming ~ Eel can swim with Typical ability, providing him with waterborne speeds of up to 45 mph (3 areas per turn).

Quirks ~ Fighting Logistics, Natural Talent (Martial Arts C), Charmed, Action Addict, Temper, Illiteracy.

Talents ~ Martial Arts B / C / E, Wrestling.

Contacts ~ Good Neo-Nazi Groups, Typical Genosha.

~ Amphibius ~

Fighting........Excellent

(20).




Health............90.

Agility.........Remarkable
(30).

Strength........Good



(10).




Karma.............250.

Endurance.......Remarkable
(30).

Reason..........Typical


(6).




Resources.........Good.

Intuition.......Excellent

(20).

Psyche..........Good



(10).




Popularity........0.

Humanoid Form ~ Amphibius looks like a wiry humanoid frog. He can breathe both air and water with ease. He has Good Hyper-Olfactory, Good Tracking, and Good Spiderclimb. Amphibius has Excellent Resistance to Acids and Cold. His skin has a limited ability to change colour, ranging through all shades of green and even into yellowish hues. In the right environment this provides Incredible camouflage.

Leaping ~ Due to his elastic cartilage and unusually well-developed leg muscles, Amphibius can leap with Unearthly ability. In a single bound, he can cover 100’ (6 stories) straight up, 100’ (1 area) horizontally, and 150’ (10 stories) straight down.
Amphibius has trained himself in his own unique style of fighting.

· He can deliver a 1 area leap-kick that inflicts Unearthly damage.

· He can deliver a same area leap-kick that inflicts Amazing damage.

· He can perform a spin-kick that strikes up to three adjacent targets in the same area for Remarkable damage.

· His Agility is considered Unearthly for dodging.

· Despite the physical impossibility of it, Amphibius may make one single leap in mid air without any support. This is usually employed when he is falling or needs to change direction in a hurry.

Animal Powers ~ Amphibius is in tune with the natural world and understands animals on an innate level. He can employ Remarkable Communication with Animals, Excellent Empathy, and Excellent Emotion Control (Only Amphibious Animals) at will.

Quirks ~ Rapid Healing, Strong Bones (+3CS), Allergy (Heat & Fire), Alien Customs (Savage Land Tribal), Unattractiveness (-2CS).

Talents ~ Martial Arts A / B / E, Trivia (Bruce Lee).

Contacts ~ Excellent Street, Good Neo-Nazi Groups, Good Martial Arts, Typical Genosha, Typical Savage Land.

Amphibius has access to an old SHIELD enviro-vest that provides him with Good Micro-Environment and Good Null-Field when activated. The vest itself is made of Remarkable strength material, and covers Amphibius’ entire torso.

[image: image1.jpg]



~ SCIENTIFIC CITADEL ~

The large and airy entry foyer is composed of layered green glass and high strength translucent plastics. Dominating the space is a grand sculpture by Adolf Wamper - Genius des Sieges or Genius of Victory.

Beyond is the heart of the complex, a series of research centres and cutting edge laboratories. Many examples of the following can be found throughout the winding passageways of the Scientific Citadel.

Laboratory (Complete with Electron Microscope & High Energy Research Laser), Workshop (Automatic Factory), Library (Remarkable), Computer Room (Remarkable Analysis), Crime Files Room, Communications Room (Global), Medical (Amazing), Brig (Amazing Strength Shackles & Excellent Intensity Inhibitor Restraints), Aircraft Runway (Compact), Aircraft Turntable, Hanger (12 Bays – 10 Amphibious Skycraft, 1 Air Car, 1 Autogyro), Hydraulic Wall, Radar, Elevator (Standard), Rapid Transport, Conference Room (Luxurious Wood Panelling), Office (Remarkable), Trophy Room (Remarkable), Living Room (Remarkable), Dining Room (Remarkable), Kitchen (Remarkable), Gym (Amazing), Rec Room (Amazing), Security (Full Body Scan), Defence Packages (Amazing Stun Beams), Fire Protection (Foam), Armour Plating (Osmium Steel), Force Field (Remarkable Intensity on Door & Windows), Power Room (Solar).

*******

In an otherwise unremarkable trophy room one finds a gleaming blast door of osmium steel (Amazing material strength). Fully automated, it takes an entire round to open or close. Incredible intensity automatic sensors are set to detect dangerous energies and gases. For added security a time lock, with vocal recognition, can be engaged as needed.

This door is in fact a portal to the Negative Zone. A relatively eccentric recreation of Mister Fantastic’s designs by Naga. The portal has safeguards designed to simply break the link between the dimensions if the portal is damaged or forced open.

The portal contains equipment that transforms matter into antimatter (if going into the Negative Zone) or antimatter into matter (if leaving it). This prevents explosions that could possibly crack the Earth’s crust and vapourised large quantities of the atmosphere. This destructive potential is a closely guarded secret known only to the inner circle.

Next to the portal is a Negative Zone Viewer. It provides a sweeping view of the other side (Typical Telescopic Vision with Circular Vision).

When a person travels through the portal, he first encounters the Distortion Zone. This is a section of Subspace that serves as the gateway to all dimensions. It is a turbulent swirling area filled with hypnotic flashes of intense colours.

Once within the Negative Zone, the traveller finds himself in orbit over the Negative Zone’s counterpart to Earth. This lifeless world is surrounded by exploding debris.

AIR CAR: This aircraft was built as something of a hobby project by Bruce Banner, just after his arrival in Genosha. He closely followed the designs of Dane Whitman and the Wakandan Design Consortium. The craft is an aerodynamically streamlined open top vehicle, some 15’ long and 8’ wide. There are running boards down the sides, reminiscent of those found on classic 30s cars. Three jet motors are rear mounted and provide considerable thrust and manoeuvrability. The craft is equipped with Amazing intensity sensors and communications systems, but supports no weapons. The whole aspect of the craft is highly Art Deco. Bruce Banner’s air car is constructed of lightweight steel alloys with a material strength of Excellent. The open top affords passengers only Good Protection from attacks. It has Incredible Control and can reach Monstrous Air Speeds (30 areas per round or 450 mph). It can hold six passengers and is VTOL due to vectored thrust from the jet motors.

AMPHIBIOUS SKYCRAFT: Adapted from the designs of the nefarious Doctor Doom, this vessel is a sleek bronze-skinned and multi-finned rocket of classic form. It is built for both aerial and submersible modes of travel. It is distinctly reminiscent of the spacecraft from the early Flash Gordon film serials. It is not equipped with weapons, as it is intended only for transportation. The skycraft has three distinct cabins and is considered Compartmented. The aft cabin contains a single powerful rocket motor with a ring of eight auxiliary ion thrusters. The central cabin has enough space to seat twenty passengers or hold some fifty tons of cargo, depending upon configuration. Up front is the control cabin cum cockpit. Type: Air / Sub, Control: Remarkable, Speed: Shift-X / Incredible, Body: Remarkable, Protection: Excellent. Various retractable foamed duraluminium panels, laced throughout with Cavorite particles, provide VTOL capabilities. Holding bays located amidships contain rocket packs, scuba gear, laser pistols, spear guns, and dive knives. There is a magnetic monopole generator and electrogravitic system under the decking in the cockpit that provides power for all electrical systems and avionics aboard. The vessel is equipped with a wide variety of sensors - Typical Telescopic Vision (250 Mile Range), Incredible Energy Detection (250 Mile Range), Incredible Radar Sense (2 Mile Range), Incredible Active Sonar (2 Mile Range). It has Monstrous Electronic Counter Measures and can even generate an Incredible Micro-Environment.

ROBOT ANTIBODIES: These virus-sized 'robots' are programmed to destroy harmful germs, viruses, and other nasties such as cholesterol blocking the arteries, and even cancer cells. Injected into the bloodstream they keep the user healthy from the inside. In game terms, they make the user immune to disease and most poisons. They also extended the lifespan by roughly five times. They have an unfortunate tendency however, upon initial activation, of causing a series of devastating embolisms. This happens in roughly half of all users.
~ Brain Drain ~

- Werner Schmidt -

Fighting........Feeble


(2).




Health............8.

Agility.........Feeble


(2).

Strength........Feeble


(2).




Karma.............175.

Endurance.......Feeble


(2).

Reason..........Remarkable
(30).




Resources.........Remarkable.

Intuition.......Typical


(6).

Psyche..........Incredible
(40).




Popularity........-10.

Enhanced Mind ~ Werner's mental faculties have been enhanced beyond human limits by alien influences. In addition to his high metal attributes, he possesses a number of near psychic abilities.

· Ultimate Skill - Mesmerism and Hypnosis.

· Weapons Tinkering – Typical.

· Cyber Transmission – Good.

· Eidetic Memory – Incredible.

· Hyper-Invention – Remarkable.

Brain Tank ~ This life support unit maintains Werner's remaining biological tissues, his brain and eyes. It is a transparent dome that offers his organics Shift-Z Self-Sustenance. These alien life support systems also provide Unearthly Metabolic Resistance, Good Longevity, Amazing Protected Senses, Excellent Enhanced Senses, and Remarkable Linguistics. Furthermore, the dome is virtually indestructible, being made of Unearthly strength materials despite its transparency. The brain tank possesses Rocket at Excellent (10 areas per round or 150 mph) too.

Quirks ~ 3-D Sense, Alertness, Fame (Golden Age Nazi), Mania (Megalomania), Fanaticism (Nazi), Bigotry (Jews).

Talents ~ Martial Arts B, Chemistry, Biology. Brain Drain has an innate understanding of machinery and engineering, but this reflected more in his powers than his talents.
During WW II, and for the greater glory of the Reich, Brain Drain developed a space-warping device for the Nazi government that provided Space Manipulation at Excellent. He also designed and constructed the Psyphon, a mind-draining device that possessed Mind Drain at Excellent.

During WWII, and before his transformation, Werner developed an unstable variant of the American super-soldier serum. One that boosted the strength of the subject to Incredible levels and granted them the power of flight at Remarkable. While his laboratory was destroyed by the Star-Gods and the Invaders, Werner has recreated this formula for the greater glory of Genosha.

Contacts ~ Excellent Neo-Nazi, Excellent Genosha, Good Military.

Robotic Body ~ Werner wears various roughly humanoid robotic bodies as others wear different clothes for different situations. He usually places his Brain Tank where the head would normally be, although he has experimented with a chest cavity installation.

For normal day-to-day activities, Werner employs a humanoid robot that is composed of milky white high strength plastics with an internal framework of advanced tantalum and rhenium alloys. An integral holographic projector of Excellent intensity shrouds the robot with the original form of Werner Schmidt, garbed in a dark grey suit with matching homburg hat and trench coat. It provides him with Monstrous Agility, Incredible Endurance & Body Armour, Remarkable Fighting & Strength (Health = 175), and Incredible Resistance to Acids & Corrosives.
This experimental robot, while still humanoid, has been designed to hold Werner’s Brain Tank is a special chest cavity. Constructed of synthetic diamond and super-heavy steel alloys it has Monstrous material strength and thus Monstrous Body Armour. It has physical attributes of Incredible and Health = 160. Overall it resembles an angular humanoid of icy crystal.
Tucked away in a trophy room at the Scientific Citadel is Werner’s old Nazi era robotic body. It has Incredible material strength and thus Incredible Body Armour. It is fully functional and has the powers of Excellent Spray (Hallucinations & Poison Generation), Excellent Psychoblast, and Remarkable Electrokinesis.

Fighting........Excellent

(20).




Health............100.

Agility.........Excellent

(20).

Strength........Remarkable
(30).

Endurance.......Remarkable
(30).

~ Brain Drain – WarBot ~

Brain Drain’s WarBot has been designed to put Werner Schmidt on an equal footing with such technological opponents as War Machine and Iridium Man. The robot is formed from Secondary Adamantium and is powered by a Molecular Distortion Battery. The fabric of the robot is stiffened via focused kinetic control.

Fighting........Amazing


(50).




Health............275.

Agility.........Amazing


(50).

Strength........Monstrous

(75).

Endurance.......Unearthly

(100).

Body Armour ~ Composed of Secondary Adamantium over an internal framework of advanced tantalum and rhenium alloys, the robotic structure of the WarBot provides Monstrous protection from physical attacks and Unearthly protection from energy attacks. The kinetic potential reinforcing the metallic composition of the robot renders it immune to slashing and shredding attacks.

Defences ~ Amazing Protected Senses, Unearthly Electronic Counter Measures, Amazing Magic Resistance (Orichalcum Inlays and Reinforcings), Smoke Grenade Launcher.

Weapons ~ The robotic right arm has a pincer claw (Monstrous Edged Attack damage) and an x-ray laser (Unearthly Energy damage with an 8 Area Range). The robotic left arm has a machinegun (Explosive Ammo, Damage 60 as Edged Attack, 10 Area Range, Affects Entire Target Area, 20 Shots), an ultraviolet laser (Amazing Energy damage with a 20 Area Range), and a gamma ray blaster (Monstrous Energy damage with an 11 Area Range). As a backup, there are two independent machineguns in the chest unit of the robot (AP Shot, Damage 30 as Shooting Attack, 10 Area Range, Fires Bursts - Affects up to 3 Adjacent Targets, -2CS on Targets Body Armour, 20 Shots).

Sensors ~ Incredible Energy Detection, Monstrous Penetration Vision (Neutrino Sight), Amazing Sonar (Passive), Typical Telescopic Vision, Remarkable Thermal Vision, Monstrous Radiowave Control.

Telekinesis ~ This mental ability is simulated with an experimental tractor/pressor system. Physical objects can be lifted with Incredible Strength and manipulated with Incredible Agility.

Brain Drain can launch Telekinetic Force Bolts that inflict Remarkable damage at up to 8 areas away. He can stiffen the very air and animate it as a ranged grappling attack of Remarkable power at up to 8 areas away.

Kinetic Control ~ Brain Drain can increase or decrease kinetic energy with Monstrous ability. A Typical intensity Feat allows him to change the direction of any moving object or he can 'push' a target with Monstrous Strength. He can also control a targets telekinesis or kinetic bolts power with a Feat versus the opponent’s power intensity.

He can project a field of fluctuating kinetic energy that provides Amazing protection from physical attacks, Force attacks, sonic affects, and vibratory influences. It also provides Remarkable protection from all other Energy attacks. This aura can be projected up to 10 areas away and protects an entire area.

As an established power stunt, Brain Drain can fly at up to Remarkable air speeds (15 areas/round or 225 mph). He can hover in place with ease.

Brain Drain can enhance his hearing to Amazing levels and can dampen sounds with Amazing ability. This sound dampening can be extended into a silence field that fills the area he occupies and all adjacent areas.

Spider Probes ~ Two advanced robotic probes ride folded in special hoppers upon the back of the main robot. They can be deployed singly or as a pair. Each has Excellent physical abilities and programming. They have the same body armour, defences, and sensors as the WarBot. In addition, they possess Amazing Blending and Remarkable Spiderclimb.

~ Doctor Bruce Banner ~

Banner is a guilt-ridden, almost neurotic individual. He worries greatly regarding the damage he can cause as the Hulk. On the other hand, he rarely worries about the destructive potential of the various weapons he designs. He is devoted to Betsy (Betty Ross), but considers her lost - a classic doomed love.

Morbius has had Banner undergo psychiatric evaluation and considers him to be mentally ill, suffering from various enduring disorders. This stems from child abuse suffered early in life and his own considerable inner demons.

In Genosha, Banner has found some peace. He undergoes regular therapy sessions with Karla Fleisher. He has taken to Pilates and Kitesurfing as an aid to physical fitness and mental relaxation. Banner also takes a daily cocktail of anti-depressant and anti-anxiety medications. He is also studying comparative religions and meditation. The fact that the Grey Hulk is reasonably under control these days has eased his troubled mind greatly.
In Genosha, Banner and Joe Fixit are currently working together to advance their roughly parallel goals, using voicemail and secretarial services to communicate. Their relationship is turbulent to say the least, but at least they are heading in kind of the same direction these days.

Fighting........Typical


(6).




Health............32.

Agility.........Good



(10).

Strength........Typical


(6).




Karma.............175.

Endurance.......Good



(10).

Reason..........Remarkable
(30).




Resources.........Remarkable.

Intuition.......Good



(10).

Psyche..........Typical


(6).




Popularity........5.

Hulk Out ~ Banner is currently co-existing with the Grey Hulk. His transformation is triggered by the setting of the sun, which allows the Grey Hulk persona to emerge. Banner can resist the transformation by a Psyche Feat roll made each round, just as the Grey Hulk can, but no Karma may be added to these rolls. At sunrise the Grey Hulk fades and Banner returns.

Improved Health ~ As a side-effect of his transformations, Banner is in the peak of health. He heals without scarring and ages slowly. Severe wounds and even broken bones heal within days rather than weeks.

Quirks ~ Natural Talent (Physics), Fame (Good Press = Specialist Scientist & Bad Press = Hulk), Fan Club, Insomnia, Enemy (Hulk Buster Initiative), Nerd.

Talents ~ Chemistry, Biology, Physics, Electronics, First Aid, Trivia (Gamma Radiation), Languages (English, German, Italian).

Contacts ~ Good Neo-Nazi Groups, Good Genosha.

~ Dr. Karl Malus ~

Malus is a well-known figure in the Neo-Nazi community and American underworld, where his services are much sought after. A brilliant if amoral scientist he holds Doctorate Degrees in biochemistry and genetics. When Power Broker Inc. was in operation, Malus had close ties with that group, and any members of the organisation are likely to remember Malus as a valuable employee. In particular, Malus is known to Curtiss Jackson, the man behind both Power Broker Inc. and the long-defunct Corporation. He has aided and a betted the Unlimited Class Wrestling Federation and the Circus of Crime in the past. In addition, Malus knows several good, if shady, lawyers and a bail bondsman or two. He’s currently forging a place for himself in the hierarchy of Genosha.

Fighting........Typical


(6).




Health............38.

Agility.........Excellent

(20).

Strength........Typical


(6).




Karma.............175.

Endurance.......Typical


(6).

Reason..........Remarkable
(30).




Resources.........Remarkable.

Intuition.......Excellent

(20).

Psyche..........Excellent

(20).




Popularity........-10.

Quirks ~ Natural Talent (Genetics), Alertness, Ally (Yukon Pete), Benefactor (Organised Crime), Reputation (Criminal Scientist), Low Pain Threshold, Sensory Decrease (No Night Vision), Combat Paralysis, Phobia (Nyctophobia - Fear of the Dark), Nerd.

Talents ~ Business / Finance, Criminology, Chemistry, Biology, Genetics, First Aid, Repair / Tinkering, Trivia (Professional Wrestling Industry), Languages (English, German, Italian, Polish, Spanish, and Yiddish). Malus has a rough working knowledge of the Skrull language too.

Contacts ~ Remarkable Criminal, Excellent Neo-Nazi, Excellent Genosha, Excellent Law, Good Law Enforcement, Good Unlimited Class Wrestling Federation, Typical Business World, Typical Genetics, Poor Medicine, Poor Street.

~ İbrahim Aslanyürek ~

İbrahim Aslanyürek is a lean and tough old Turk, wiry as a wolf, with a looping knife scar cutting across his left shoulder and throat. He maintains a luxurious handlebar moustache and chin curtain beard. His salt-&-pepper hair is thick yet close cropped upon his hard head. Ibrahim’s eyes are as dark and hard as ancient amber. He’s an erudite and scholarly fellow with a biting gallows humour.

Ibrahim’s father, Mehmet Aslanyürek, was a bandit in Yayladağı District of Hatay Province. He died in a shootout with government forces when İbrahim was just a lad. His mother was a Syrian wise woman. His crafty and astute Uncle Yusuf runs a restaurant in the city of İskenderun and is rumoured to be a smuggler. Ibrahim’s maternal grandfather was apparently the illegitimate son of Gustav Adolf von Götzen.

İbrahim lost his mother in tragic circumstances. An experimental French spy plane had crashed in the nearby mountains and both the KGB and Mossad were trying to reach it. His mother was confronted by KGB operatives while picking meadow herbs. Mossad operatives witnessed this from concealment and assumed she was a collaborator. They shot her and the Russians. Leaving the bodies where they fell. İbrahim found her as twilight cloaked the hills. Blinded by his grief and deranged with anger, he called upon Shuma-Gorath for vengeance. A gargoyle appeared and İbrahim sent it after the Jews. It found them that night and tore them limb from limb. He salvaged the spy plane, with the help of Uncle Yusuf, and used the money to wander the world for a time. During this hiatus he studied with many mystics, yogis, hedge wizards, and the like.

Over the years, Ibrahim’s hatred for all things Semitic and Slavic, brought him into contact with various Neo-Nazi groups and eventually he met Morbius. He was a key player in the invasion of Genosha and the establishment of the reborn Reich. He is currently leader and grandmaster of the Thule Society.
Although a Turkish citizen, İbrahim was born out of wedlock and has not undergone sünnet (circumcision). His father left him only an old Turkish Mauser Model 1903 Rifle and a good hunting dog.

Fighting........Remarkable
(30).




Health............90.

Agility.........Remarkable
(30).

Strength........Good



(10).




Karma.............175.

Endurance.......Excellent

(20).

Reason..........Remarkable
(30).




Resources.........Remarkable.

Intuition.......Incredible
(40).

Psyche..........Amazing


(50).




Popularity........-10.

Powers ~ All of İbrahim Aslanyürek’s powers are magical in nature. He is considered to be a Master of Scientific Magic. Although his early training, from his wise woman mother, was in the Realm of Nature Magic. İbrahim possesses a number of spells derived from Personal Energies that were taught to him by his mother in his youth. He can employ Environmental Awareness, Magic Detection, Blending, Alteration (Bone), Animal Mimicry, Plant Mimicry, Vapours (Strength Enhancement), Force Field Versus Hostiles, and Eldritch Shield. All have an intensity of Incredible.

İbrahim has developed a power stunt using Blending that is specific to crowds. He can make himself simply unnoticeable in any crowd or in any busy place, such as a produce market or subway station. He simply blends into the situation. People can see him, but they don't recognise him nor do they think of him as anything special.

İbrahim has mastered several potent magics that derive their power from Universal Energies. Each of these transformations requires a combination of rare elixirs to be flung over the individual, object, or area to be affected. These appear as gossamer mists of various pastel hues. The exact mix varies with the desired outcome. İbrahim can employ Catalytic Control, Geoforce, Matter Animation (Air), Ionization, and Spray with Crystallisation. All have an intensity of Amazing.

He can manifest all the standard power stunts for Catalytic Control and Ionization. He can even use his Ionization to power exotic and nigh impossible chemical reactions.

In addition to the generic uses of Geoforce and Matter Animation (Air), İbrahim can create semi-living creatures of earth or air. These creatures remain in existence for 50 turns, or until dispelled, or destroyed. They have only FASE scores. To determine their abilities, divide 100 points amongst FASE as desired. The earth elemental has Amazing Body Armour. The air elemental has Amazing Flight.

Ibrahim’s Spray combines with Crystallisation to produce a vivid chromatic cloud of slashing crystal dust. This cloud has a 1 area range and floods the target area. All within the targeted area suffer Amazing Edged Attack damage. Body Armour is treated as –2 CS in regard to this attack. İbrahim has developed a power stunt where he can manipulate this crystalline cloud to act as a dynamic prism. Any light passing through this shifting prism can be increased or decreased +/- 2 CS.

İbrahim requires powdered gemstone dusts of various types to access Dimensional Energies. These dusts are tossed into the air, forming scintillating clouds, as the entity beyond is entreated. He can employ Amazing Soulfire (Rangsabb) and Monstrous Summoning (Shuma-Gorath).

Soulfire ~ İbrahim can generate hellfire by channelling the innate malevolence of Rangsabb. This mystical energy causes excruciating pain through direct stimulation of a person's life force and burns in a manner similar to normal fire. İbrahim can fire off bolts of hellfire with a range of up to 12 areas. The victim of these deadly flares must make a Psyche FEAT roll against Amazing intensity or pass out from intensity spiritual pain. The bolts also burn with the intensity of a blast furnace, inflicting Amazing energy damage.

Summoning ~ İbrahim can summon and control extra-dimensional, corporeal beings with Monstrous ability by channelling the icy wickedness of Shuma-Gorath. Such summoned beings are commonly called "demons" but may be of any nature or disposition. İbrahim favours Eye Killers and Gargoyles as his minions, although he is familiar with the various types of elementals too.

İbrahim usually summons one being at a time. He can summon more, but suffers a -1 CS penalty for each additional creature. Other beings can be summoned if needs must. But İbrahim is loath to do so. In radical circumstances, he can summon Demons of Pandemonium and even dread N'Gabthoth.

Quirks ~ Alertness, Magical Potential, Bigotry (KGB), Bigotry (Mossad).

Talents ~ Martial Arts A, Chemistry, Occult Lore, Bibliophile, Runesmith, Scholar of Antiquities, Repair/Tinkering, Trivia (Alchemy), Trivia (Nazi Occultism), Hunting (Stalking with Incredible Ability, Familiarity with Guns and Bows, Can Skin and Butcher Animals), Leadership, Languages (Turkish with Arabic, German, Greek, Hebrew, Russian). Ibrahim is well versed in all the dialects of the Turkish language and is even fully fluent in Ottoman Turkish. Since his arrival in Genosha, Ibrahim has mastered Traveller’s Afrikaans and Traveller’s English.

Contacts ~ Amazing Thule Society, Incredible Occult Lore, Incredible Archaeology, Remarkable Street, Excellent Neo-Nazi Groups, Excellent Genosha. Ibrahim’s mystical studies have allowed him to gain the favour of Rangsabb and Shuma-Gorath.

The Black Binding - A ritual liquid must be poured over the grave in which a fresh corpse lies. The ingredients of the liquid include human blood, various poisons, and rare herbs. The grave is left to mature for a full week. At the end of that time, the magician comes to the grave and intones the Black Binding. At the end of the ritual, which takes an hour to complete, the corpse claws its way from the grave. The zombified corpse is mindless, with no will of its own. When given a command, the zombie follows it until the order is carried out, then stops, awaiting the next order. These zombies continue to rot after their creation, and so eventually decay into uselessness, whereupon a new zombie must be made. Such creatures have Reason, Intuition and Psyche scores of Shift-0. FASE scores are as follows, based on the original individual’s ability scores: F -1CS, A -2CS, S +1CS, E +2CS. No ability score can be reduced below Feeble. Zombies are not affected by Stun results on the Universal Table. A Kill result indicates that the creature's brain has been damaged, immediately disabling it. Although it may moan and twitch, it can no longer attack. Zombies may be Slammed. Zombies are immune to attacks based on Mental Powers, disease, poison, pheromones, hard radiation, and sonics. They are unaffected by illusions because they cannot see them. The only way to de-animate a zombie is through the Exorcism Ritual or Healing Power. Exorcism frees the trapped life-force, while Healing actually negates the animation.

~ GEIST’S INSTITUTE ~

Although he has a mansion in the cultural district of Morgan, Geist spends most time in a private semi-rural institute several miles away. The estate occupies some eleven hectares, stretching along a low ridge. The perimeter is fenced by a 7’ high brick wall topped with 3’ of wrought iron lace.

Running roughly east to west, the ridge is cloaked in a rambling orchard with scattered groves of longan, lychee, rambutan, tangerine, blood orange, persimmon, black mulberry, white mulberry, red mulberry, and lilly pilly (magenta, rain cherry, onion wood).

These fruit tree thickets are interspersed with neem, camphor laurel, coral tree, bougainvillea, pampas grass, black bamboo, Mexican purple wreath (sandpiper vine), shell ginger, sweet alyssum (lobularia maritima), night blooming jasmine (cestrum nocturnum), evening stock (matthiola longipetala), beach moonflower (ipomoea violacea), and rajnigandha (polianthes tuberosa).

Numerous wandering paths criss-cross the estate and provide tranquil walks. These delightful trails meander amongst a number of low sprawling bungalows of split bamboo and woven cane. Some are used for casual picnics and carefree relaxing. Others are used as abodes by Geist’s replicants and álfar clones.

At the eastern end of the estate is a small factory, run by replicants and álfar clones. It produces an exceptional reproduction of the famous Boyard. Legendary in all areas of French influence, this brand of unfiltered cigarette unfortunately had its last original factory close some years ago. It is an incredibly wonderful, yet expensive cigarette. Aside from smoking them himself, Geist regularly gifts favoured people with cartons of them.
The factory has a private garage that holds four classic cars – 1939 BMW 327 28 Cabriolet 2-Door, 1955 Mercedes-Benz 300 SL Coupé 2-Door, 1980 Volkswagen 181 Four-Door Off-Road Convertible, 1993 Porsche 928 GTS Coupé 2-Door.
Centrally located, Geist’s home is an exacting replica of the Gale House, by Frank Lloyd Wright. The house is designed in a geometric Queen Anne style and demonstrates Wright's predilection for informal planning. The Gale House is clearly a Queen Anne style home, evidence of this can be found in the complexity of the massing, the dormer details, Palladian windows in the side gables and the varied textures of shingles, siding and brick as well as diamond pane and leaded glass. Despite the evident Queen Anne elements, the Gale House has a geometric purity which is unconventional. It represents the beginning of Wright's move to free himself from the constraints of historic design styles.

The frame construction home is built upon a granite foundation with an exterior covering of mostly narrow clapboards. The diamond-pane casement windows are formed from leaded glass. On the interior the home's ground floor consists of a stairway, reception room, living room, dining room, kitchen, and pantry. Near the pantry is a small bathroom. The stairway hall is panelled in oiled birch and has a railing with highly attenuated balusters framing the stairs. The second floor features four bedrooms, one with a luxurious bathroom and marble fireplace. The third floor houses a large room laid out on an east-west axis that is a sombre library cum study.

The entire house is protected by a force field that provides Incredible protection from all energy attacks. There are a dozen roving Defence Robots that have a vibranium derived defence field. This defence field is treated as a Null-Field of Remarkable intensity. The laser systems of these robots have been specially modulated and ignore the defence field.

The main house is set within half-a-hectare of delicate formal water gardens. Amidst the numerous pools, fountains, waterfalls, and ramp cascades are plantings of Bog Sage, Cattails, Horsetail Rush, Marsh Marigold, Nardoo, Papyrus, Pitcher Plant, Red Night Blooming Hibiscus, Vietnamese Mint, Water Hibiscus, Water Iris, Water Lettuce, and Water Lilies.

Near the house, screened by willows, is a reinforced concrete garage that holds The Iron Mole (a classic borer), a luxury German sports car (1932 Maybach DS8 Zeppelin), an old SHIELD Flying Car (Yellow Porsche 904), an Ace Investigations Autogyro from the 1960s, one of Norman Osborn's old Goblin Gliders, and a Knights of Hellfire Anti-Grav Sled. The garage is guarded by a dozen Defence Robots (See Main House Above).

At the western end of the estate is a large factory that has been outfitted as a combined laboratory and workshop. It is used exclusively by Geist in his various endeavours. On a day-to-day basis various members of Geist’s staff can be found passing through this area on a variety of errands.

Concealed below the main house is an advanced Underground Complex. This was constructed many years ago by Taskmaster during one of his devious schemes against the Avengers. The hideaway consists of two floors beginning some sixty yards below the water gardens. These two floors originally housed the training, research, and living quarters for one of Taskmaster's academies.

Only Geist, Diamondback, Bloodaxe, U-Man, Naga, and Morbius know of this secret bunker. It is fully operational, staffed with maintenance and defence robots, and can theoretically withstand a nearby nuclear detonation. The concealed lift comes up into the house in the ground floor pantry.

The entire underground bunker is sheathed in an inch of osmium steel armour plating (Amazing Material Strength). Surrounding this is a shell of reinforced concrete several yards thick (Remarkable Material Strength). This shell is protected, sealed, and waterproofed with high strength plastics, gold leaf, and lead foil. All interior walls are formed from high strength plastics (Good Material Strength).

1st Level - Gymnasium and Elevated Running Track, Martial Arts Dojo, Conference Room, Kitchen, Storage, Hanger, Barracks / Medical, Barracks.

2nd Level – Supplies, Laboratory with Bio-Enhancer, Office, Command Centre, Surveillance Centre, Air and Power (Mains Power & Geothermal Tap Backup), Workshop.

Down in the underground hanger is Taskmaster's specially designed jet. It is in all ways equal to a Quinjet. Hydraulic hatches open into the water gardens, providing a vertical take-off for the jet. It is always fuelled and ready for instant flight.

~ Maybach “Zeppelin” Automobile ~

The Maybach “Zeppelin” is one of the most famous models in the line-up of international luxury cars from the nineteen-thirties – a terrific twelve-cylinder car that was built in numerous versions between 1930 and 1937. A contemporary test report enthused “... The Maybach Zeppelin models rank among the few cars in the international top class. They are highly luxurious, extremely lavish in their engineering and attainable only for a chosen few, not only on account of the small series in which these splendid cars are built.” (Allgemeine Automobilzeitung 1933, no. 35).

The Maybach Zeppelin DS 8, model year 1932, with chassis number 1387, and today owned by Geist, is one of these luxury limousines. It’s completely restored bodywork, specially tailored by Messrs. Spohn in Ravensburg, is a four-door six-to-seven-seater cabriolet with long wheelbase and ample space for feeling at ease in comfortable leather chairs. Itself a feast for the eyes, the eight-litre V12 engine (number 25041) is still in a virtually “straight-from-the-factory” condition and in perfect working order. It develops its power of 200 hp at a maximum of 3200 revolutions per minute in superior style – the epitome of smoothness – and gives the car a top speed of 170 kilometres per hour.

Its handling characteristics fill people with enthusiasm even today. With its 3735 millimetre wheelbase, high weight and rigid axles suspended on long semi-elliptic springs, the car glides along in almost light-footed style. Comfort is additionally enhanced by hydraulic, double-acting shock absorbers. The clutch has to be operated for starting off, but otherwise, the driver only needs to operate two small levers in the centre of the steering wheel to engage the four gears of the planetary-gear transmission – without declutching. What a treat! Idle, first and reverse gear are engaged by means of a preselection lever in the centre of the car. In relation to this majestic car’s weight of well over three tonnes, the worm-and-nut steering, without power assistance, is astonishingly light, and the huge drum brakes, actuated via cables, decelerate the car evenly and effectively, thanks to an ingenious lever system. Thanks to vacuum-pressure brake boosting, relatively little strength is required to operate the brakes.

Josef Ernst

www.daimler.com
~ PRIMROSE LODGE ~
Geist’s urban residence is a magnificent townhouse mansion in the cultural district of Morgan. This delightful abode is tastefully decorated in gilt and filled with rare antiques as well as marvellous old books. The forty foot wide mansion is sophisticated and grand. It rests on a four-thousand square foot lot and the six story mansion covers some twenty-thousand square feet. Atop the townhouse there is a two-thousand square foot roof deck filled with potted shrubs and primroses. Built at the turn of the century, this massive nineteen room masterpiece epitomizes distinctive beauty and character. The elegant ambiance is graced by huge windows, a generous flow of light, multiple fireplaces, a concealed elevator, radiant heat flooring throughout, and state-of-the-art control of everything from heating to sound to security. Within its six magnificent stories there is a palatial entertaining space, a world class library, seven bedrooms, six full bathrooms, and three powder rooms. Throughout there are soaring 12’ to 32’ ceilings, along with the finest European imported materials. The lower level is a recreation lover's dream with a media room home theatre (twelve foot screen and balcony nook), games room, private bar, fitness centre, sauna, steamroom, massage shower, and indoor heated swimming pool (23’ x 12’ with Swim Jets). Parks, gardens, and all the delights of the cultural district (Museums, Restaurants, Art Galleries) are just a moments stroll away.

Henrietta von Amsberg (Federal Agent) is Janina Enid Nikolaus’ lady's companion. She is of Landless and Impoverished Dutch Nobility, distantly related to the Monarchy of the Netherlands. In her younger years, Henrietta spent time as a neutral observer with the United Nations. Henrietta has her own room at Primrose Lodge and is regarded by Janina as something of a delightful maiden aunt. She carries a GyroJet Pistol with Explosive Ammo.

Professor Vinzenz Vostell (Scientist with +1CS Attributes) is a qualified industrial chemist and electrical engineer from Munich. He acts as Geist’s personal assistant and scientific secretary. He is a nice and genuine guy, always friendly, courteous, and hospitable. He lives in a spacious apartment in Morgan, supplied by the generosity of Geist, with his wife and four kids.

C. Boca (Lawyer with +1CS Attributes) is Geist’s most able corporate coordinator. Aside from his law training, Boca is an expert accountant, bookkeeper, and photographer. He helps Geist stay in touch and up-to-date with all the various corporate connections of the world. He is a great believer in proper protocol and is always letter perfect in appearance, manner, language, and demeanour. He hails from Weymouth and has a distinct Boston Accent. He lives alone in a neat little job perk apartment in Morgan with views of the harbour one way and the cultural district another.

Thomas Golightly (Firefighter & Paramedic) is Geist’s Boston Butler. An aloof and efficient servant. Thomas has the unusual hobby of egg carving. He has a small apartment in Morgan that is a perk of the job.

John Giordano (NYC Valet), Frederick Lapointe (Martinique Chef), Maria Chen (Macau Housekeeper), Nancy Andrews (NYC Maid), Joe Grimaldi (NYC Night Manager). All of these servants have a small apartment in Morgan that is a perk of the job.

~ Janina Enid Nikolaus ~

Janina is a gentle and artistic woman from the German spa town of Aachen in North Rhine-Westphalia. She is the youngest of five daughters and the only one to have left Germany. Her father is a high school teacher and her mother is a naturopath. She met and married Geist as a nineteen year old teenager in 1963 and has been with him for over thirty years.

They have two grown daughters and one grown son. Hannelore is a freelance photographer who usually works for various travel magazines. Adelheid is a chef who currently works at Giacomo in Milan. Godtfred is a corporal with the German Kommando Spezialkräfte.

Janina is active within the local amateur theatrical guild and has even written a few short historical plays set in New York City of the Roaring 20s. Horse riding and training is also a passion. Janina is an artist proficient with watercolours and pastels. She loves to do botanical works and spends many happy hours in the various parks and gardens of the city. She sometimes thoughtlessly wanders into areas that are less than savour or even down right dangerous when following rumours of a certain rare plant or even just the fragrance of an unusual flower.

To help ensure his wife’s safety and happiness, Geist has employed Henrietta von Amsberg as a lady’s companion. She is always on hand to aid Janina in her various endeavours. Always ready, she carries a deadly GyroJet Pistol.
Every year Janina spends two weeks in June with her parents and family in Germany. These holidays always include a vibrant Christmas in July celebration.
Fighting
Typical
(6).
Health
32.

Agility
Good
(10).

Strength
Typical
(6).
Karma
40.

Endurance
Good
(10).

Reason
Excellent
(20).
Resources
Excellent.

Intuition
Good
(10).

Psyche
Good
(10).
Popularity
0.

Quirks ~ High Stress Capacity, Sanity, Ally (Professor Geist Nikolaus), Likeability, Attractiveness (Classic European Beauty @ +1CS), Absent-Minded, Combat Paralysis, Gullibility, Honesty, Pacifism.

Talents ~ Botany, Artist, Performer, First Aid, Animal Training, Trivia (New York City), Languages (German with English, French, and Spanish). Janina also has a school girl grasp of Latin and Greek.

Contacts ~ Excellent Art World, Good Botany, Good Journalism.

~ Diamondback ~

Fighting........Remarkable
(30).




Health............130.

Agility.........Amazing


(50).

Strength........Remarkable
(30).




Karma.............300.

Endurance.......Excellent

(20).

Reason..........Remarkable
(30).




Resources.........Excellent.

Intuition.......Incredible
(40).

Psyche..........Excellent

(20).




Popularity........-1.

Enhanced Body ~ Geist has had Diamondback’s (Rachel Leighton) devastated nervous system repaired and augmented with specially cultured biological components. Her bioware runs to a Cerebral Booster II, Symbiotes I, and Muscle Augmentation II. In addition to enhancing her abilities, the bioware grants Feeble Regeneration. Diamondback recovers one point of Health every five rounds.

Quirks ~ Alertness, Attractiveness, Calling Card, Paranoia.

Talents ~ Thrown Weapons, Martial Arts A & D, Thrown Objects, Acrobatics, Tumbling, Pilot, Languages (English, German, Afrikaans).

Contacts ~ Good Neo-Nazi, Good Genosha, Ally of Geist and Bloodaxe.

Throwing Diamonds ~ Diamondback’s preferred weapons are a set of throwing spikes constructed of Asgardian iron. She throws these spikes with Unearthly Agility with a range of 5 areas. The effects of a spike depend on the type of payload used with it. The following are examples:

· Spike — Inflicts Remarkable Edged Throwing damage and reduces body armour by –2 CS. Does not reduce force fields or energised armours.

· Venom — Does damage as Spike, with Amazing intensity poison. This is currently a blend of synthetic rattlesnake and cobra venoms.

· Narcotic — Does damage as Spike, with Amazing intensity sleep drugs. If the target fails an Endurance FEAT, they will be unconscious for 1-10 hours.

· Explosive — Explodes in a single area for Amazing Blunt Attack damage to all within that area.

· Acid — Contains Amazing intensity corrosives that inflict chemical burns to living targets. Mainly used to weaken structures.

· Incendiary - Contains a combination of volatile substances which produce flames of Incredible intensity. Mainly used for distractions and when mass property damage is required.

· Negator Gas - This Unearthly intensity chemical negates Combat Sense and Danger Sense unless a Power FEAT against the intensity of the gas is made. It has a duration of 100 hours minus the Endurance of the victim.

Dagger ~ An ancient weapon carved from the tooth of a Jotunheim wolf and inlaid with dragon ivory. None now know who crafted it, that mystery is lost in the mists of time. The weapon has Unearthly material strength. It provides it’s welder with Amazing Animal Empathy and can mystically summon 1-10 wolves to aid the welder. A blood sacrifice activates Excellent Dimension Travel (Midgard, Jotunheim, Svartalfheim).

Garrity Stealth Suit ~ Designed especially for use in covert operations, this military armour provides Excellent protection from physical and energy attacks. It also provides Incredible Blending, Incredible Stealth, and Incredible Electronic Countermeasures. The armour’s ECM includes Incredible protection against detection by thermal vision. When the Blending option is inactive, the colour scheme of the armour closely resembles Diamondback’s original black and mauve costume. The helmet has been enhanced and provides some three hours of tanked air when sealed. This system, when active, provides Unearthly resistance to gases. There are also infrared and ultraviolet image intensifiers in the helmet that allow Diamondback to see in the dark with Incredible ability. At will, Diamondback can surround her armour in theatrical flames. These low intensity flames inflict Poor damage to exposed flesh.

Wrist Blasters ~ Diamondback has wrist lasers (mid-infrared), independent from her armour, that allow her to inflict Incredible Energy damage with a range of 2 areas. These electric transducers recharge by converting kinetic energy, thus normal movement and even combat will recharge the lasers.

Pogo-Platform ~ Diamondback uses one of Jack O'Lantern’s old flying platforms. Jet propelled, it stays level by means of an internal gyroscope. The platform has Incredible Control, Typical Speed (6 areas per round or 90 mph), Excellent Body, and Shift-0 Protection. It can hover in place, but its rider is always exposed to attack.

Underwater Breathing Pills ~ These small medicinal capsules are another fantastic invention of Reed Richards. Each one taken allows an air breather to instead breathe water for up to 4 hours. These pills also permit those individuals with inborn flame abilities to use those abilities under water. Diamondback always keeps a small armoured holder with six pills handy.

~ Ignacio Benedicto Darrieussecq ~

Ignacio is Geist’s urban bodyguard. Originally a Basque garrotter by trade, he was saved from the French prison system when Geist found that he fitted all the aspects he wanted in a minder. Ignacio is a rough and streetwise cove, tough and mentally resilient. Training from Intertech has sharpened Ignacio's combat abilities and taught him all about being a professional bodyguard. His loyalty to Geist is absolute. He believes that Geist is an exceptional person who needs to be protected from the evils of the world. He will readily sacrifice his own life for Geist's. Ignacio knows and likes all of Geist’s staff. He is highly suspicious of any and all strangers, even simple delivery men, however. Ignacio likes to follow the races. He knows all the tracks, trainers, jockeys, and horses. He occasionally makes small bets of twenty dollars or less over the phone. He reads all the racing forms and newspapers over breakfast and whenever off duty. Broad and stocky, he stands 5”7” tall, and looks something like a Mexican Bandito.

Fighting
Remarkable
(30).
Health
96.

Agility
Excellent
(20).

Strength
Good
(10).
Karma
70.

Endurance
Excellent
(20).

Reason
Good
(10).
Resources
Excellent.

Intuition
Remarkable
(30).

Psyche
Remarkable
(30).
Popularity
0.

Quirks ~ Ambidexterity, Hardiness, High Pain Threshold, Sensory Increase (Sight), Alertness, Colourblind (Tritanopia), Attitude, Fanatic (Geist), Alien Customs (Basque), Bigotry (Cops), Disgusting Personal Habits (Uses Locals Cats for Target Practice).

Talents ~ Marksman, Weapons Specialist (Garrotte), Driving (As Pilot, But with Cars), Military, Criminology, Streetwise, Languages (Basque with English, Catalan, French, and Spanish).

Contacts ~ Good Street, Good Criminal, Good Military, Feeble Law Enforcement.

Machine Pistol with Gecko Bullets, Concealed Shoulder Holster, Riot Gun with Lanyard, Canister Shot (Six Smoke Shells), Canister Shot (Six Knock-Out Gas Shells), Canister Shot (Six Incendiary Shells), Canister Shot (Six Explosive Shells), Super-Heavy Alloy Garrotte, Flexible-Wrap Armour Vest (Good Body Armour), Black Wool Suits and Accessories (Brooks Brothers), Armanté London Fog Line (The Professional Overcoat with Poor Armour Skin).

Super-Heavy Alloy Garrotte: This deadly strangling wire has Monstrous Material Strength and aside from its use as a garrotte it inflicts Typical Edged Weapon damage each round and can cut through armour of up to Incredible Material Strength.

~ Rogério Montaña ~

Before joining the staff of Geist, Montaña was suspected, in airline idiom, of being a high-flyer, a pilot who drinks when flying. During his civil aviation career, he never flew while drunk, he did nurse several hangovers during flights however. In the war, Montaña flew missions over Vietnam and won no small number of medals for his excellent aptitude. After his discharge he went to work for a domestic airline in the United States. He enjoyed flying and was promoted rapidly. His career flourished and he was soon hired by a major international airline. Life was going well for Montaña but, like so many vets from too many wars, he was bothered by memories and nightmares. To escape, he turned to the bottle. At first, he would drink in order to get to sleep, so he told himself. But then he went on some bad benders between flights. His co-workers began to notice his growing indecisiveness, the obvious symptoms of hangovers, and the hand tremors. Before his abuse impaired his flying ability, Montaña resigned and for a number of years worked at dead end jobs in and around Manhattan. Geist found him while searching for a pilot and driver. He had Montaña go cold turkey, got him some counselling, and also had him augmented with Bioware.

Born on June 10th in 1943, Montaña is a sturdy and thickset gent from New York City (Inwood) with a long and strong featured face, thick moustache, and close cropped, almost shaved, hair. He works out regularly, does weights, and practices boxing. Montaña lives life with gusto. His personality is bluff and cheerful. His father was a Texas rancher and freelance newspaper journalist and his mother was a German nurse.

Fighting
Good
(10).
Health
70.

Agility
Remarkable
(30).

Strength
Good
(10).
Karma
80.

Endurance
Excellent
(20).

Reason
Remarkable
(30).
Resources
Excellent.

Intuition
Remarkable
(30).

Psyche
Excellent
(20).
Popularity
0.

Bioware ~ Symbiotes II (Poor Regeneration) and Toxin Extractor (Amazing Resistance to Toxins and Drugs).

Quirks ~ Natural Talent (Pilot), 3-D Sense, Fame (Decorated Vietnam Ace Fighter Pilot), Bluntness, Insomnia (Nightmares and Night Terrors), Phobia (Cleithrophobia - Fear of Being Trapped / Locked-Up).

Talents ~ Martial Arts B, Pilot (Civil & Military), Driving (As Pilot, But with Cars), Military, First Aid, Repair/Tinkering, Trivia (New York City), Streetwise, Languages (English with French, German, Portuguese, Vietnamese).

Contacts ~ Good Pilot Community, Good Car Community, Good Military.

~ Ignác & Karcsi ~

These two creatures are Humanzee, a chimpanzee/human hybrid, derived from illicit Hungarian research that Geist uncovered and shutdown. The project also enhanced them with experimental bionic systems. They assist Geist in his more offbeat researches, perform lab cleanup duties, and equipment maintenance. They stand some 5’9” tall and weight 151 pounds.
Although smart and perceptive, they lack drive and are content just to do as they are told. They enjoy working for Geist as he protects them, does not mistreat them, feeds them well, and gives them interesting tasks to do.

Fighting
Good
(10).
Health
60.

Agility
Excellent
(20).

Strength
Good
(10).
Karma
44.

Endurance
Excellent
(20).

Reason
Excellent
(20).
Resources
Poor.

Intuition
Excellent
(20).

Psyche
Poor
(4).
Popularity
0.

- Enhanced Sense (Touch) @ Good

- Modified Body Parts (Prehensile Feet)

- Armour Skin (Leathery) @ Poor

Encephalon II, On-Body Computer (O.B.C. with Liquid Crystal Processor, Programmable Optical Memory, Microchip Cellular Modem, Scientific Calculator, World Time, Stopwatch, Lunar Phases, Sunrise & Sunset, Perpetual Calendar, Barometer, Thermometer, Microsoft Encarta Digital Multimedia Encyclopaedia, The New Grolier Multimedia Encyclopaedia, Compton's Multimedia Encyclopaedia, Add +2CS on Scientific Talents, Amazing Eidetic Memory), Comm-Link (Six Mile Range), Crypto Circuit (Incredible Com-Link Security), Chemical Analyser (Chemistry +2CS, Identify Substances via Scent), Olfactory Booster (Remarkable Scenting), Filtration Systems (Excellent Resistance Against Toxins and Gases).

Quirks ~ Learned Resistance (Diseases & Infections), Omnidexterity, Sensory Increase (Scent), Alertness, Low Pain Threshold, Reduced Healing, Allergy (Bright Light), Cowardice, Unattractiveness (-1CS).
Talents ~ Medicine, Biology, Chemistry, Genetics, Repair / Tinkering, Languages (Hungarian with English, French, and German). Ignác & Karcsi have a solid grasp of forensic science and can apply their scientific skills to criminal investigations. They are also as limber and flexible as an Indian Rubber Man. They can accomplish twists and compressions of their bodies that are quite astounding. They can easily wiggle out of ropes, slip through small openings, and fit into tiny spaces.

Contacts ~ Nil.

~ Gargoyle ~

Gargoyle (Jozua Visser) is a powerfully built mutant from Manhattan who resembles nothing so much as a gremlin crossed with a hairless baboon. His leathery hide is a deep slate grey and heavily calloused throughout. His batlike ears are highly mobile and are always in motion. His face is dominated by tusklike fangs and a broad flattened nose. He stands some 5’10” tall and weights in at an impressive three hundred pounds of muscle and sinewy. Geist keeps him around as a very effective general intimidator and leg breaker.

Fighting
Remarkable
(30).
Health
140.

Agility
Excellent
(20).

Strength
Incredible
(40).
Karma
36.

Endurance
Amazing
(50).

Reason
Typical
(6).
Resources
Good.

Intuition
Good
(10).

Psyche
Excellent
(20).
Popularity
-10.

- Body Armour (Calloused Leathery Hide) @ Excellent

- Natural Weapons (Claws & Fangs) @ Typical

- Resistance (Diseases) @ Amazing

- Regeneration @ Poor

- Recovery @ Good

Quirks ~ High Pain Threshold, Learned Resistance (Poisons & Toxins @ +3CS), Reputation (Capable Criminal Thug), Bully, Dyslexia, Disgusting Personal Habits (Threatens People Who Annoy Him With Physical Violence), Repugnant Personality (Gruff Thug), Unattractiveness (-1 CS @ Wild and Exotic Mutant).

Talents ~ Martial Arts B / E / R, Criminology, Trivia (New York City), Streetsmarts, Languages (English with French, German, and Italian). Martial Arts R provides the martial artist with training in break objects with his body such as wooden boards, stacks of bricks, blocks of ice, and the like. They can thus apply a +1CS to their slugfest damage for the purpose of breaking inanimate objects.

Contacts ~ Remarkable Street, Excellent Criminal, Excellent Gangs, Good Law.

~ Bloodaxe ~

Bloodaxe is an Asgardian Demon, a being of fire and smoke spawned in the shadowy flames of Muspelheim. His is a nomadic race, born of the fiery blood of the great fire demon Surtur, whose existence is said to precede that of the Norse Gods. Bloodaxe reveals in war and has a very mercenary outlook. He deeply respects Geist’s capacity for evil and scheming.

Fighting........Unearthly

(100).




Health............350.

Agility.........Monstrous

(75).

Strength........Unearthly

(100).




Karma.............300.

Endurance.......Monstrous

(75).

Reason..........Remarkable
(30).





Resources.........Excellent.

Intuition.......Monstrous

(75).

Psyche..........Incredible
(40).





Popularity........0.

Fire Generation ~ Bloodaxe has Unearthly pyrotechnic capabilities. His flames are a shifting and shimmering haze of greens and violets, much like the Aurora Borealis. Bloodaxe has developed the following power stunts.

· Jets of Flame (using Agility to hit and inflicting up to Unearthly Energy damage at a range of 60 areas).

· Fireballs (using Agility to hit and inflicting up to Monstrous Energy damage to the entire target area at a range of 40 areas).

· Nova Flame (almost atomic blast of Shift-Z intensity in Bloodaxe’s area, blast of Shift-X intensity in all adjacent areas, flame powers reduced to Feeble for 1-10 rounds).

· Flame Constructs (barriers and cages of Monstrous intensity flame with a duration of 75 rounds).

· Flaming Sky Writing (up to 100 words with a duration of 75 minutes).

· Fire Control (increase or decrease a fire’s intensity with Unearthly ability).

· Healing (absorption of heat and flame will restore the intensity of the fire in Health every round, up to a maximum of 100 points per round).

· Flame Sheath (automatically melts materials of Amazing strength or less on contact, Amazing intensity flaming touch, flight at Amazing air speeds {25 areas per round or 375 mph}).

Telekinesis ~ Bloodaxe may move objects with Monstrous telekinetic strength, which encompasses both fine motor skills (manipulating small items) and gross motor skills (throwing large objects) at a range of up to 40 areas. Power stunts he has established include the forming of telekinetic force fields of Incredible intensity, flight for himself and others at up to Amazing air speeds (25 areas per round or 375 mph, maximum weight limit of 50 tons), and telekinetic force bolts of Amazing intensity (as a Force Attack, using Agility to hit, and with a range of 20 areas).

Bloodaxe can employ his telekinetic abilities to manipulate matter in a fluid and non-destructive manner. He can reshape inanimate objects with Amazing ability up to 8 areas away. He cannot change the material makeup of the object or increase or decrease the mass. In the past he has employed this power to change a plumbing wrench into a throwing axe, turn a wooden door into a banquet table, and alter a bulletproof glass screen into a large bulletproof glass drinking goblet. Once changed the item remains that way, although there is nothing to stop Bloodaxe from altering it again at a later date. This ability cannot penetrate force fields of any type.

Enhanced Flight ~ Bloodaxe can boost his fiery flight with his telekinesis and thus attain Monstrous air speeds (30 areas per round or 450 mph).

Darkforce Manipulation ~ Bloodaxe can manipulate the extra dimensional energy known as the Darkforce to perform specific actions with Incredible ability. He has mastered the power stunts of Gateway and Energy Solidification. Bloodaxe can create Incredible intensity darkness over some three areas.

Infravision ~ As with all of his kind, Bloodaxe has thermal vision that allows him to visually perceive heat differences. This sense operates with Remarkable ability.

Specific Resistance ~ Bloodaxe has Class 1000 Resistance to all forms of heat, fire, and flame. Furthermore, he has Unearthly Resistance to ageing, diseases, and toxins. He needs only half the air a human does to survive.

Body Resistance ~ Bloodaxe’s energy rich and highly resilient form provides him with Monstrous protection from all physical and energy attacks.

Quirks ~ High Pain Threshold, Rapid Healing, Sturdiness, Alien Customs (Asgardian), Bigotry (Æsir – The Old Norse Gods), Loner.

Talents ~ Thrown Weapons, Weapons Master, Martial Arts A & C, Wrestling, Mesmerism and Hypnosis, Occult Lore, Streetsmarts. Bloodaxe is fluent in Old Norse, Old High German, Gothic, and Middle English. He has some familiarity with Romany and Afrikaans. He is an expert with Slang and all the Creole & Patois of the mean streets of the world.

Contacts ~ Incredible Street, Incredible Criminal, Excellent Neo-Nazi, Good Genosha, Poor Asgardian. He is an avaricious friend of Geist and Diamondback. Bloodaxe is owed a few favours by various Asgardian troll mercenaries, he can call on a rough dozen if needs must.

~ Geist ~

The man who would one day become Geist, began life as a loyal German and talented Nazi agent in the 1930s. He rose to a high position of trust within the Nazi party, serving as an advisor to Adolf Hitler himself.

Following World War II, Geist bartered German rocket scientists to the American OSS to escape war crimes prosecution. Later, he made himself useful in various questionable CIA operations. During this time he also aided various fascist rulers in the far flung corners of the world.

In more recent years he forged an association of convenience with Prince Baran and General Nguyen Ngoc Coy of Madripoor. It was during this time that he came into conflict with Wolverine on a number of occasions.

In late 1999, Geist joined the Neo-Nazi Reich. He was a key player in the successful invasion of Genosha. He has recently used the advanced technology of the Neo-Nazis to rebuild his aged body.

When Geist joined the Neo-Nazi Reich he brought with him his lover Diamondback (Rachel Leighton) and his associate Bloodaxe (Asgardian Demon).

Although a major player in the Genoshan government, and a man of significant learning, Geist does not spend much time at the Scientific Citadel. He pursues his own interests and schemes by-and-large. Geist prefers to work out of his private institute located in the leafy green suburbs of Morgan.

Geist is a shrewd negotiator and an astute advisor. However, he possesses a mercurial loyalty, and will abandon a conspiracy when it begins to turn sour. He's also has a major aversion to beards of any sort, and is always promoting the advantages of shaving to his colleagues. He forcibly shaves any bearded prisoners he gets near.

Fighting........Excellent

(20).




Health............130.

Agility.........Incredible
(40).

Strength........Incredible
(40).




Karma.............300.

Endurance.......Remarkable
(30).

Reason..........Remarkable
(30).




Resources.........Incredible.

Intuition.......Good



(10).

Psyche..........Incredible
(40).




Popularity........-10.

Eclectic Magic ~ Although not a magician as such, Geist can counter Asgardian Magic, Druidic Magic, Faerie Magic, and Nature Magic with Incredible ability. He can ignore any such magics whose intensity is Incredible or less and he can reduce higher level attacks by an Incredible amount.

Absorb Form ~ If Geist’s body fails him, he can attempt to absorb the body of another. He must first make a Yellow Psyche Feat and the target must then fail to resist an Incredible intensity mental attack. If successful, Geist merges with the target and is rejuvinated. The target's soul is cast into oblivion as the merger occurs. Geist can spend Karma on these roles and as its a life or death situation, he always does so.
Enhanced Body ~ Geist has had his aged body augmented with both cybernetics and cultured biological components. His left arm is entirely artificial.

Geist's cyberware runs to an Olfactory Booster, Damper, Hearing Amplification, Dermal Plating IV, Muscle Replacement III, Cyber Limb (Arm), and Softlink. His bioware runs to a Platelet Factory, Symbiotes III, Toxin Extractor IV, and Toxin Exhaler.

· Incredible protection from physical attacks.

· Excellent protection from energy attacks.

· Incredible resistance to toxins.

· Excellent resistance to sonic attacks and audio overload.

· Remarkable senses of hearing and smell.

· Good regeneration (recovers 1 Health per round).

· Can spit or breathe Remarkable intensity toxin with a same area range.

· His cyberarm is formed from Secondary Adamantium and as such has Unearthly material strength. He can exert a crushing strength of Monstrous with his Adamantium fist.

· The hand of his cyberarm can transform at will into a deadly straight razor that can slash for Monstrous Edged Attack damage.

· An integral dart gun launcher is also part of the cyberarm (tranquilliser darts, 7 area range, Good Shooting damage that injects Amazing intensity knockout serums).

Platelet Factory ~ Bio-organic organs have been grafted into Geist’s body. These platelet factories increase his body's ability to handle damage by preventing blood loss and even bruising. Geist suffers –1 CS damage from physical and energy attacks. Attacks of more than Unearthly intensity do normal damage. However to avoid cardiac arrest, Geist must take a dose of tailored anticoagulants each day. One dose has a Poor resource intensity, but they are hard to come by. When Geist doesn't take the anticoagulants, he must make an Endurance Feat every 12 hours with a cumulative –1 CS penalty for each day without the anticoagulants. If he fails to achieve a yellow result he goes into cardiac arrest.

Quirks ~ High Pain Threshold, Sturdiness, Alertness, Reputation (Old Nazi Spy), Compulsiveness (Shaving), Phobia (Pogonophobia - Fear of Facial Hair, Particularly Moustaches and Beards), Stubbornness, Snob.

Talents ~ Martial Arts A & E, Medicine, Law, Business/Finance, Military, Psychiatry, Chemistry, Biology, Resist Domination, Bibliophile, Occult Lore, Repair/Tinkering, Engineering (Chipped), Computers (Chipped).

Geist has recently learned the dark secrets of the Red Skull's ‘Dust of Death’ and Zoltan Drago’s ‘Elixir of Fear’. He has the necessary skills to craft these chemicals into bullets for any firearm.

Geist is something of a linguist and is fluent in Germanic (Afrikaans, Dutch, English, German), Romantic (French, Italian, Portuguese, Spanish), and Semitic (Arabic, Aramaic, Hebrew, Maltese) languages. His native language is German with a distinctly 1930s style and accent.

Contacts ~ Remarkable Criminal, Remarkable Street, Excellent HYDRA (Only Splintered Remnants Remain), Excellent Neo-Nazi, Good Espionage (Various Pacific Groups, South American Banana Republics, and the CIA), Good Madripoor Government, Good Genosha. Husband of Janina Enid Nikolaus. Lover of Diamondback. Associate of Bloodaxe. Acquaintance of Mojo.
Gun ~ Luger Pistol with Mercury Tipped Rounds. It inflicts 20 points of Shooting damage and has a range of 2 areas. It uses a clip that holds 9 rounds and can fire 1 shot per round. Crafted from rugged alloys, the gun has Excellent material strength.

Standard Garrotte: If an attacker with a garrotte successfully grapples their opponent, the victim must make a Green Endurance Feat against the attacker’s Strength to remain conscious. Failure necessitates a roll on the Stun column of the Universal Table. Once unconscious, the attacker can strangle the victim to death if they so desire in 10 BT.

Sonic Disruptor Wand: A weapons system derived from re-engineered alien technology. Remarkable Sonic Generation with Good Vibration, 20 Shot Power Clip, Good Material Strength. Standard Attack inflicts Remarkable Force Damage or Remarkable Intensity Stunning with a Range of 8 Areas. Wide-Band Attack inflicts Excellent Force Damage or Excellent Intensity Stunning to Entire Target Area with a Range of 6 Areas. A modulated burst will create a sonic wall of Excellent Material Strength that lasts for 20 BT.

Amulet ~ This aeons old talisman is formed from a twist of hairs from Ymir's frosty beard held in a medallion of imperishable crystal depending from a loop of braided dark elf hair and uru metal wire. It provides Incredible Ice Generation and Monstrous Freezing Touch. After much practice, Geist has mastered the ability to project a flurry of icy shards (Incredible Edged Throwing damage with an 11 area range), snowy blasts (Incredible Blunt Throwing damage with an 11 area range), and beams of intense cold (Excellent Energy damage, 6 area range). He can blanket an area with feather ice that has Remarkable slickness. Geist has Incredible resistance to cold and ice attacks.

Androne Robotization Crystals ~ Developed from research into the Ultron dilemma, these unique crystals (in gaseous form) generate animal or human android-slaves under Geist’s complete control. Once ingested by living creatures, the crystals change organs and tissues into flexible metal and computer chip analogues. The body becomes partially metallic, granting Excellent Armour Skin. Those converted also gain Amazing Absorption Power (Electricity) and Good Techno-Telepathy (Communication with Cybernetics). The effects of the gas can be resisted on initial exposure with an Endurance FEAT against Incredible intensity. Exposure to high concentrations of infrared light give an Endurance FEAT bonus of +1CS. Conversion takes only four rounds. These “andrones” are constantly under the effect of Unearthly Emotion Control (Loyalty to Geist). Geist can also exercise Monstrous Hypnotic Control over the "andrones".

Alchemical Pouch ~ This soft leather pouch is lined with osmium alloy chain mail and memory foam padding. It is filled with various minor yet handy potions and elixirs purchased from various shady practiononers of the mystical arts. Some must be consumed, others thrown, and some poured over a specific spot. All are of Remarkable intensity, have a duration of 1 hour, and affect 2 Areas.
- Apparition

- Gramarye

- Tongues

- Disruption

- Wave

- Animate Drawings

- Webcasting (Entangling Attack)

- Webcasting (Net)

- Webcasting (Shield)

- Air Control (Shield of Winds)
- Air Control (Grappling Whirlwind)
- Air Control (Damaging Tornado)
- Air Control (Summon Fog)
- Air Control (Call Storm)
- Air Control (Lightning)
- Weather Control (Snow Squall)
- Weather Control (Hot Hail)

Mojo’s Media Terminal ~ This techno-magical belt unit enables Geist to access Mojo’s vast media empire and view the shifting myriad of programs. It also provides Geist with Incredible Mesmermechanism and Amazing Energy Control (Electrical). Against bioconstructs created by Mojo, the Media Terminal can exercise Incredible Mesmerism.

Micro Sonic Grenade: Another device derived from alien technology, is the Micro Sonic Grenade or the World's Smallest Nuke. This small device uses Sonic Generation, Vibration, Energy Conversion, Catalytic Control, and Molecular Conversion to create a 25 megaton fusion explosion. Once activated it has an 18 second delay (3 BT). It is of unusual shape and cannot be effectively thrown. It also has a construction that is not all that robust and has a material strength of only Typical.

~ Menta Wave Device ~

This advanced machine consists of a massive mainframe computer, a dedicated power supply, a special control helmet, various low impedance cables, and a dozen small drones. When connected to the Menta Wave Device, Geist is capable of using a variety of astonishing powers. It is currently installed in one of the spare bedrooms at Geist’s townhouse mansion that has been converted into a computer centre.

The main idea behind the machine is not psionic. It is actually a sort of electronic hologram apparatus, capable of "reading" and "reconstructing" three-dimensional electrical patterns. In practice, this means that Geist can duplicate and analyse the electrical pattern of an individual's brain and nervous system. Reading minds is still beyond the capacity of the machine. The system cannot yet translate the abstract electronic "picture" into thoughts. However, the connection between the electrical patterns and body motion is quite clear. And, by "overlaying" a reconstructed pattern on top of an individual's body, Geist can make them perform any physical action he should desire.

The machine only works when connected to a network of electronic sensors and projectors. Currently this network covers Geist's townhouse mansion and everything within 25 Areas of the sensor systems of his surveillance drones.

With the machine’s current configuration Geist has the following abilities:

- Psi-Screen @ Amazing

- Mind Control (Puppetry) @ Excellent

- Neural Manipulation (Disruption) @ Excellent

- Sense Alteration (Negation) @ Excellent

- Stunning Missile (Force or Stun) @ Excellent

- Sensory Link @ Excellent

- Hyper-Intelligence (Intuition) @ Excellent

- Energy Detection (Only Brain Waves) @ Excellent
- Empathy @ Poor

Geist can also form an Electronic Projection. This works out as a variation of Energy Body and Astral Projection. Geist can construct a semi-tangible energy pattern based upon his own body anywhere within range of his sensor systems. Using it, he can sense and move as if he were actually there. The projected image appears ghostlike and has Good physical attributes with 40 Health. It possesses the superpowers of Typical Skywalk and Poor Phasing. Destruction of this projection does not harm Geist in anyway. If disrupted, the projection can be reformed in 2 BT.

Geist is still tinkering with the machine and hopes to add Mental Probe, Mind Blast, Mind Drain, and Psychoblast sometime in the near future. The machine is calibrated to Geist’s mental patterns, to re-program it for another individual to use would require a Monstrous Reason Feat and some ten days of work.

Otto’s Iron Will does not work against the Menta Wave Device and all his Psyche Feats are at -2CS.

~ Aerodesign Systems Condor LDSD-23 ~

The Condor pushes "state-of-the-art" to the max. The latest long-duration drone from AeroDesign is almost impossible to detect, completely solar-powered, and hydrogen-filled for greater lifting capacity. Constructed entirely of sensor-transparent and, as much as possible, light-transparent materials (including the electrical conductors, which are non-metallic electroplast with lift provided by hydrogen gas cells, and powered by solar-electric ducted turboprops), the Condor is an amazing technological development. An upgrade-capable standard sensor package is included in the purchase price. When deflated, the Condor requires 1 CY storage space. If inflated, it requires 10 CY. Type: Air, Control: Excellent, Speed: Typical, Body: Good, Protection: Typical.

Good Circular Vision, Feeble Telescopic Vision, Incredible Thermal Vision, Incredible Ultraviolet Vision, Hyper-Sense (Remarkable Olfactory), Hyper-Sense (Remarkable Hearing), Excellent Protected Senses, Excellent Electronic Counter Measures, Excellent Stealth, Incredible Computer Links (25 Mile Range), Computer Intelligence.

Operational Duration:



Daylight = Unrestricted. Night = 8 Hours.

Set-Up/Breakdown Time:


3 Minutes.

Landing/Takeoff Profile:

VSTOL
Onboard batteries provide eight hours of sensor power at night, but only when station keeping on a designated target point. Each minute of operation at up to cruise speed costs six minutes of power. Each minute at greater than cruise speed requires twelve minutes of power. During daylight hours, no such restriction applies.

~ Geist’s Condor Drone ~

Type: Air, Control: Excellent, Speed: Typical, Body: Good, Protection: Typical.

Good Circular Vision, Feeble Telescopic Vision, Incredible Thermal Vision, Incredible Ultraviolet Vision, Hyper-Sense (Remarkable Olfactory), Hyper-Sense (Remarkable Hearing), Parabolic Microphone, Laser Microphone, Incredible Magnetic Detection, Remarkable Protected Senses, Remarkable Electronic Counter Measures, Remarkable Stealth, Amazing Computer Links (50 Mile Range). Advanced Artificial Intelligence (Reason: Poor, Intuition: Good, Psyche: Poor).

Advanced Artificial Intelligence - This computer is almost human in that it can "think" in both objective and subjective terms, as well as draw its own conclusions based on available data. This means it can formulate ideas, conjecture, and theorise based upon analysis, past experience, and speculation. It can arrive at its own conclusions and immediately react accordingly, responding to an unexpected or spontaneous situation just like a human. Such a computer can bluff, lie, improvise, take gambles (play the odds), hypothesize, and even react to the emotions of any humans nearby.

~ Otto Rattus ~

Otto is an anthropomorphic uplifted animal. In his case a dusky field rat. He is a genetic construct created by Geist as a streetwise field agent. Otto is a tough and wiry fellow, furry and smoothly muscled with dexterous clawed paws and a long naked tail. His strong featured face is dominated by darkly gleaming feral eyes and a sharp muzzle filled with razor sharp teeth. Otto stands some 5’ tall and weighs 75 pounds.

Fighting
Incredible
(40).
Health
130.

Agility
Incredible
(40).

Strength
Good
(10).
Karma
80.

Endurance
Incredible
(40).

Reason
Good
(10).
Resources
Poor.

Intuition
Amazing
(50).

Psyche
Excellent
(20).
Popularity
0.

- Thermal Vision @ Good

- Ultraviolet Vision @ Good

- Enhanced Sense (Vision) @ Good

- Enhanced Sense (Hearing) @ Excellent

- Enhanced Sense (Scent) @ Remarkable

- Enhanced Sense (Taste) @ Incredible

- Tracking @ Excellent

- Iron Will @ Good

- Armour Skin (Tough Hide & Dense Flesh) @ Good

- Recovery @ Remarkable

- Resistance (Cold) @ Incredible

- Protected Senses @ Amazing

- Resistance (Ageing) @ Monstrous

- Natural Weapons (Claws & Fangs) @ Remarkable

- Enhanced Ground Speed @ Good

- Hyper-Leaping @ Unearthly

- Climbing @ Excellent

- Swimming @ Poor

- Digging @ Poor

Thought Suppression ~ More of a learned ability than a true super power, this allows Otto to use his Psyche as a defence against detection by telepaths and similar mind-controllers. He also subtracts one from his initiative rolls (in addition to other modifiers) and can blindside people if he has initiative.

Quirks ~ Rapid Healing, Strong Bones (+3CS), Sturdiness, 3-D Sense, Alertness, Luckiness, Cyber-Neurosis, Bluntness, Honesty, Loner, Unattractiveness (-1CS). Most people who encounter Otto out on the mean streets assume that he is just a mutant, only those with some form of animal empathy may guess at his true nature.

Talents ~ Martial Arts A & E, Acrobatics, Tumbling, Criminology, First Aid, Repair/Tinkering, Trivia (New York City), Streetsmarts, Languages (English with French, Hindustani, Russian, and Yiddish).

As an urban scout, Otto is a naturally skilled and professionally trained lockpick, escape artist, thief, and cat burglar. His Agility is Amazing when engaged in such endeavours. He is also quite stealthy with the ability to move silently and hide in shadowy places with Amazing ability.

Contacts ~ Amazing Street, Good Criminal, Good Computers, Good Journalism.

Advanced Binoculars (20x Magnification, Laser Range Finder, Digital Camera, Image Stabilization), Fake Credit Card with Lockpicks, Pocket Commo, MiniCell Phone, Pocket Computer, Spiked Arm Bracer Left (Alternate Communicard), Three Airfoil Scatter Grenades, Two Airfoil Stun Gas Grenades (Remarkable Potency), Two Airfoil Combo-Grenades (Flash & Sonic), SkinFoam (One Can), Tissue Glue (Two Inject Tubes), Bone Glue (One Inject Tube), Military Belt Pouch, Trauma Shears, Tourniquet (2), QuikClot Powder, QuikClot Combat Gauze, Olaes Modular Bandage (2), Israeli Bandage (2), Steri-Strips, Medical Tape, Iodine Wipes, Burn Ointment.
Scatter Grenade: Floods Target Area and All Adjacent Areas with Smoke and Harmless Particles, Negates Normal Sight and IR/UV Vision with Excellent Intensity, All Feats at -2CS, Duration of Five Rounds. 
~ Lesser Minions ~

In addition his more minor constructed and created menials, Geist has a few more powerful minions about. There are android versions of the Dragon Man (same stats and abilities as the original Alchemical Version), Synthetic Hulks (Basic Version, See Cat’s-Paw), compact versions of the original TESS-One robot, engineering robots (as per Ultron-5, with -1CS on all mental attributes), cyborg agents (similar to Alyssa Lloyd from The Demolitionist), Androne Weimaraner and Doberman Pinscher Hounds (See ‘Dog’ in Judges Book), and even Androne Great Grey Owls (See ‘Eagle’ in Judges Book).

Some of the replicants and álfar clones carry Art Deco ray guns. These weapons have a range of 4 areas and stimulate the peripheral nervous system with Amazing intensity pain. Any living bring struck by this pain ray must resist with Endurance or becoming paralysed with rippling pain for 1-10 rounds.

Defence Robot:

	F
	A
	S
	E
	R
	I
	P
	H
	K

	Gd
	Gd
	Gd
	Gd
	Gd
	-
	-
	40
	-


Remarkable Null-Field, Good Lasers (Specially Modulated), Robotic Form (Immune to Mental Attacks and Biological Affects), Good Strength Plastics.

Replicant:

	F
	A
	S
	E
	R
	I
	P
	H
	K

	Gd
	Gd
	Gd
	Gd
	Ty
	Gd
	Pr
	40
	20


Remarkable Photographic Reflexes & Good Armour Skin.

Alfar Clone:

	F
	A
	S
	E
	R
	I
	P
	H
	K

	Ty
	In
	Pr
	Gd
	Gd
	Gd
	Gd
	60
	30


Remarkable Metabolic Resistance & Excellent IR Vision.

Android Dragon Man:

	F
	A
	S
	E
	R
	I
	P
	H
	K

	Gd
	Gd
	Am
	Mon
	Pr
	Pr
	Pr
	145
	12


Incredible Armour Skin, Monstrous Fire Generation (2 Area Range), Remarkable Strength Prehensile Tail, Good Winged Flight, Allergy (Quirk, Sonics at -2CS).

Synthetic Hulk:

	F
	A
	S
	E
	R
	I
	P
	H
	K

	Ex
	Gd
	Mon
	Mon
	Pr
	Pr
	Pr
	180
	12


Remarkable Body Armour & Feeble Teleport Self.

TESS-One Robot (Compact Version):

	F
	A
	S
	E
	R
	I
	P
	H
	K

	Ex
	Ty
	In
	Mon
	Ty
	Gd
	Pr
	141
	20


Amazing Body Armour, Amazing Concussion Blasts (Force Damage, 8 Area Range), Good Flight, Robotic Form (Immune to Mental Attacks and Biological Affects), Combat Programing (Martial Arts B & E).

Engineering Robot:

	F
	A
	S
	E
	R
	I
	P
	H
	K

	Ex
	Ex
	Rm
	Am
	Rm
	Ty
	Fb
	120
	38


Amazing Body Armour, Incredible Resistance (Heat, Cold, Radiation, Corrosives), Robotic Form (Immune to Mental Attacks and Biological Affects), Knowledge Programing (Engineering & Repair/Tinkering).

Cyborg Agent (Demolitionist):

	F
	A
	S
	E
	R
	I
	P
	H
	K

	Rm
	In
	Rm
	Am
	Gd
	Ex
	Gd
	150
	40


Unearthly Metabolic Resistance, Remarkable Regeneration, Gear (Intermesh Armour, Machine Pistol with Gecko Bullets, Powersurge Stun Club, Skymobile).

Androne Hound:

	F
	A
	S
	E
	R
	I
	P
	H
	K

	Gd
	Ty
	Ty
	Gd
	Fb
	Gd
	Fb
	32
	14


Excellent Body Resistance, Amazing Absorption Power (Electricity), Natural Claws & Fangs, Good Hyper-Hearing, Excellent Hyper-Olfactory, Remarkable Tracking, Good Techno-Telepathy (Communication with Cybernetics).

Androne Owl:

	F
	A
	S
	E
	R
	I
	P
	H
	K

	Gd
	Gd
	Pr
	Ex
	Fb
	Ty
	Fb
	44
	10


Excellent Body Resistance, Amazing Absorption Power (Electricity), Natural Talons & Beak, Good Hyper-Hearing, Excellent Hyper-Vision, Poor Winged Flight, Good Techno-Telepathy (Communication with Cybernetics).

~ Blitzkrieg ~

Until joining the Neo-Nazi’s, Gunter Boche of Fleinhausen was something of a misanthrope. He had difficulty making friends and he had no interest in sports. His one burning interest was Nazi history. His fierce devotion and undying loyalty to the cause brought him to U-Man’s attention and the Nazi Champion of WW II helped the lad to improve himself. The young man took up swimming, horse riding, and judo. With the recovery of the Iron Cross Armour, Morbius and U-Man agreed that Gunter Boche should wear it and become Blitzkrieg.

Gunter Boche has built himself up, under U-Mans guidance, until he is the perfect example of the wiry Aryan ideal, lean and athletic with thick blond hair and bright blue eyes. He is a focused yet genial gent.

Fighting........Good



(10).




Health............50.

Agility.........Excellent

(20).

Strength........Good



(10).




Karma.............500.

Endurance.......Good



(10).

Reason..........Good



(10).




Resources.........Remarkable.

Intuition.......Remarkable
(30).

Psyche..........Good



(10).




Popularity........-12.

Quirks ~ Ambidexterity, Learned Resistance (Toxins & Poisons), Sturdiness, 3-D Sense, Fanaticism (U-Man and Nazi Genosha), Gullibility, Honesty, Phobia (Coimetrophobia - Fear of Cemeteries).

Talents ~ Martial Arts A, Computers, Animal Training, Trivia (Nazi History), Languages (German and Afrikaans).

Contacts ~ Excellent Neo-Nazi Groups, Excellent Genosha, Good Military.

Iron Cross Armour ~ Created by Professor Franz Schneider, using revolutionary liquid circuitry, cold super-conductors, and magnetic repulsion systems. The Iron Cross Armour was worn by Helmut Gruler throughout WW II. It was hidden in a secret vault in Castle Vladistopol in Romania until late ‘96, when it was recovered by Morbius and U-Man in a covert raid. It was updated in mid '98 by Naga.

Fighting........Excellent

(20).




Health............175.

Agility.........Remarkable
(30).

Strength........Monstrous

(75).

Endurance.......Amazing


(50).

As reflected above, the Iron Cross Armour boosts the physical abilities of Gunter Boche to superhuman levels. He gains +1CS Fighting (Max = Remarkable), +1CS Agility (Max = Remarkable), +6CS Strength (Max = Monstrous), +4 Endurance (Max = Amazing).

Body Armour - The reinforced advanced steel alloy construction of the Iron Cross Armour provides Gunter Boche with Amazing protection from physical and energy attacks. In addition, it provides him with Unearthly protection from electricity and intense cold.

Flight - Gunter Boche can fly, via magnetic repulsion, at up to Excellent air speeds (10 areas per turn or 150 mph). While airborne, Gunter Boche gains +3 CS on all Dodging Feats. He can sacrifice airborne agility for speed – +2 with Remarkable air speed (15 areas per turn or 225 mph), +1 with Incredible air speed (20 areas per turn or 300 mph), +0 with Amazing air speed (25 areas per turn or 375 mph), and even -1 with Monstrous air speed (30 areas per turn or 450 mph).

Energy Projection - Gunter Boche can fire either electrical bolts or beams of intense cold from his gauntlets. These inflict Amazing Energy damage with a range of up to 8 areas.

Gas - Gunter Boche can release knockout gas of Amazing potency that floods his area. The gas is colourless and odourless, making it a very effective surprise attack. Gunter Boche can also release fire extinguishing vapours of Incredible intensity. Underwater, he may shoot obscuring clouds of synthetic octopus ink. These have Excellent intensity and fill the area he occupies and all adjacent areas.
Enhanced Senses ~ The Iron Cross Armour provides Gunter Boche with Excellent Thermal Vision, Typical Passive Sonar, and Good Protection from Sensory Overload.

Life Support ~ Gunter Boche can seal the Iron Cross Armour and breath tanked air for some two hours. The suit can withstand the rigors of deep sea diving and even orbital space. When sealed, Gunter Boche has Unearthly protection from any gas attacks.

Liquid Circuitry - If the Iron Cross Armour takes damage from heat or fire, Gunter Boche must make a Reason Feat based on the intensity of the remaining damage or else the circuits will fuse, rendering the Iron Cross Armour immobile and non-functional. The liquid circuitry is immune to EMP attacks (Class 1000 Resistance). This extends to any and all override attempts using electro-magnetic energies.

Body Costume ~ Gunter Boche wears a costume that is a bio-organic plastisized plant equivalent. It acts as a second skin when he armours himself as Blitzkrieg. This costume serves as a multi-threat filter and provides him with Unearthly resistance to terrestrial diseases & toxins. It also provides him with Good Absorption (Electro-Magnetic Spectrum).

~ Nazi Helicarrier ~

Having fallen into the hands of the Neo-Nazi leadership, the Helicarrier has been modified by the Scientific Citadel into a robotic entity. It is quite literally a floating aircraft carrier and fully self-aware. There are luxurious art deco accommodations aboard and the Neo-Nazi leadership uses the Helicarrier as a war room during emergency situations.

The entire Helicarrier has been repainted a dusky blue with prominent Nazi swastikas at key points. A shimmering Genoshan Woodland Falcon rides above the main forward windows.

The ‘brain’ of the Nazi Helicarrier is a mainframe version of the Roxxon Oil Spy Robot positronic brain. It was crafted by Naga as part of a reverse engineering project. Installation and intrinsic upgrading of the Nazi Helicarrier was an unforeseen advantageous result of those experiments.

The Nazi Helicarrier has a coolly logical self-awareness. It employs reason and judicious judgement in place of emotion. Serenely patriotic, it sees the Genoshan political system as the best model for itself and mankind.

Fighting........Remarkable
(30).




Health............260.

Agility.........Remarkable
(30).

Strength........Unearthly

(100).



Karma.............250.

Endurance.......Unearthly

(100).

Reason..........Excellent

(20).




Resources.........Good.

Intuition.......Monstrous

(75).

Psyche..........Amazing


(50).




Popularity........0.

Sensors ~ NH does not perceive the world as humans do. It’s senses are limited to – Incredible Ultraviolet Vision, Remarkable Circular Vision, Typical Telescopic Vision (250 Mile Range), Typical Remote Sensing (Kirlian Auras – 250 Mile Range), Typical Remote Sensing (Touch – 250 Mile Range), Incredible Energy Detection (250 Mile Range), Unearthly Environmental Awareness (10 Mile Range), Remarkable Radar Sense (1 Mile Range), Remarkable Passive Sonar (1 Mile Range), Monstrous Radiowave Control (6 Mile Range), Remarkable Radiowave Generation (8 Area Range), Incredible Communication with Cybernetics (Unlimited Range with Internet Links), Remarkable Danger Sense, and Remarkable Protected Senses. NH also possess Unearthly Weather Control (250 Mile Range). But only the detection and prediction aspects. NH can study and analyse the weather in great detail, but cannot manipulate it.

Air Control ~ There are six giant twin-bladed propellers integral to the structure of the Helicarrier that once provided lift and thrust. No longer needed for the original purpose, they have been modified and now provide NH with Air Control powers of Good intensity. Any unfavourable weather conditions can be significantly reduced and fog of Good intensity can be summoned. When thus shrouded in fog, NH appears to be nothing more than a cloud. Although capable of form fog into almost any cloud-shape, NH tends to cloak itself in a subtle puffy white cumulus cloud. It can also extend foggy cloud forms away from itself if desired. It uses thin wispy strands of storm grey cirrus cloud sweeping out around itself for dramatic affect.
Missile Creation ~ NH can spontaneously create and launch projectiles with Amazing ability. These force bubbles have a range of 20 areas. They inflict Amazing intensity stunning and disrupt electrical systems with Amazing intensity. They can affect phased individuals and vehicles.

Gravity Manipulation ~ NH can alter the attractive forces of gravity with Shift-Z ability at a range of some 50 miles. NH has developed the following power stunts.

· Flight at up to Shift-X air speeds (50 areas per round or 750 mph).

· Levitation as an attack with an Agility Feat against Shift-Y intensity needed to avoid the effects. Lifting speed is 100 areas per round or 1500 mph. This is also used at lesser power to get people and cargo up to NH.

· Incapacitating a foe by suddenly and drastically increasing their weight beyond their Strength's capacity to move. This can also be used to force aircraft down by increasing the overall weight beyond the aircrafts lift potential, and to sink ships by making the overall weight exceed buoyancy.

· Generation of an Unearthly intensity personal force field.

Electrical Manipulation ~ NH can manipulate and control electricity with Monstrous ability at a range of some 6 miles. NH has developed the following power stunts. It can quite literally alter the forces of atmospheric lightning.
· Remote control of any electrically actuated device with Monstrous ability.

· Healing damage through absorption of electricity, up to 75 points per round.

· Monstrous resistance to electrical attacks and electromagnetic pulses.

· Surrounding itself with a barrier of Monstrous intensity static electricity.

Electrical Generation ~ NH can create electricity with Monstrous ability. It can project this electrical energy up to 40 areas. NH has developed the following power stunts.

· Lightning bolts that inflict up to Monstrous Energy damage to a single target.

· Ball lightning that inflicts Amazing Energy damage to everything in the target area.

· Short circuit and destroy electrical systems with Monstrous ability.

· Disrupt electronic communications, such as radio, with Monstrous ability.

Absorption Power ~ NH constantly absorbs cosmic rays and solar energy with Shift-X ability. This energy is used to provide ‘sustenance’ and can also be used to self-heal. In normal conditions this occurs constantly at Good intensity, thus allowing NH to recover 10 points of heal every round. This ability can be used to absorb solar blasts and cosmic beams used as forms of attack. There is also an experimental Stark Incorporated arc reactor as backup.

Body Armour ~ NH is heavily armoured and reinforced throughout. This provides Incredible protection against physical attacks and Remarkable protection against energy attacks. The original structure of the Helicarrier has been reinforced and strengthened with the emplacement of Dwarf Star Alloy and Cavorite in strategic locations. Overall additional strengthening has been accomplished through the use of advanced carbon composite fibers, organic plastics, and certain aramid fabrics.

Internal Security ~ Given NH’s large size, the miles of passageways and dozens of rooms have automated electronic guardians spread throughout. These spidery robotoids act as something akin to an immune system. They are constructed from reinforced plastics and have an overall dusky blue hue. They have Good body armour, Good physical abilities, 40 Health, Typical Reason (Programming), wall crawling (Remarkable intensity), paralytic venom (Excellent intensity), and Good capacity claws (Excellent Edged Attack damage and Good shredding). When in passive mode, waiting for a threat to appear, they fold up into a three dimensional Nazi swastika. In this form, the unsuspecting often take them for odd wall decorations. All doors and hatchways throughout NH have Amazing material strength and are magnetically locked with Monstrous intensity.

Drones ~ The Helicarrier’s missile systems have been altered to support 90 robotic drones. These 3’ diameter spherical machines have Good body armour, Good physical abilities, 40 Health, and Typical Reason (Programming). When activated, they are sheathed in a fiery plasma (Remarkable intensity). This aura provides flight (Remarkable air speeds), fiery touch (Remarkable intensity), resistance to heat & flame (Remarkable intensity), and automatically melts materials of Good strength or less on contact. They are also surrounded by a Catalytic Control aurora that stops any and all internal combustion engines with Remarkable ability within 1 area. Chemical batteries are likewise drained of their potential charge.

Robotic Systems ~ The Nazi Helicarrier has extensive automated flight and repair decks that support 50 robotic fighter craft. There are also hordes of spidery maintenance robots constantly scuttling about these decks.

Robot Fighters ~ These sleek mottled grey aircraft have prominent voided crosses on their wings. They have Remarkable physical abilities and 120 Health. Their effective Reason is Excellent. They possess Shift-Y flight (100 areas per round or 1500 mph) and can pull high gee manoeuvres that would kill a living pilot. Their advanced ceramic structure provides them with Remarkable protection from physical attacks and Incredible protection from energy attacks. They have a laser cannon in the nose capable of inflicting up to Monstrous Energy damage with an effective range of 11 areas. There is an electron particle beam integral to each wing. Each inflicts up to Amazing Force damage with an effective range of 8 areas. These aircraft have Amazing protection from outside override and EMP effects.

These robotic aircraft have Excellent Enhanced Senses (Hearing and Sight {Infrared, Visible Spectrum, Ultraviolet}), Good Circular Vision, Monstrous Radar Sense (6 Mile Range), Remarkable Energy Detection (6 Mile Range), Incredible Radiowave Control (2 Mile Range), Remarkable Radiowave Generation (8 Area Range), and Incredible Computer Links (250 Mile Range).

Quirks ~ Natural Talent (Military) (+2CS), Reduced Healing, Alien Customs (Emotionless Machine Intellect).

Talents ~ Military, Repair/Tinkering, Trivia (Nazi History).

Contacts ~ Remarkable Military, Excellent Genosha, Excellent Neo-Nazi.

In 1899, Victorian Britain, Professor Joseph Cavor invents Cavorite, a substance that allows objects to deflect the force of gravity. He builds a spherical spaceship that travels to the Moon using the intrinsic anti-gravity properties of Cavorite. He and his companions explore to the lunar surface where they are captured by the insect-like Moon inhabitants, the Selenites, which live in huge cities beneath the Moon's surface.

Cavorite is impervious to gravity and can shield other materials from its effects. It is used to shield a craft from Earth's pull, allowing easy flight. It was named after its discoverer, Prof. Cavor, who used its levitational properties to travel to the Moon in 1899.

~ Inter-Continental Ballistic Missile System ~

Naga has modified the old SHIELD ICBM from the Helicarrier with Russian technology and thus created a deadly weapon of mass destruction. The launch vehicle is a three stage solid fuel ICBM that uses the Fractional Orbital Bombardment System (FOBS). There are four rugged Multiple Independently Targetable Re-Entry Vehicles (MIRVs) aboard. Each of the four MIRVs carries a 500 kiloton hydrogen bomb.

The Fractional Orbital Bombardment System (FOBS) was a Soviet ICBM program in the 1960s. After launch, the ICBM would go into a low Earth orbit and would then de-orbit for an attack. It had no range limit and the orbital flight path would not reveal the target location.

Upon re-entry the Genoshan ICBM deploys a cloud of metallised glass fibre chaff and a swarm of layered aluminium-&-mylar foil disc-shaped balloon decoys. These could well be UFOs. Additionally, the deliberate fragmentation of the final-stage rocket booster further clouds enemy radar. This confuses visual and radar tracking with Incredible ability.

As the MIRVs begin to descend, a cloud of burning non-explosive chemicals (Incredible intensity) is released from each. High-density capacitors also discharge artificial lightning bolts (Incredible intensity).

The ICBM and the MIRVs have advanced Electronic Counter Measures. This provides them with Amazing Invisibility against technological detection efforts, such as Radar and Sonar, as well as any other power which is being duplicated through electronic means. They also have Unearthly Resistance to outside override attempts.

The special refractory coating of the ICBM and the MIRVs provides them with Monstrous Resistance to Heat, Cold, Radiation, Magnetic, and Laser attacks and effects.

The onboard computer systems have Remarkable Reason, and are tied into the GPS network, roaming internet, cellular phone systems, weather satellite network, and even the NASA orbital astronomy network.

The ICBM is deployed from a self-propelled mobile launcher, equivalent to a heavy truck, capable of moving through roadless terrain and launching the deadly missile from any point along its route.

Type: Air/Space, Control: Monstrous, Speed: Shift-Z, Body: Remarkable, Protection: Remarkable. The ICBM and MIRVs dodge and evade with Monstrous ability.

The ICBM is currently configured to target Tel Aviv, Israel. One of the MIRVs is programmed for a surface burst, one for an airburst, one will target Holon with a surface burst, and the last with target Ramat Gan with a surface burst.

~ Justin Hammer ~

Fighting........Typical


(6).




Health............56.

Agility.........Excellent

(20).

Strength........Good



(10).




Karma.............500.

Endurance.......Excellent

(20).

Reason..........Remarkable
(30).




Resources.........Incredible.

Intuition.......Good



(10).

Psyche..........Excellent

(20).




Popularity........10.

Quirks ~ Natural Talent (Business/Finance) (+2CS), Likeability (+2CS), Reputation (Superb Middleman & Packager), Greed, Insomnia, Jealousy, Enemy (War Machine & Ho Yinsen Industries of Detroit), Snob.

Talents ~ Sharp Weapons (Foils and Fencing), Law, Business/Finance, Journalism, Criminology, Resist Domination, Trivia (Horses), Animal Training (Only Horses), Languages (English, French, German, and Greek).

Contacts ~ Amazing Business World, Incredible Engineering, Incredible Genosha, Remarkable Street, Remarkable Criminal, Excellent Journalism, Excellent Neo-Nazi, Good Law Enforcement, Good Computers (Information Technology), Good HYDRA, Good Monaco, Good Madripoor, Good Arab League.

~ Justin Hammer’s Resource Raiders Strike Force ~

Titania (Mary MacPherran) - Transport Boots.

Absorbing Man (Carl “Crusher” Creel) - Transport Boots.

~ Naga ~

Naga is a hairless 5'9" humanoid, long and lean with smooth muscles that ripple just below his dusky yellow-brown skin. His face is wide with a broad, flat nose and a sweeping brow ridge above slitted fiery yellow eyes.

Naga is the creation of Z.C., based upon the researches of Arnim Zola, unstable molecules, and Z.C.’s own original construction. An implanted biological computer system with an integrated Spyeye Tracker acts as Naga’s brain. Power is obtained by direct electrical absorption, although some solar cells have been implanted along his spine as a backup.

Fighting............Incredible
(40).


Health............150.

Agility.............Incredible
(40).

Strength............Remarkable
(30).


Karma.............500.

Endurance...........Incredible
(40).

Reason..............Incredible
(40).


Resources.........Incredible.

Intuition...........Incredible
(40).

Psyche..............Incredible
(40).


Popularity........-5.

Body Armour ~ The highly malleable and molecularly unstable nature of Naga’s form gives him Remarkable protection against physical and energy attacks.

Regeneration ~ Naga heals with Excellent ability. Wounds quickly close and, with time, he can even regrow large areas of lost tissue, especially severed limbs. Thus he recovers 2 points of Health every round.

Shape Shifting ~ Naga can radically modify his form within very broad limits (size change of +/- 50%), to the point where he can resemble other objects or beings. He literally becomes the chosen object or being to all appearances (touch, taste, et. al.). If subjected to close scrutiny, the investigator can match their Intuition against Naga's Incredible Power.
As an established power stunt, Naga can assume a dragonish form. He grows savage claws and razor-sharp fangs of Incredible material strength, his hide becomes golden and scaly boosting his protection to Incredible, he develops gliding membranes of Excellent intensity, a sturdy prehensile tail forms, along with a broad and snouted head with massive jaws, prominent forked tongue, and an elongated powerful body.
Further, he can separate hydrogen from the atmosphere using his electrical powers and thus create impressive but largely harmless puffs and plumes of flame. Inflating himself with hydrogen gives Poor True Flight.
Electrical Manipulation ~ Naga can manipulate and control electricity with Monstrous ability at a range of 6 miles. He has developed the power stunts of remotely controlling any electrical device, Monstrous resistance to electricity, healing himself by absorbing electrical energy, and detecting electricity within a 6 mile sphere centred upon himself. He frequently uses this last ability to trace active cabling runs and circuit pathways.

Hypnotic Voice ~ Naga possesses a voice modulating system, based on the designs of the late Professor Torrence Humble, with intrinsic qualities that permit a hypnotic domination of anyone's conscious and subconscious thoughts. The bulk of Naga's commands are sub-verbal in nature (it's not what is said, but how it is said). The modulator can affect anyone within earshot, although the optimum effect occurs within twenty feet. The intensity of the hypnotic voice decreases -1 CS for each additional twenty feet.

Everyone within range must make a Psyche Feat against Amazing intensity in order to resist failing under the effect of Naga's hypnotic voice. Failure means complete submission to Naga's commands. Victims of the hypnotic voice can make a new attempt to resist every ten rounds. If a victim gets beyond the sound of the hypnotic voice, they can attempt to resist every five rounds.

The hypnotic voice's range can be extended by mechanical means, like telephones and radio, and retains a Remarkable intensity. Reproduction of the hypnotic voice is not quite as dangerous and the overall intensity is only Good.

The hypnotic voice cannot control someone who cannot hear it. Those that are deaf or those with significantly altered senses are immune. Soundproofing, loud noises, and simply getting out of range are effective tactics against the hypnotic voice.

Dream Control & Travel ~ Naga can enter the Dimension of Dreams with Incredible ability at will. He can take up to 40 people with him. Naga can alter the reality of the Dreamscape with Incredible ability and bend it to his desires. He can influence an area that forms a sphere with a radius of 40 miles. Anyone going beyond this area of effect will enter the Dimension of Dreams proper. Naga can abandon people and strand them in the Dreamscape if he so desires. Naga can track down sleeping individuals within 250 miles using a variant of Telelocation. He can enter the dreams of such people and pass on messages, although these communications tend to be somewhat cryptic. Naga has Incredible resistance to any attacks that employ dreams or nightmares. This resistance extends to attempts to find Naga by psychic, dream travelling, or other metaphysical means.

Spyeye Tracker ~ This device is an invisible energy construct that nestles within Naga’s biological computer brain most of the time. It effectively functions as a sensory / power extension for Naga. It has an effective material strength of Excellent, although the devices density is considered Shift-0. It can fly at up to Good air speeds (8 areas per turn or 120 mph), has Remarkable Invisibility (Physics), possess simulated human senses, and allows Naga to manifest any of his other powers through it. Naga's communication links with the Spyeye Tracker are maintained by a combination of gravity ripple and tachyon technologies. Whenever separated, Naga’s Intuition drops to Remarkable.

Quirks ~ 3-D Sense, Alertness, Mechanical Aptitude, Static, Assistant (Partner in Crime, Sunfire Clone), Sensory Decrease (Olfactory), Honesty, Mania (Hypomania), Disgusting Personal Habits (Approves of Slavery and Actively Promotes It), Unattractiveness (-1CS).

Talents ~ Aerial Combat, Martial Arts D, Law, Business/Finance, Engineering, Archaeology, Computers, Repair/Tinkering, Languages (German with English, Italian, Japanese, and Russian).

Contacts ~ Incredible Neo-Nazi Groups, Incredible Genosha, Remarkable Journalism, Remarkable Espionage, Remarkable Neo-Nazi, Excellent Criminal, Excellent Street.
Tool Blade ~ Naga carries a Power Broker Incorporated energy blade that inflicts Remarkable Energy damage and has Remarkable material strength on his right hip in a reactive plastic sheath. Additionally, it can be employed as a welding and cutting tool. It can also be used as a multifunction illumination device with either of two settings - Typical Intensity Visible Light with 2 Area Range or Remarkable Intensity Visible Light with 3 Area Range. The casing of the weapon is a deep metallic red.

Naga has an unusual hobby, he enjoys collecting flying saucers. He currently has three operational craft, all of Earthly origin. He is very keen on acquiring some alien craft, such as a Skrull Saucer-Ship and/or a Zebulon Cruiser.

Doctor Doom's Saucer-Ship: This futuristic vessel looks like a gold and silver flying saucer with a dorsal fin and two stunted wings. It contains two small decks. The upper deck is the master control room, while the lower is a large cargo hold.

Type: Space; Control: Remarkable; Speed: Shift-Z (Atmospheric) / Class 1000 (Space – STL Drive); Body: Excellent; Protection: Excellent; Armament: Laser Cannon (Monstrous Energy Damage with a 40 Area Range); Options: Remarkable ECM, Remarkable Invisibility (Physics), Remarkable Stealth, VTOL.

Serpent Society's Serpent Saucer - Type: Air; Control: Excellent; Speed: Remarkable; Body: Remarkable; Protection: Good; Armament: Laser Guided Plasma Cannon (Incredible Force Damage with an 11 Area Range, Excellent Magnetism and Excellent Electricity Side-Effects); Options: VTOL.

Hulkbuster Initiative Flyer - Type: Air; Control: Typical; Speed: Incredible; Body: Remarkable; Protection: Remarkable; Armament: Hypersonic Screamers (Unearthly Sonic Damage with a 2 Area Range); Options: VTOL.

~ U-Man ~

Fighting........Incredible
(40).




Health............195.

Agility.........Remarkable
(30).

Strength........Monstrous

(75).




Karma.............500.

Endurance.......Amazing


(50).

Reason..........Excellent

(20).




Resources.........Incredible.

Intuition.......Excellent

(20).

Psyche..........Remarkable
(30).




Popularity........-12.

Water Freedom ~ U-Man’s body is well adapted for life at any depth of the ocean. Due to the modified chemical makeup of his skin he can move through the water as effortlessly as a hawk moves through the air. His body alters its own pressure to match that of whatever depth U-Man is in. His eyes are adapted to focus in water, and are slightly more sensitive to the blues and greens of the visual spectrum. All of this combines to also provide U-Man with Incredible resistance to cold, Excellent protection from physical attacks, and Typical protection from energy attacks.

Water Breathing ~ Although humanoid, U-Man possesses gills not lungs. He is able to extract dissolved oxygen from the Earth’s oceans and rivers, but “drowns” in open air. WWII Nazi experiments have increased the amount of time that he can remain on land, but he is not amphibious.

Hyper-Swimming ~ U-Man can swim with Excellent ability, providing him with waterborne speeds of up to 75mph (5 areas per turn).

Longevity ~ The same WWII Nazi experiments that have helped him adapt to life out of water have also enhanced his already significant Atlantean lifespan. He also gains +1CS on all rolls against Diseases and Toxins.

Quirks ~ Fighting Logistics, Adrenal Surge, Fame (Golden Age Nazi), Bully, Fanaticism (Nazi), Rudeness.

Talents ~ Martial Arts A / B / E, Military, Chemistry, Biology, Physics, Occult Lore, Repair/Tinkering, Leadership, Trivia (Nazi History), Languages (Atlantean, German, English, Afrikaans).

Contacts ~ Incredible Neo-Nazi Groups, Incredible Genosha, Good Street.

~ Morbius ~

Fighting........Remarkable
(30).




Health............140.

Agility.........Remarkable
(30).

Strength........Remarkable
(30).




Karma.............600.

Endurance.......Amazing


(50).

Reason..........Remarkable
(30).




Resources.........Amazing.

Intuition.......Excellent

(20).

Psyche..........Amazing


(50).




Popularity........-12.

Pseudo-Vampirism ~ Although he is not an actual undead vampire, Morbius has some vampiric abilities and requires fresh blood to replenish his own. He needs to make a Psyche Feat roll once a day or be forced to hunt down human prey for blood. Unless he takes steps to prevent it, his victims become pseudo-vampires (Amazing intensity disease). To avoid this, Morbius usually injects them with an antidote of his own devising. This antidote is ineffective on Morbius himself however.

Claws & Fangs ~ At will, Morbius can convert his finger nails into classic vampire claws and extend his canine teeth into fangs. These natural weapons have Excellent material strength. Morbius can inflict up to Incredible Edged Attack damage with these natural weapons and can shred materials with Excellent ability.

Regeneration ~ Morbius possesses Amazing regenerative powers and regains 5 points of Health per round. This power seems to function even when his Health is reduced to 0. He has Unearthly Endurance for Feat rolls against poisons, gases, drugs (including alcohol), and all known diseases. Morbius automatically recovers from lost Endurance at one rank per day.

Gliding ~ Morbius can glide with Poor ability. He can only gain altitude on a Red Agility Feat, but he can maintain his currently 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. Morbius’ top air speed is 4 areas per turn or 60mph.

Heightened Senses ~ Morbius can scent blood, even within a living being, with Incredible ability at a range of 2 areas. His advanced vision negates the modifiers for conditions of darkness with Monstrous intensity.

Quirks ~ Fame (Modern Nazi Intellectual), Likeability, Fanaticism (National Socialism), Repugnant Personality (Immoral Nazi).

Talents ~ Medicine, Biology, Chemistry, Sleight of Hand, Occult Lore, Trivia (Stage Magic), Leadership, Languages (English with German and Afrikaans).

Contacts ~ Amazing Neo-Nazi Groups, Amazing Genosha, Remarkable Journalism, Remarkable Medical, Excellent Street, Excellent Criminal, Good Neo-Nazi, Typical Occult Lore, Poor Espionage.

Nullatron ~ Morbius carries a polished ebony walking stick with a wrought silver skull pommel. The eyes of the skull are carved blood red crystals. This cane houses a modified Nullatron. A device created by scientists in Nazi occupied Europe who were slain by the Red Skull after inventing the device. The original Nullatron was used to subvert the wills of Allied agents, including the Invaders, but was destroyed by that group.

The blue prints were hidden in a secret vault in Castle Vladistopol in Romania until late ‘96, when they were recovered by Morbius and U-Man in a covert raid.

The Nullatron increases psionic powers to the point where the user can hypnotise large groups of people. The device raises the users Psyche by +3CS. The increased Psyche is also the intensity of the hypnotism power. Range is 3 areas and an unlimited number of people can be affected. The Nullatron allows the user to mentally project hypnotic commands without speaking. When victim’s awaken from their trance, they remember nothing of their activities. Morbius can substitute his own suggestions in place of their lost memories.

Weather Manipulation ~ Morbius employs a variety of gas pellets to simulate weather control abilities. He can flood his area with Good intensity fog, summon electrostatic ball lightning that inflicts Good Energy damage and can effect up to 3 adjacent targets, and chill ambient water from the atmosphere to produce a cloud of freezing rain of Good intensity.

Hunting Dagger ~ Morbius carries an ornate golden hunting dagger that is of Asgardian origin. It has Unearthly material strength and is smeared with the regenerating venom of the legendary Midgard Serpent. Anyone wounded by the blade must make an Unearthly intensity Endurance Feat or begin losing Endurance Ranks at the rate of one per round as the mystical poison devastates their body.
Robotic Bats ~ To reinforce his image as a vampire, Morbius employs robotic bats of his own creation. These robots appear as living black vampire bats with glowing red eyes. Constructed from reinforced carbon plastics, they have Remarkable body armour, Good physical abilities, 40 Health, Typical Reason (Programming), flight at up to Good air speeds (8 area per turn or 120 mph), and Good intensity fangs (Excellent Edged Attack damage and Good shredding). They have an artificial circulatory system filled with imitation blood, so that wounds upon them appear “real”. If rendered non-functional, the robotic bats dissolve into an evil smelling bloody slime.

Wolves ~ To further reinforce his image as a vampire, Morbius is frequently accompanied by wolves trained by Gunter Boche. Thanks to Doctor Karl Malus, they have some bionic enhancements. These wolves have the following abilities:

Fighting........Remarkable
(30).





Health............120.

Agility.........Incredible
(40).

Strength........Incredible
(40).





Karma.............38.

Endurance.......Good



(10).

Reason..........Typical


(6).





Resources.........Nil.

Intuition.......Remarkable
(30).

Psyche..........Feeble


(2).





Popularity........0.

These wolves are black timber wolves from the primeval forests of Germany. They have superior senses of smell and hearing, and can track with Excellent ability. Their teeth and claws allow then to inflict Edged Attacks. They have Incredible protection from physical attacks, Excellent protection from energy attacks, and Excellent resistance to toxins.

Doctor Karl’s Cyborg Implants: Dermal Plating IV, Filtration Systems, Muscle Replacement III, Auto-Injector (3 Doses of Excellent Intensity Alchemical Healing Elixir, Activates at 60/40/20 Health), Cerebral Booster II.

Morbius owns seven 1950s BMW 503 grand touring automobiles - Blue Cabriolet, Green Coupe, Grey Coupe, Pistachio Cabriolet, Red Cabriolet, Silver Coupe, Wine Coupe. He swaps cars often and it is difficult to keep track of who is driving what on any given day.

~ Cosmic Cube ~
Recovered from Exile Island, this artefact of eldritch origin was employed by the Red Skull during World War II. It is a flawed facsimile of the genuine Cosmic Cube, created by the Monk of the Green Hands or perhaps Utgard-Loki.

Morbius keeps it in an ornate Art Deco casket of pure Adamantium, sealed with a magnetic lock of Monstrous strength and complexity. This is augmented by two mechanical locks of Amazing complexity and strength. There are three crystalline keys for these secondary locks. Morbius has one, Naga has another, and U-Man has the third.

The user of the Cosmic Cube can employ the following powers with an intensity equal to their Psyche +3CS. The users Reason and education also play a part, as a detailed knowledge of physics and chemistry is required to gain the most from the various manipulations and transformations.
- Cosmic Energy Manipulation

- Omniscience

- Force Field Generation

- Biophysical Control

- Transmolecular Conversion (Energy Conversion with Molecular Conversion)

- Telereformation
Any time that the Cosmic Cube is employed or even just physically touched the user must succeed at an Amazing Psyche Feat of suffer subtle changes due to gradual Body Transformation – Others (Physiological), Imbuing (Objects and Beings), and the acquisition of various Mental Quirks (Rank Increase, Attitude, Bully, Rudeness, Stubbornness).
Any being coming into contact with the Cosmic Cube that has Astral Powers, Dream Powers, Dimensional Travel Powers, Free Spirit, Serial Immortality, or similar powers must succeed at a Monstrous Psyche Feat or be absorbed by the Cosmic Cube. This effect is a variant of the Spirit Storage power. Magical spell casters with abilities along the same lines are also susceptible to the dread influence of the Cosmic Cube.

Those captured and absorbed by the Cosmic Cube find themselves trapped in a pocket dimension within the Cosmic Cube itself. This world is a gritty and heavily urbanized city, based loosely upon a cinematic 1930's San Francisco. It is usually overcast and often raining, and the whole sprawling place has an undeniable Film Noir feel to it. The inhabitants, both real and constructed, appear as various gangsters, usual suspects, animals, objects, and/or weapons of the period.

Those looking deeply into the shimmering and shifting blues of the Cosmic Cube may occasionally catch a glimpse into this other world. Most often these glimpses are of a wind-swept and rainy street scene, and include a figure in the shadows. An authoritative and charismatic gentleman of frigidly upright stature with an undeniable presence and power.

~ Typical Genoshans ~
Genoshan Citizen
	F
	A
	S
	E
	R
	I
	P
	H
	K

	Ty
	Gd
	Ty
	Gd
	Gd
	Gd
	Gd
	32
	30


Rapid Healing, Sturdiness, Bluntness, Fanaticism (Genosha).
Martial Arts A, First Aid (Health & Herbalism), Repair/Tinkering, Languages (German with Afrikaans & English).

Genoshan University Graduate
	F
	A
	S
	E
	R
	I
	P
	H
	K

	Ty
	Gd
	Ty
	Gd
	Ex
	Gd
	Gd
	32
	40


Rapid Healing, Sturdiness, Bluntness, Fanaticism (Genosha).

Martial Arts A, First Aid (Health & Herbalism), Repair/Tinkering, Languages (German with Afrikaans & English). Plus 1 Professional or Scientific Talent.
Genoshan Military
	F
	A
	S
	E
	R
	I
	P
	H
	K

	Ex
	Gd
	Ty
	Gd
	Gd
	Gd
	Gd
	46
	30


Rapid Healing, Sturdiness, Bluntness, Fanaticism (Genosha).

Guns, Martial Arts A, Military, Pilot or Driving or Boat Pilot (Dependent Upon Service Branch), First Aid (Health & Herbalism), Repair/Tinkering, Languages (German with Afrikaans & English).

Genoshan Wizard
	F
	A
	S
	E
	R
	I
	P
	H
	K

	Ty
	Gd
	Ty
	Gd
	Gd
	Gd
	Rm
	32
	50


Rapid Healing, Sturdiness, Bluntness, Fanaticism (Genosha).

Martial Arts A, Occult Lore, First Aid (Health & Herbalism), Repair/Tinkering, Languages (German with Afrikaans, Arabic, English, & Greek).

Disciple Magician with Incredible Force Field Versus Hostiles (Personal Energies), Remarkable Eldritch Shield (Personal Energies), Remarkable Matter Animation – Air (Universal Energies), Excellent Soulfire (Rangsabb), and Excellent Summoning (Shuma-Gorath).
~ Philipp Jakob Meisterhans ~

Philipp Jakob Meisterhans is the enduring end result of an experiment to invest a living human test subject with the extradimensional energies of Ectoplasm. Needless to say, the endeavour went drastically awry.
On the Winter Solstice in 1860, wandering Swiss scholar Philipp Jakob Meisterhans is abducted while investigating possible Viking archaeological sites in Derbyshire by Lady Sylvia Marsh, immortal priestess to the snake god Dionin. Instead of Ectoplasm, Meisterhans was bathed and irradiated with energies drawn from the Realm of Death. Managing to escape, due in no small part to his newly enhanced strength, he has wandered the world ever since.
Over the years, Herr Jakob has absorbed hundreds upon hundreds of deadly diseases and he even possesses many diseases that have disappeared over time. Such as the Spanish flu of 1918, the Asian flu of 1957, and the Hong Kong flu of 1968. Aside from absorbing diseases from the ill, Herr Jakob has specifically sort out various specific deadly agents. In the 1940s, he poked around on Gruinard Island (Scotland) and Horn Island (Mississippi). In 1993, he travelled overland to Vozrozhdeniya Island and explored the recently abandoned township of Kantubek. In 1995, he also accessed the Israel Institute for Biological Research and the Roodeplaat Research Laboratories.
Herr Jakob is extraordinarily well educated with a facility for both the humanities and the sciences. Academically, he holds a Bachelor of Science (Architecture) and a Master of Science (History and Philosophy of Knowledge) from the ETH Zurich, both gained in his youth. He also possesses a Master of Science (Geography) from the University of Fribourg (1890), a Doctor of Philosophy (Languages) from the University of Tübingen (1930), a Doctor of Letters (Languages) from the University of Toulouse (1936), and a Master of Science (Biology) from the Nagoya University (1976).

Herr Jakob has major investments in shipping, railways, road transport, media, and wine. He also trades currencies and has substantial holdings of gold bullion, precious gemstones, and naturally coloured diamonds in over a dozen European countries.

He enjoys investigating the odd-&-unusual, strange mysteries, ghost sightings, supposedly haunted graveyards, abandoned old buildings, ancient monuments, and the like. He also has an academic interest in magic, alchemy, extra-sensory perception, supernatural powers, spiritualism, astrology, spiritualism, divination.
Although possessed of vast and deadly powers, Herr Jakob is a pleasant and friendly gentleman with a certain old world charm. He treats everyone with courtesy and expects the same in return. He also displays a certain dry wit and a fine sense of irony. He has an open and inquiring mind with a certain artistic slant. If crossed however he can be quite vindictive and deadly.
Physically, he is a suave and athletic man of some 6’ in his early 30s. He has a light Caucasian complexion with just a hint of ivory. He wears his sandy brown hair cut fairly short and slicked back with Brilliantine. His forehead is high and his cheekbones strong. A luxuriant light chestnut brown beard with curling mustachios shrouds his lower face. His eyes are a deep purple that glitter strangely when lit by firelight.

In the 1860s, he is in British Indian and British Burma. Visiting Rangoon in 1861, he spends a few pleasant afternoons chatting with Bahadur Shah II. He travels the length and breadth of the subcontinent and also spends a year in and around each of Amritsar, Udaipur, and Madras. During this time, he publishes over a dozen learned works in English on the Mughal Empire, Lodi Dynasty, and Indian Architecture.
In the 1870s, he is wandering in the fading elegance of the Ottoman Empire.
In the 1880s, he is variously in the Nordic Lands, Germany, Switzerland, and Italy. He takes time out to translates and publish his previous works on the Mughal Empire, Lodi Dynasty, and Indian Architecture into French and German.
In the 1890s, he is in Switzerland, France, Denmark, and England, mainly Paris and London. He undertakes art classes in drawing using a variety of materials. He also explores the urban sprawl at length. During this time, he meets with Claude Monet and commissions the great artist to paint a series of 36 paintings depicting the Ancient Roman Ruins of France.
The early years of the 20th Century find him in Singapore. There he publishes some twenty scholarly works on Architecture, Languages, and Archaeology in English, French, and German. He also indulges in fiction and writes four novels concerning military actions and intrigue in Roman England in German.
During most of World War I, he is in Europe acting as a neutral journalist (NZZ). Here he encounters Count Orlok, Kharis the Mummy, Zoltan (Hound of Dracula), Pierre Verdun (Werewolf), The Red Man, and Frankenstein’s Monster.

The 1920s and 1930s find him in Europe, mainly in Nordic Lands, Germany, and France. He attends each and every Nuremberg Rally from 1923 to 1938. During this time, he makes a point to meet with Wynford Dewhurst in England and commissions the great artist to paint a series of 36 paintings depicting the Ancient Roman Ruins of Britania. He also expands his already impressive art and artefact collection at this time.
During most of World War II, he is in North Africa acting as a neutral journalist (NZZ). Here he encounters and aides a lost and starving Günther Totenkopf. They grow to be close friends and have remained so ever since.

Herr Jakob explores the legacy of Ancient Rome in the 1950s and 1960s, all the way from England to Assyria. While in Alatri, he takes the time to translate his four old novels concerning Roman England into English, French, and Italian. In 1968, he spends the summer in Canada at L'Anse aux Meadows.
In the 1970s, he tours extensively throughout Russia and Japan. During these travels he writes a series of popular travelogues in English, French, and German. Excepts are also published in a number of popular newspapers.
In the 1980s, he is on the Turkish Riviera. Using his various powers to cure the diseases of the idle rich and business elite. This gives him the ready cash to fund his own unique luxury ocean yacht.

Recently, he has ended up on Genosha, finding it to be the one place in all the world where he is left in peace and not treated as either a pariah or a healing demigod. He is held in awe by some locals however, as he actually met and chatted with Adolf Hitler on three separate occasions.
Fighting........Remarkable
(30).





Health............140.

Agility.........Remarkable
(30).

Strength........Remarkable
(30).





Karma.............140.

Endurance.......Amazing


(50).

Reason..........Incredible
(40).





Resources.........Incredible.

Intuition.......Amazing


(50).

Psyche..........Amazing


(50).





Popularity........35.

- Plague Carrier @ Unearthly (*)

- Affliction (Wasting Disease, Disease Remission, Mind Rot) @ Monstrous
- Life Detection @ Monstrous
- Genetic Perception @ Amazing
- Environmental Awareness @ Amazing
- Weakness Detection @ Good

- Danger Sense @ Unearthly

- Longevity @ Monstrous
- Self-Revival @ Monstrous

- Recovery @ Monstrous
- Resistance to Toxins and Poisons @ Unearthly

* Herr Jakob has been absorbing diseases for well over a hundred years. If you can think of a disease, he has it ready for use. He has everything from the most mild illnesses to plagues of deadly and devastating affect. He even has enhanced and adapted weaponised bio-agent variants of many diseases. Of most danger to others is his ability to release Virus X (M.O.D.O.K.) and the Legacy Virus (All Four Forms).

Quirks ~ Natural Talent (Occultist @ +1CS), Rapid Healing, Sensory Increase (Can Hear Infrasound), Alertness, Fame (Disease Pariah & Healing Demigod @ +1CS), Luckiness, Allergy (Chaos Magic @ -1CS), Sensory Decrease (Hearing, Low Range Great, Upper Range Bad), Synesthesia (Spatial Sequence Synesthesia), Honesty (Almost Never Lies @ -2CS), Enemy (Rich and Powerful People, Seek to Enslave, Believe Herr Jakob Holds Secret of Immortality).
Talents ~ Business/Finance, Journalism, Criminology, Biology, Genetics, Archaeology, Occultist, Mesmerism and Hypnosis, First Aid, Repair/Tinkering, Trivia (Linguistics), Streetsmarts, Languages (German with English, Danish, French, Italian, Russian, Hindustani, Tamil, Japanese, Ottoman Turkish, Mughal Persian, Classical Latin, Ancient Greek).
Contacts ~ Monstrous Journalism, Amazing Street, Remarkable Occult Lore, Remarkable Criminal, Remarkable Law Enforcement, Good Espionage (Various Weird Happenings Bureaus), Good Business World, Good Archaeology, Good Living History and Re-Enactment Societies, Good Artist (Art Gallery Scene), Good Performing (Theatre Scene), Good Political (Genosha). 

Oakley Half Jacket 2.0 Sunglasses, Division Del Norte Deerskin Jacket, Silk and Satin Emerald Vest, White Cotton O. C. Smith Shirt, Black Paisley Silk and Leather Suspenders, Black Canvas Trousers, Black Leather Tanker Boots.

Herr Jakob likes to keep things simple, and as such his underwear runs to Fruit of the Loom forest green cotton-blend tee shirt, boxer briefs, and heavy-duty socks.
Black Heavy Duty Cotton Canvas 10 Pocket Utility Belt, Hand Sanitizer, Black Nitrile Disposable Gloves, Betadine Ampoules, Pack of Steri-Strips, Burn Dressings, Sterile Gauze Pads, Roll of Surgical Tape, Woven Gauze Bandage Roll, Elastic Bandage Roll, Israeli Bandage, Quik-Clot Sachet, Several Tabs of Mersyndol Forte, Six Morphine Syrettes, Parachute Cord (10’ Coil in Black), X-Acto Knife, Swiss Tech Micro-Max Xtreme, Tool Logic Clear Blue ICE Companion, Victorinox Translucent Sapphire SwissCard Lite, Small Halogen Flashlight, Nokia 7110 Mobile Phone, Tube of Jellied Acid (Monstrous Intensity), Airfoil Smoke Grenade, Airfoil Concussive Grenade, Airfoil Sonic Grenade, Colibri T-Series Talon Lighter (Satin Chrome & Blue Translucent), Consumer Fireworks (Four Packs of Throwdowns, Blue Smoke Balls, Pack of Party Sparklers, Several Cherry Bombs, Various Air Bombs), Smith & Wesson Centennial Airweight (Revolver, Enclosed Trigger, Custom Grip, Matte Black Finish, Holds Six .32 Magnum Rounds, Loaded with Gecko Bullets).
*******

Swiss Tech Micro-Max Xtreme (4mm Allen Driver, 5mm Allen Driver, 6mm Allen Driver, 1/4" Closed End Wrench, 7/16" Closed End Wrench, #0 Phillips Driver, #1 Phillips Driver, #2 Phillips Driver, #0 Flat Driver, #1 Flat Driver, #2 Flat Driver, Pliers, Wire Cutter, Wire Stripper, Wire Crimper, Hand Drill, File, Bottle Opener, Inches Ruler, Inches Ruler Extension, MM Ruler, MM Ruler Extension).

Tool Logic Clear Blue ICE Companion (Bottle Opener, Can Opener, 2" Serrated Utility Blade, 8x Magnifying Lens, Compass, Ruler, Toothpick, Tweezers).
Victorinox Translucent Sapphire SwissCard Lite (Letter Opener Blade, Stainless Steel Pin, General Screwdriver, Screwdriver 3mm, Screwdriver 5mm, Phillips Screwdriver for Ph1 and Ph2, Scissors, Nail File, Tweezers, Toothpick, Pressurized Ballpoint Pen, Magnifying Lens, White LED, Centimetre Ruler, Inch Ruler).
*******

Herr Jakob holds a number of unique gemstones, all kept as jewels without inclusion in jewellery – Ocean Dream Diamond (5.51 Carats, Deep Blue-Green), Florentine Diamond (137.27 Carats, Pale Yellow-Green), Ruspoli Sapphire (135.8 Carat, Delicate Blue), Mogul Mughal Emerald (217.80 Carats).

*******

Spatial Sequence Synesthesia: A special form of the condition, in which people tend to see all numerical sequences they come across as points in space. For instance, the number 1 might be farther away and the number 2 might be closer. A new study shows that those with SSS have superior memories. They were able to recall past events and memories far better, and in far greater detail than those without the condition.

1989 Porsche 959 (Sports Car, Road Vehicle, Excellent Control, Remarkable Speed, Excellent Body, Excellent Protection). Options: Komfort, Unique Green Exterior, Black Interior, Armour at Level III, Ram Bumpers, Puncture Proof Tires, Chapman Protection System, Heads-Up Display, Navigation Tracking & Warning Detection System, Radar System, Frequency Scanner.

1995 Helicopter Car Shell (Folds Up Around Porsche, Mostly Experimental Plastics, Coaxial Rotors, Twin Ducted Fans for Enhanced Forward Thrust, AVX Inspired) (Rotor Craft, VTOL Air Vehicle, Excellent Control, Amazing Speed, Remarkable Body, Remarkable Protection). It utilises a multiple-fuel-cell electric power plant with platinum catalysts.
1980s Luxury Ocean Yacht (Ned Ship Group of Antalya in Turkey) (Luxury Cruiser, Water Vehicle, Excellent Control, Incredible Speed, Remarkable Body, Excellent Protection). An aerodynamically shaped force field of Remarkable intensity can protect the helicopter pad and any vehicle there as need and does not reduce ship performance. It utilises a military multi-fuel internal combustion pistonless rotary engine for power and propulsion needs.
Forward Lounge (Good Living Room Package + Sundeck), Luxury Cabins (Four), Crew Cabins (Four), Sick Bay (Remarkable Medical Package), Utility Space (Incredible Workshop Package + Remarkable Laboratory Package), Study (Remarkable Library Package + Remarkable Communications Room + Remarkable Office Package + Personal Computer), Galley (Remarkable Kitchen Package + Good Dining Room Package), Gallery Space (Excellent Trophy Room Package), Aft Lounge (Remarkable Living Room Package), Amazing Power Room, Remarkable Security Packages, Remarkable Defence Packages (Incredible Stun Beams).
*******

In several sturdy and protective ModWood car stalls, with corrugated polycarbonate roofing and shade cloth surrounds, are various quality cars, all from Germany. Some of these cars are quite rare and all have the largest engines available at the time. They all feature manual transmissions and the very finest interior trim on sale at the time of purchase.
1950s Porsche 356 A Cabriolet

1968 Porsche 912 Coupé

1970s Porsche 930 (Sun Roof)
1987 Porsche 928 S4 (Sun Roof)
Volkswagen Karmann Ghia Convertible

1970 Volkswagen Type 3 1600 TL (Fastback)

Tucked away here too is a hanger of high strength plastics shrouded in advanced camouflage netting and variegated ivy that holds a genuine Triebflügeljäger (Dragon Mag #104). This rare and exceptional aircraft is fully maintained and ready to fly.
Voodoo Bayou & Nightingale House

On the outskirts of Snelgrave is the old Randolph Mansion. It has a sinister reputation as a haunted house and Herr Jakob managed to purchase it from the local authorities quite cheaply.
The estate originally ran to some three acres, but Herr Jakob has purchased more land, bringing the current area up to fifteen acres. The entire estate is surrounded by a recently built wall of rugged concrete blocks some 8’ high and shrouded in vigorous young bougainvillea. Digging under this masonry wall is quite difficult since there is a 5’ deep barrier of high strength plastic mesh underneath it.

The entire property is protected by Incredible Security Packages with Custom Defense Packages - Pop-Up Automated Chemical Sprayers with Chloroform (faux rocks) and Blue Glass (artful stone lanterns).
A wide gravel drive gives access from the road, although it is secured by an artful sturdy solid iron gate where it runs through the perimeter wall. A brass plaque by this main gate reads - Voodoo Bayou & Nightingale House.

Roughly 75’ from the gates, the grand chalet is a Hiawatha Log Home of the Sierra Plan, built sometime in the 1970s. It is composed of Northern White Cedar and Northern Red Pine with composite wood roof tiles. There was a pervious building on the site, but it apparently burnt to the ground during a violent electrical storm on October 30, 1966.
On the ground floor there is a Deck (Good Living Room Package with Charcoal BBQ), Living Room (Remarkable Living Room Package), Dining (Remarkable Dining Room Package), Kitchen (Remarkable Kitchen Package), Utility (Laundry, Tool Shop, Storage), Study (Remarkable Office Package - Add: Personal Computer with Modem, Sofa Bed, 12 Lava Lamps), Bathroom (Spa Bath, Massage Shower, Medicine Cabinet, Sink, Toilet), and Master Bedroom with Ensuite (Good Living Room Package with King-Size Canopy Bed). Above is a large and airy Loft (Remarkable Library Package and Excellent Trophy Room Package). The dumb computer terminals in the library and the study link to the analysis computer in the nearby laboratory.
Throughout the grand chalet hang six dozen wonderful art works from the Impressionist Period - Claude Monet’s 36 Paintings of the Ancient Roman Ruins of France and Wynford Dewhurst’s 36 paintings of the Ancient Roman Ruins of Britania. Various other smaller works also adorned the walls.
Behind the grand chalet there are three old out buildings - a barn, a gazebo, and a shed. All crafted from hardwoods with slate singles on the roofs and concrete slab floors. Recently they have all been adapted into one large building with linking areas formed from local oak that integrates well with the existing structures. The roof in these innovative areas is formed of interlocking asphalt shingles.

Here there is a vehicle zone (Excellent Garage Package & Excellent Hanger Package), Incredible Workshop Package, Incredible Laboratory Package (Analysis Computer), Amazing Power Room (Solar), Remarkable Medical Package, Incredible Gym Package, and Indoor Lap Pool.
Both of these buildings are delightfully furnished in Edwardian style. All door knobs are crafted from polished opalised wood, the windows have the slightest hint of green tinting, and there are Fire Protection Packages (Foam) throughout. An ultrasonic system keeps the grand chalet and out building vermin free.

The mature day staff of the estate runs to a Secretary, Housekeeper, Cook, Groundskeeper, and Assistant Groundskeeper. They arrive around 8am and work until 3pm, on Mondays, Wednesdays, and Fridays. They make certain that everything is running as it should and that any issues are promptly dealt with. The cook also makes sure that the fridge is stocked with home cooked delicacies and that the cupboards have several jars of rustic pickles handy.
Herr Jakob has four Fossa from Madagascar as pets. They are inquisitive and alert animals with Typical Fighting, Good Agility, Poor Strength, Good Endurance, Feeble Reason, Good Intuition, and Feeble Psyche. They can climb and jump well, have superior senses, night vision, claws, and sharp teeth.
Herr Jakob also has six plastic robots of his own design. They are on hand at all times and patrol the grounds regularly. They have FASER~~ at Excellent and 80 Health. They have the powers of Incredible Light Emission, Excellent Absorption (Light), Excellent Sound Manipulation, Excellent Passive Sonar, Excellent Senses (Hearing, Vision, Scent, Touch), Excellent Computer Links, and Excellent Armour Skin. Internal Nokia 7110 Mobile Phone.
The gardens are a distinctive and maze-like water garden with odd sculptures, water spheres, unusual fountains, water bowls, neatly trimmed hedges, partial brick walls, embankments of rough field stone, tumbling cascades, interlinked ponds, water races, feature rocks, stone lanterns, winding stone paths, meandering gravel walks, rain chains, secluded rest areas, and richly lacquered teak viewing pavilions.
At night, the gardens are lit with fairy lights. There is also a xenon arc lamp at the main gate and another above the main doors of the garage. If in use at night, the deck is lit with dozens of delicately scented candles in iron and glass candle lanterns.
The gardens are richly planted throughout with various exotic trees, rare shrubs, and colourful flowers, although Bulrush, Bamboos, Weeping Willows, Japanese Weeping Maples, and Cestrum Nocturnum tend to dominate. Various varieties of lavender abound everywhere and the assorted ponds hold lurid flowering waterlilies. Spanish moss flourishes and drapes everything.
Since their installation, the pond waters have become alive with a rich ‘soup’ of local life forms - microscopic algae, copepods, tiny insects, worms, marsh slaters, various snails, assorted insect nymphs, mosquito larva, water bugs, and the like. Dragonflies are often seen skimming over the quieter pools.
Herr Jakob has added Waterwheel Plant, Curly Pondweed, Duckweed, River Milfoil, Ghost Shrimp, North West Australian River Prawns, Crayfish (Red Swamp Crawfish, Common Yabby, Freshwater Blueclaw Crayfish), Ricefish, Mosquitofish, Empire Gudgeon, Slender Rainbowfish, Penny Fish, Queensland Lungfish, African Dwarf Frogs, Eastern Long-Necked Turtles, and Arafura File snakes.

In dry spells, the plants are watered by a concealed mist irrigation system.

Herr Jakob’s library contains numerous relics sourced from Ancient Egypt, including a mummy. Rumour has it that this mummy has been seen to walk the estate in the dead of night.
Every morning, somewhere within the grand chalet a single black rose is found. No one no mater what the precautions has ever seen who or what leaves these flowers.

On nights of the full moon, footsteps are heard in the dead of night echoing along the stone paths and gravel walks, rain chains quiver, and the main gates occasionally rattle, but nothing is ever seen. Herr Jakob believes this to be the hauntings of a minor ghost or poltergeist. It has never been known to interact with the living. Herr Jakob thinks it may well have some connection to an old crime, but he has so far been unable to discovery anything historically significant.
Occasionally in the shadowy depths of the night, just outside the main gates, shadowy figures are glimpsed, muffled voices are heard, and the scent of glamorous perfume and fine cigar smoke lingers on the breeze. Herr Jakob has been unable to discern any significant pattern to these manifestations and he remains quite intrigued. He notes however that these events tend to occur on nights when it is damp and windy, but not actually raining. He has also identified the perfume as Mitsouko, first released by Guerlain of Paris in 1919.

*******
The Red Man: Catherine de' Medici, Queen of France in the 16th century, had many enemies - so many that shed periodically dispatch her henchman Jean the Skinner to remove a few. Fearful that Jean had come to know too much about her intrigues, she then had him killed outside her Tuileries Palace.
His throat was slashed by a man called Neuville, in the ornate gardens of Tuileries. Before he died, Jean said to his murderer: “I will be back”. Neuville left the corpse in the garden, but feeling the impression of being followed by a blood soaked man, he went back to the crime scene. The corpse wasn’t there anymore. All that was left was a pool of blood.

Before long, aristocrats began to report sightings of a man in blood red attire wandering the gardens. This generally signalled that a violent death was round the corner - Marie Antoinette is said to have seen him just before losing her head - though Napoleon appears to have maintained something of an amicable relationship with the ghost, getting him to predict the outcome of forthcoming battles.

~ Günther Totenkopf ~

Günther Totenkopf is a tough-as-nails hairy ginger German mechanic and was an army sergeant in the First World War. He is an expert melee combatant with many years of experience. His initial training was as a bare-knuckle boxer and since then he has mastered Defendu, Savate, and Pankration.
In 1915, he was amongst five-hundred German military personnel injected with an experimental super steroid serum designed by Professor Arndt Zola. All but three of the men died as their circulatory systems quite literally disintegrated from within. Günther survived and quickly developed into a supersoldier. He has not physically aged since that day.

During the second world war, lost and starving in North Africa, he fell in with Philipp Jakob Meisterhans and they have remained close friends ever since. These days Günther is a roving mercenary and occasional bodyguard to Herr Jakob.
Fighting........Amazing


(50).





Health............275.

Agility.........Monstrous

(75).

Strength........Amazing


(50).





Karma.............110.

Endurance.......Unearthly

(100).

Reason..........Excellent

(20).





Resources.........Excellent.

Intuition.......Incredible
(40).

Psyche..........Amazing


(50).





Popularity........25.

- Body Armour (Tough Skin and Dense Flesh) @ Excellent

- Metabolic Resistance @ Class 1000
- Regeneration @ Typical
- Retarded Aging @ Monstrous

Body Control ~ Günther 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. He recovers Endurance at one rank per day rather than one rank per week. Also, 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.

Quirks ~ High Pain Threshold, Strong Bones (+1CS = Good), Sturdiness, Bluntness, Personal Code (Soldier's Code = Look Out for Buddies & Your Troops, Obey Orders and Rules of War, Honour and Pride), Bigotry (Jews).

Talents ~ Martial Arts A / B / C / E, Wrestling, Military, Occult Lore, Repair/Tinkering, Streetsmarts, Languages (German with English, French, Italian).

Contacts ~ Amazing Military, Incredible Street, Remarkable Criminal, Excellent Occult Lore, Excellent Unlimited Class Wrestling Federation, Good Journalism, Good Law Enforcement, Typical Espionage.

~ ECHOES OF PROFESSOR KLAUS KRUPTMANN ~

In a secluded corner of the Scientific Citadel is a long corridor with various musty old offices and mouldering records rooms giving off of it. At the far end is a simple oak door with a small brass plate - ‘Professor Klaus Kruptmann’. The door is locked with a double deadlock and does not seem to have been opened in years.

Within is a dark and dusty office. There are four heavy oiled rosewood desks, twelve black leather swivel chairs, and eight glittering art deco table lamps. There are two antique German language typewriters resting on the two desks nearest the windows.
On the desk furthest from the entry door is a towering Analytical Engine. A mechanical computer apparently based upon the designs of English mathematician Charles Babbage from the 1830s. If genuine and a not a modern reconstruction, then this device should not exist, as Babbage failed to realise even a physical prototype due to conflicts with his chief engineer and a significant lack of funds.

On the floor just inside of the door, apparently dropped by accident, is a folded white handkerchief. Within the delicate silken fabric can be found three ancient larch cones.

Behind the door squat a pair of heavy metal filing cabinets. Both are locked and mildewed. If forced, they are found to be filled with dozens of fusty manila folders. Within each folder are many pages of hand written notes, most with quickly sketched diagrams. The language used is apparently Old High German. Each folder reviews an esoteric scientific theory. These notes are of such an advanced technical nature that an Amazing Intensity Reason Feat is required to properly appreciate each one.
The wall opposite the entry door is dominated by an old black-&-white photograph in a burnished duralumin frame. It is a superbly executed enlargement of the famous shot of Adolf Hitler in 1940s Paris with Albert Speer and Arno Breker.

To the right of the door, are two multi-paned windows. Masked with cobwebs and secured with sturdy wooden shutters. If checked, they are found to be nailed shut. The old copper nails are green with age.

Against the wall opposite the windows is an ornate silver filigree frame holding what appears to be a life-size photograph. It shows a group of some dozen rugged soldiers, most likely Landsturm infantrymen, all sporting extravagant moustaches. Off to one side is an intimidating sign in German. You don't have to be able to read the language to get the gist of what that sign says, go any further and you'll be shot. The scene is obviously an authentic view from the Great War.

In reality this is not a photograph and the silvery adamantium frame is one of the greatest inventions of Professor Klaus Kruptmann. For it is nothing less than a portal through time and space to Europe during the Great War.

This is a portal into the actual past, not an alternate dimension.

Anyone may step through and will appear in that distant time. The other end of portal is actually just in front of and above a Swiss photographer, one Calvados Frederick Meisterhans, who is taking a group shot of the military gentlemen. The sudden appearance of any time travellers will certainly be cause for consternation and surprise.

Detection powers and abilities can be employed through the portal without restriction. Any other power or technological attack dissipates harmlessly upon contact with the frame. This protective influence is of Shift-Z intensity.

If appropriate detection powers are employed, it is found that the stocky gent third from the left in the front row has been affected by the Chronos Stone. He is not in possession of the Chronos Stone, but the influence of the antediluvian artefact still lingers.

The portal in the Great War era is cloaked with Incredible Illusory Invisibility and is some 8’ off the ground. Those passing through from this world will certainly have a difficult time finding their way back.

Time flows differently beyond the portal. For every year that passes in this world, only a second or so passes in the Great War era. This is naturally the reason why the portal appears as a photograph to casual observation.

There is mystery and danger here too. From the portal itself. For anyone using it will take Remarkable Energy damage and any items of Good material strength or less will corrode into uselessness. In addition, those passing through the portal will be affected by Monstrous Combustion and Amazing Devolution.

The portal itself is constantly cloaked in Coloration of Typical intensity and Shadowshaping of Poor intensity, giving it a subdued sepia hue. These field emanations seem to be somehow tied into the basic functioning of the portal.

Professor Klaus Kruptmann obviously perfected a technique to protect travellers using his portal technologies, as evidenced by his deployment of the time jumping Blautot Kommandos. That knowledge now seems to have been lost however.

~ KLAUS KRUPTMANN CHRONOLOGY ~

1006 ~ According to the rambling prophetic diaries of Irene Adler (Destiny), Professor Klaus Kruptmann of Oberjoch visits Egypt and China, garbed as a wandering schemamonk. There he witnesses the SN 1006 supernova. He also consults with Ali ibn Ridwan (physician, astrologer, astronomer) in Giza and Zhou Keming (astrologer) in Kaifeng.

1054 ~ According to the rambling prophetic diaries of Irene Adler (Destiny), Professor Klaus Kruptmann of Oberjoch visits Egypt and China, garbed as a wandering schemamonk. There he witnesses the SN 1054 (Crab) supernova. He also consults with Ali ibn Ridwan in Giza and Zhou Keming in Kaifeng. His old friends from 1006 are now quite elderly.

1066 ~ According to the rambling prophetic diaries of Irene Adler (Destiny), Professor Klaus Kruptmann of Oberjoch visits Egypt and China, garbed as a wandering schemamonk. There he witnesses the appearance of Halley's Comet as it traverses the inner solar system. He also visits the graves of Ali ibn Ridwan in Giza and Zhou Keming in Kaifeng.

1819 ~ The writings of Giovanni Battista Belzoni published this year include mention of a Professor Klaus Kruptmann of Oberjoch. The two men met and became friends at the great temple at Abu Simbel in 1817. After that they were together at Karnak and later at Giza. Beside a general interest in archaeology, Kruptmann was specifically investigating Egyptian funerary rites and the tanna plant / tana leaves.

1836 ~ Professor Klaus Kruptmann of Oberjoch in Egypt and China, observing Halley's Comet. Scattered information also places him in New York City latter in the year, pursuing his own private researches.

1899 - Klaus Kruptmann is born to local guide and ski instructor Manfred Kruptmann and his wife Julia Kruptmann in Oberjoch (Allgäu Alps).

1910 – Kruptmann observes both the Great Daylight Comet and Halley’s Comet. He begins to dabble in amateur astronomy, quantum mechanics, and statistical mechanics.

1916 – Fragmentary military records indicate that Kruptmann left his home town of Oberjoch in this year. Further scattered reports place him shortly thereafter at the Zeppelin Hangars in Tondern.

1919 ~ Kruptmann meets with Viktor Schauberger in Holzschlag, Austria. They spend a pleasant weekend together at the Hofbrauhaus discussing "implosion technology" and “fluidic vortices”.

1920 – Kruptmann spends several years in a grand tour. He spends time in the Balkans, Turkey, and the Middle East. Kruptmann takes several cruises on RMS Olympic and RMS Aquitania. He sees something of America and greatly enjoys New York City.

1921 – While taking in the local scholarly culture, Kruptmann meets Wilhelm Reich briefly at a scientific luncheon at the University Hospital in Vienna.

1922 – While wandering in Turkey, Kruptmann meets Fritz Todt of the civil engineering company Sager & Woerner at a conference in Istanbul. They spend a pleasant afternoon together discussing historical road construction methods, particularly those of Ancient Rome.
1925 – Kruptmann returns to Germany. He visits his parents and then takes to wandering throughout the Germanic lands for a time. In Vienna, a young and enthusiastic Kruptmann, encounters and befriends Hans Hörbiger.

1926 – Kruptmann reads Mein Kampf and joins the Nazi Party. He quickly develops firm friendships with Alfred Rosenberg and Jakob Grimminger.

1927 – Kruptmann studies various aspects of medicine at the Kaiser Wilhelm Institute of Anthropology, Human Heredity, and Eugenics. He also buys an Opel Laubfrosch (4/18 PS).

1929 – Kruptmann in Frankfurt. He meets Fritz von Opel and Julius Hatry. He is amongst those that witness the initial Opel RAK.1 Flight. Later he conducts various observations and scientific measurements during the annular solar eclipse.

1930 – Kruptmann meets with Karl Haushofer at Munich University.

1931 – Kruptmann meets and befriends Hanna Reitsch and Artur Axmann.

1932 - Kruptmann buys a cottage on the forested shores of Lake Constance and devotes himself to the refined mathematical modelling of time-space.

1933 - While at Lake Constance, Kruptmann experiments with various devices that tap into cosmic orgone energy. One of these devices is a cloud cannon that enables him to form lenticular clouds at will.

1934 – June and July. Persistent rumours implicate Kruptmann as a key proponent of the Blood Purge. Although not directly involved in the Night of the Long Knives, his cool intellect can be perceived in the precise plans that were laid. Kruptmann was apparently well respected by Heinrich Himmler and rumour has it that he was once a confederate of Ernst Röhm too.

1934 – August. Kruptmann meets Wilhelm Reich again at the 13th International Congress of Psychoanalysis at Lucerne, Switzerland.

1935 – Kruptmann meets with Adolph Hitler, Heinrich Himmler, Martin Bormann, Hermann Göring, Karl Dönitz, Wernher von Braun, Johann Schmidt, and Baron Wolfgang von Strucker at the Berghof. In a letter to Alfred Rosenberg, Kruptmann describes the meeting as dealing with the establishment of various research projects of a highly scientific nature. He was impressed by the forthright disposition of Karl Dönitz, although he expressed doubts concerning the ultimate effectiveness of the U-Boat fleet. He was dismissive of Johann Schmidt (“high functioning sociopath”) and Baron Wolfgang von Strucker (“borderline psychopath”) however.
1936 - Kruptmann lends technical assistance to the Condor Legion. He travels throughout Spain at this time and is particularly taken by the Balearic Islands and the Strait of Gibraltar.
1937 – March. Kruptmann’s Nazi Flying Boat launched in Wilhelmshaven. This aircraft is a luxurious Art Deco Dornier Do X (Number 5) with opulent accommodations, a good library, and a cutting edge suite of astronomical and meteorological instruments. All bulkheads are specially reinforced and a reconnaissance autogyro is carried. At the nose is a Maschinengewehr 17 machinegun that can engage ships, coastal defences, and even aircraft. In a concealed pop-up turret toward the rear of the aircraft is an experimental electromagnetic beam cannon. This artefact of Nazi super science provides Amazing magnetic control with a range of 8 areas. Deflecting steel projectiles (such as artillery shells or automobile debris) is an established power stunt for the crew.
1937 – June. Kruptmann in Fiji. There he observes the first total solar eclipse to exceed 7 minutes of totality in over 800 years. He is seen at various dockland bars and on at least three occasions with "Bon Chance" Louie.

1937 – July Through November. Kruptmann is seen several times over the latter half of the year in various parts of the Pacific Ocean on his Nazi Flying Boat. He conducts numerous observations of the upper atmosphere and ocean depths. He investigates the mysterious disappearance of Amelia Earhart and Fred Noonan. He receives coded radio notification of the Hossbach Memorandum and quickly returns to Germany.

1937 – December. Kruptmann meets and befriends Adolf Galland (Condor Legion).
1938 – January. Kruptmann experiments with several related designs for exotic explosives enhanced with atmospheric focusing, initially in Wilhelmshaven and later in Vienna. On the 25th, he witnesses a spectacular aurora borealis and later describes it as "a curtain of liquid fire" and a "huge blood red flare of luminosity". This dramatic aurora is witnessed throughout Europe. During this event Kruptmann encounters and befriends noted anthropologist Ada Schneider.

1938 – March. Kruptmann marries Ada Schneider, a noted Austrian anthropologist. A wonderful cook and adroit gardener, Ada is a kind and loving soul. She brings out Kruptmann’s gentler side.

1938 – May. Kruptmann meets up with Adolf Galland again (Condor Legion).
1939 – March. Kruptmann in Spain, again providing technical assistance to the Condor Legion. He spends time with his friend Adolf Galland and they reportedly ‘paint the town red’ on more than one occasion.

1939 – November. Kruptmann looses his wife and unborn son to Georg Elser’s bomb and failed assassination attempt upon Führer und Reichskanzler Adolf Hitler at the Bürgerbräukeller in Munich. Kruptmann himself is injured in the blast, but survives and eventually recovers.

1940 – August. Kruptmann meets up with Adolf Galland and is on hand to see his old friend receive the Knight's Cross of the Iron Cross.
1942 – In June of this year, Professor Klaus Kruptmann manages to initiate a fleeting time displacement field about a specially modified Messerschmitt Me 309 flying over Bavaria. In the first test the airborne plane shifts 10 seconds back in time and teleports six miles away to the west. During the second test, the pilot and plane meld and fuse together. A moment later the field fails catastrophically. Plane, pilot, and system violently disintegrate.

1943 – May. Kruptmann is on hand to witness the test flights of an early prototype of the Messerschmitt Me 262, the world's first operational jet fighter, by his old friend Adolf Galland.

1943 – During the summer of this year, on Sylt Island, Kruptmann develops his first workable and repeatable time manipulation technologies. Under the direction of the Führer und Reichskanzler, he sends three raiding parties of Blautot Kommandos into the future to recover advanced weaponry for the Third Reich. Those sent to 1989, disappear. Although the Phaser claims to have met two German prisoners of the KGB when he was in Russia in 1995. They told him they were Nazis. Their names were Konrad Schmidt and Hermann Volkmann. These names match two of the Blautot Kommandos sent to 1989. Those sent to 2146, return with an advanced discus combat aircraft powered by cold fusion and armed with phased plasma cannons effective out to 10km. Those sent to 5718, vanish without trace. The whole project ultimately fails however due to the intervention of Akali, Wonder Woman (Lynda Carter), and Lady Whirlwind (Angela Mao).

1945 – March. Kruptmann and Adolf Galland meet for the last time in World War II, during the forming of JV 44 (Jagdverband).

1945 – Rumours place Kruptmann in Argentina and Paraguay. During this time he apparently takes time out to explore Mount Roraima in Venezuela. Later in the year he apparently sighted in Austria.

1946 – Kruptmann turns up in Macau. He buys and renovates a sprawling old mansion on Barra Hill. He remains in Macau for some two years and after that turns up off and on for the next two decades.
1948 – Beach fishing in the early morning of October 31st, Thomas Williams, a hearty old retired RAF spotter from the Cotswold Hills in Gloucestershire, sights foo fighters over Wreck Hill and Scaur Hill (Bermuda). He observes the mysterious aerial phenomenon for over an hour, but has no camera with him to record his observations. Later in the day he sees a Heinkel He 115 floatplane out on Ely's Harbour. It catches his attention, as the plane is an old design from World War II. Via binoculars, he observes two men fuelling the plane from jerry cans in a skiff. They then push off and apparently abandon the skiff. A few minutes later they take off, heading roughly south.

Williams said he recognised one of the men from his days with the RAF. It was none other than Professor Klaus Kruptmann. Middle aged, yet hale and healthy. The other fellow was unknown to him. A thickset and hairy gent with a shaved head in black jeans and a khaki bush shirt.
Local police investigate and find an abandoned skiff, with seven empty jerry cans, aground on Somerset Island. No other evidence is ever found to support Mister Williams story however.

That same day, a group of young boys out fishing and swimming discover a beach camp. There’s a cold firepit and a number of empty German beer bottles scattered about. These are of two types of dark lager, both Dunkel, but one is the sweetish malty Munich style and the other is the drier hoppy Franconian style.

Scratched into the sand nearby is what could be a map and an odd note:

Neunzehn achtundvierzig: 30. Januar

Neunzehn achtundvierzig: 28. Dezember

Neunzehn neunundvierzig: 17. Januar

1949 – Kruptmann tracks down his old friend Adolf ‘Dolfo’ Galland, who is currently working with the Argentinean Air Force. He gifts his old comrade a dose of the FLAG (Full Latent Ability Gain) Serum.

1951 - Irene Rosenberg receives a package through the post that contains a substantial amount of cash money and the (in)famous jewel known as the ‘Star of Rhodesia’. There is no note or letter, nor is there a return address on the package. The post mark indicates it was sent from Vienna.

1956 – Various sightings place Kruptmann in the Mediterranean. He is spotted in Malta, Corsica, Crete, Cyprus, and Gökçeada. He seems to be investigating atmospheric phenomenon.

1962 – Over several weeks during October, Kruptmann quietly visits Jakob Grimminger, Hanna Reitsch, Artur Axmann, and Adolf ‘Dolfo’ Galland. They talk about the old days. At each meeting, Kruptmann brings with him a few small gold ingots and several vintage bottles of the very best sour cherry schnapps or Kirschwasser. All the old Nazis report Kruptmann to have been in his middle years, yet hale and healthy.

1965 – An older man in a black silk suit, double breasted, with a blood red tie spends most of October engaged in private research at the Library of Congress in Washington. The general description of the fellow matches Professor Kruptmann. A later check revels that the gentleman was delving into all the documents concerning Archimedes, Edwin R. Scott, Harry Grindell-Matthews, Nikola Tesla, and Antonio Longoria.

1966 – Rumours place Kruptmann in Australia. Suspected sightings occur in Tully (January), Balwyn (April), and Westall (April).

1969 – Just after the passing of Jakob Grimminger, a mysterious benefactor in a black silk suit appears in Munich and pays for a lavish funeral. This stranger places two bottles in the coffin - Steinhäger and Weizenbock. He scatters edelweiss flowers over the coffin, despite the fact that such flowers are not in bloom during the cold of winter. The same man is seen at various beer halls and restaurants through the city that day, drinking deeply and wandering old byways, almost as if trying to relive a bygone time.
1978 – On King Island (Australia), during the month of October, numerous sightings of foo fighters occur. Also a foreign gent with a strong German accent is seen a handful of times hanging around the coastal towns. He is described as a hale and healthy fellow of middle years with upswept black hair and ‘eyes-like-a-fox’. Wearing a neat black silk suit, double breasted, with a blood red tie. This could well have been Kruptmann. One old sea dog said he witnessed the older German gent speaking quietly with another man late one night in a dockside pub. This other fellow was a thickset and hairy younger gent with a shaved head in khaki bush shirt, black jeans, and hiking boots. The old salt didn’t hear what was being said however.

1979 – Rumours involve Kruptmann with the Vela Incident.

1980 - Kruptmann turns up in Genosha with various plant samples he claims are from the distant Socotra archipelago. He has a copy of Unausprechlichen Kulten (Friedrich Wilhelm von Junzt, 1839) with him too.
1981 - Genengineer David Moreau allows Kruptmann to build a Citadel of Science on a small rocky isle near Green Bay. By the end of the year, Kruptmann has left Genosha. He claims to have perfected Dwarf Star Alloy, a workable Time-Space Bubble Generator, and an Etheric Beam Resonator during his time on the island however. As a parting gift Kruptmann provides Genengineer David Moreau with sufficient technical data to create skinsuits.
1985 – In late October, Kruptmann is spotted by Claude Kingsley, an old military journalist, in Raynham (Massachusetts). Claude phones two old army friends and informs them of the sighting. He is never seen again. His abandoned ’76 Eldorado Convertible is found three days later near the Raynham/Stoughton MBTA (Train) Line. His camera is found by a tourist near Dighton Rock a week later. The film within, when examined, is found to be ‘fogged’. Scientific analysis suggests that the film was exposed to a strong radiation source.

1986 – Kruptmann is seen in New Orleans during the mild winter days, apparently investigating the rites and rituals of Baron Samedi. He is also spotted at the former residence and the tomb of Marie Laveau, Witch Queen of New Orleans. Both locations are said to be highly charged with voodoo energy and are most definitely haunted. One dark and stormy night he is seen with Calypso in various bars along Bourbon Street.

1989 – Late in the year, Kruptmann is seen on and off in South Beach, Miami. Still of hale and healthy middle age, despite being some ninety one years old. Often he is spotted driving a blood red 1967 Karmann Ghia convertible with a black ragtop. Kruptmann is observed by undercover police with various local criminals and a few known members of the Ku Klux Klan. He spends a great deal of time with one particular rugged and streetsmart cove, known by his street tag of Jail Dog, and is overheard to mention the phase ‘Project Time Shadow’ on several occasions. Both Kruptmann and Jail Dog disappear before they can be apprehended however.

1990 – Kruptmann meets privately with Sir Patrick Moore. They discuss many aspects of astrophysics and astronomy. Kruptmann mentions in passing that he has seen every reappearance of Halley's Comet over the past 2,500 years.

1991 - Two men, matching the general description of Kruptmann and Jail Dog, are spotted on San Miguel Island by the local ranger. A Heinkel He 115 floatplane is seen on Cuyler Harbour. A wiry Asian gent with a moustache is seen walking on the beach near the floatplane at sunset. The local ranger thinks this fellow may be a SoCal meteorologist and geologist he’s seen on the television.

1992 – While on a horse riding and back trail holiday, Michael Rossi briefly encounters Kruptmann twice in the later part of the year. Once in Amarillo (Texas) and a few weeks later right by the Lighthouse Hoodoo in Palo Duro Canyon. Kruptmann is reticent about his reason for being in the area, but from what Rossi observed the old Nazi scientist was investigating something airborne with seismic survey sensors. With sufficient computing power, this system can be used to detect and track supersonic craft via sonic boom analysis.

1993 – Rumours place Kruptmann in Australia again. Suspected sightings occur in Dubbo (April), Kalgoorlie (May), and Wilpena Pound (June).

1995 - Rumours place Kruptmann as relaxing and holidaying in the Balearic Islands and the Strait of Gibraltar on an opulent Be-12 amphibious aircraft.

1999 - Daily Bugle Science Editor Isabel "Izzy" Bunsen publishes a New Year’s Eve article on Professor Klaus Kruptmann. It gives a thumbnail sketch of his life and work, highlights his major inventions, and goes on to claim that he was a key player in the Organisation Todt, Project HARP, and even the Montauk Project. The article is highly sensational and opinionated, as is typical of Editor-in-Chief Dexter Bennett’s use of the newspaper as a moneymaking scandal sheet.

~ Professor Klaus Kruptmann ~

Kruptmann is a coolly intelligent, confident, self-reliant, and somewhat conservative fellow. Intensly proud of his German heritage. He can be somewhat over protective of those he cares about.
Kruptmann is a hale and healthy middle aged gent with upswept black hair and ‘eyes-like-a-fox’. He has a strong German accent and favours black silk suits, double breasted, with a blood red tie. For footwear, he favours black Oxford dress boots of Balmoral cut.
Fighting........Good



(10).





Health............80.

Agility.........Excellent

(20).

Strength........Good



(10).





Karma.............130.

Endurance.......Incredible
(40).

Reason..........Amazing


(50).





Resources.........Amazing.

Intuition.......Incredible
(40).

Psyche..........Incredible
(40).





Popularity........-25.

Powers ~ Kruptmann has utilised and/or displayed the following powers with Incredible ability – Null-Field, Energy Detection, Weakness Detection, Energy Plasmoids, Energy Sponge, Entropy Magnification, Space Manipulation, Micro-Environment, Hyper-Dimensional Pocket, Edetic Memory, Linguistics, Prediction (Non-Combat), Psychometry, Telelocation, Blending (Crowds), Invisibility (Physics), Phasing, and Displacement. It is not known if these are innate abilities or are dependent upon some technological device(s) or artefact(s). He is familiar with the occult and mystical powers too, and can apparently reach the Time Continuum at will.

Quirks ~ Sensory Increase (Sight), Alertness, Mechanical Aptitude, Fame (Golden Age Nazi), Likeability, Reputation (Golden Age Nazi), Allergy (Empathic Powers & Emotion Attacks), Fanaticism (Nazi), Honesty, Insomnia Bigotry (Jews), Loner.

Talents ~ Martial Arts A & D, Medicine, Military, Archaeology, Physics, Occultist, Ritual Magics, Repair/Tinkering, Trivia (Time Travel), Languages (German with Arabic, English, French, Persian, Spanish, Turkish). Kruptmann is fully fluent in the ancient languages of Old High German, Medieval Latin, and Classical Greek.
Contacts ~ Amazing Criminal, Incredible Physics, Incredible Business World, Remarkable Neo-Nazi, Excellent Engineering, Excellent Espionage, Good Street, Typical Military, Typical Law Enforcement.

Glasses ~ Kruptmann always has a pair of delightful antique 18th century glasses handy. These gold frames and faintly tinted lenses are magical and provide the wearer with Incredible Gramarye, Amazing Post-Cognition, and Good Protected Senses. They are an artefact of Eclectic Magic and have Monstrous material strength.
~ FLAG Serum ~
The Full Latent Ability Gain Serum was developed by Kruptmann in the dying days of WWII. It will only work on normal humans. On all other life forms it acts as Remarkable Hallucinations (M12) that summons up that individuals greatest fear for 30 turns.
Any normal human taking the FLAG Serum suffers the following affects.
FASERIP Modified By ABILITY MODIFIER TABLE (Advanced Players' Book)
Gain One Fighting Power (Individuals Choice)

Gain One Physical Enhancement Power (Individuals Choice)
50% Chance of Longevity (Rank Equals Endurance)
25% Chance of Retarded Aging (Enhances Longevity If Already Gained)
75% Chance of Impulsiveness Quirk

75% Chance of Action Addict Quirk

50% Chance of Temper Quirk

50% Chance of Bloodlust Quirk

25% Chance of Frenzy Power
~ Airship ~
Although appearing as a standard airship somewhat along the lines of the LZ 127 Graf Zeppelin, Kruptmann’s airship is an advanced design and conceals many fantastic systems and devices.

Control: Remarkable, Speed: Shift-X, Body: Unearthly, Protection: Unearthly.

Kruptmann’s airship is a floating HQ with a hull composed of Secondary Adamantium and anti-gravity suspensors providing both lift and thrust. It is powered by fusion generators with an array of magnetic monopole generators as backup. Onboard there are advanced computer systems, automated medical equipment, and huge tool bays filled with useful gear. All interior spaces are opulent and composed of wood panelled graphite-reinforced plastic.

An electromagnetic force field of Remarkable intensity can surround the craft as required and computerised subsystems can render the craft holographically invisible with Incredible ability.

An enclosed hanger deck holds a Heinkel He 115 Floatplane, Be-12 Amphibious Aircraft, Dornier Do 31 (E2) VTOL Jet Transport, EWR VJ 101 D V/STOL Mach 2 Interceptor, and an Omnijet.
Armament runs to an automated Air Cannon at the prow, an automated Stun Cannon pointed down, and Hypersonic Screamers (2 Area Range, Unearthly Sonic Stunning, Remarkable Force Damage).
~ Jail Dog ~

Jail Dog is a hard man from the mean streets, a thickset and hairy younger gent with a shaved head in khaki bush shirt, black jeans, and hiking boots.

Fighting........Incredible
(40).





Health............195.

Agility.........Remarkable
(30).

Strength........Amazing


(50).





Karma.............120.

Endurance.......Monstrous

(75).

Reason..........Excellent

(20).





Resources.........Remarkable.

Intuition.......Amazing


(50).

Psyche..........Amazing


(50).





Popularity........-5.

Powers ~ Monstrous Time Control (You Go First = Danger Sense, First Action = Fast Attack, Speeding Up Time = Lightning Speed, Slowing Down Time = Multiple Attacks, Pause = Time Stop, Resistance - Temporal Effects & Time Powers, Resistance – Ageing, Internal Clock, Age Control, Energy Path – Chronal, Time Travel {Instantaneous Transit, 75000 Years Back, 750 Years Forward}, Jump to Time Continuum), Incredible Iron Will, Unearthly Metabolic Resistance, Amazing Regeneration, Amazing Self-Revival.

Quirks ~ High Pain Threshold, Strong Bones (+2CS), Action Addict, Bluntness, Impulsiveness.

Talents ~ Martial Arts A / B / E, Driving (as Pilot, but for Cars), Criminology, Streetsmarts, Languages (English, French, Portuguese, Russian, Spanish, Turkish).

Contacts ~ Incredible Street, Remarkable Criminal, Good Journalism, Typical Law Enforcement. Professor Klaus Kruptmann activated and refined Jail Dog’s latent mutant abilities and continues to involve the young brawler in his criminal and scientific schemes.

World War Two Inside and Out: All the People, All the Places, and All the Events. Signed Book By Hamilton Crane. Includes a Section on the Blautot Commandos.
Zodiac and Swastika - Wilhelm Wulff - 1973 (English Edition)

Occult Reich - J. H. Brennan - 1974

The Occult Roots of Nazism - Nicholas Goodrick-Clarke - 1985

Hitler and the Occult - Ken Anderson - 1996

