~ Master Mold ~

Fighting
Monstrous
(75).
Health
125+.

Agility
Amazing
(50).

Strength
Variable
(--).
Karma
100.

Endurance
Variable
(--).

Reason
Incredible
(40).
Resources
Good.

Intuition
Remarkable
(30).

Psyche
Remarkable
(30).
Popularity
0.

Serial Immortality: Master Mold possess an Unearthly variant of the Serial Immortality power. So long as some fragment of it’s structure remains, Master Mold’s Reconstruction Ability will eventually kick in.

Reconstruction Ability: Master Mold can repair damage to it’s body, and can even rebuild it’s body, using readily available materials with Shift-Y ability. In the past Master Mold has used old auto-bodies from a junk yard and even the heavy steel girders from an abandoned oil rig. It’s Strength and Body Armour are equal to the material strength of the components +1 CS, due to design skill and cunning emplacement. Endurance is equal to material strength +3 CS.

Robotic Construction: As a robot, Master Mold is immune to toxins, diseases, all gases (unless corrosive) and mental attacks. Master Mold can survive in outer space and underwater indefinitely. When Master Mold rebuilds it’s always in the 30’ range. This gives opponents a +1 CS to strike Master Mold.

Resistances: Master Mold has Monstrous Resistance to Radiation, including Plasma and most Force attacks. It has Unearthly Resistance to Heat and Cold. Master Mold’s power of Electrical Manipulation grants Monstrous Resistance to electrical attacks.

Electronic Counter Measures: This power reflects Master Mold’s ability to avoid electronic detection and thwart any and all attempts to be controlled by electronic means. This provides Unearthly Invisibility against such detection efforts as Radar and Sonar, as well as any other power, which is being duplicated through electronic means. It also grants Shift-Z Resistance to hackers and outside override attempts.

Blending ~ Through liquid crystal technologies, Master Mold has the ability to change it’s colour and patterning to blend in with its surroundings, and has in effect a specialised form of Invisibility. When activated, Master Mold is hidden with Incredible ability, and will not be detected easily until it moves or acts.
Weaponry: When it’s body rebuilds, Master Mold creates a wide variety of integral weapons. Some are in it’s hands, others in it’s eyes and more in it’s chest module. All of it’s weapons inflict Monstrous damage at a range of up to 40 areas. It’s has demonstrated webcasting (100’ Range), stun beams, EMP pulses, force beams, sonic blasts, infrared and ultraviolet lasers, electrical bolts, heat blasts and barrages of cosmic rays in the past.

Spray: Master Mold can spontaneously create a directed cloud of inert gas from ports in it’s hands. This gas cloud has a range of up to one area and will flood the target area. It has the basic property of doing Feeble damage to air breathers by choking off the available air supply. It also reduces visibility by -2CS for anyone within the cloud. Master Mold can combine this gas with other chemicals to produce the following effects.

· Napalm Cloud: The gas is combined with burning non-explosive chemicals and inflicts Incredible intensity fire damage.

· Freeze Cloud: The gas combines with liquid nitrogen and other freezing agents. An opponent enveloped by this cloud suffers Excellent cold damage and must make an Endurance Feat roll against Incredible intensity stunning. If stunned, the individual is also encased in a sheath of ice (Good Material Strength).

· Acid Vapour: The gas combines with corrosive chemicals, concentrated molecular acid in the main, and inflicts Incredible corrosive damage.

· Venom Cloud: The gas combines with synthetic snake venom of Good intensity. Endurance check or die.

Genome Toxin: In addition to the above effects, Master Mold can employ it’s gas delivery system to disseminate the Genome Toxin. A unique type of nerve toxin that only reacts to aberrant DNA in a victim's body. There has been a complete mapping of standard genes in the human body done (the Human Genome Project) that allows this kind of chemical technology. The gas does Remarkable neurological damage each round to anyone with superhuman genetics or alterations - unfortunately, some innocent bystanders are affected by this toxin. Anyone with obviously genetically based maladies (Down's Syndrome and the like) will be affected like a mutant or altered human. There is a 30% chance of this toxin affecting alien humanoid physiologies also. The toxin cloud produced by Master Mold floods the target area and remains potent for 5 rounds.

Nano-Neural Controller System: This system is unique to Master Mold. Even it’s existence is only a vague rumour. The system includes a small concealed dart launcher in Master Mold’s forehead, a secondary adamantium dart (penetrates up to Remarkable body armour) loaded with complex nano-machines (Monstrous intensity) and a controller module embedded deeply within Master Mold’s head assembly.

It works like this - the dart is fired into a fleshy part of the target. The nanosurgeons are released into the blood stream of the victim. Over a period of two weeks a subtle change is made in the target's brain. The change can be noticed with an Intuition roll against Incredible intensity. At the end of the two weeks the target is now under the power of the controller. The target can be given subliminal commands, and sees those commands as their own wishes, even if the command would cause personal harm. Despite this, the target retains it's own intelligence, and is not an autonomon.

The system allows all senses to be felt by the controller. The system is very difficult to remove (Amazing intensity nano-surgery required), and the victim is often rigged with cortex bombs (Kink Bombs in the main or occasionally Microbombs) (thanks to nano-engineering) or other similar devices.

Electrical Manipulation: Master Mold can manipulate and control electricity with Monstrous ability at a range of up to 6 miles. Master Mold has Monstrous Resistance to electrical attacks and can override electrical systems with Amazing ability. This allows it to shut down alarms and reprogram electrically-powered robots. Targets with an Endurance or Psyche may make a Feat against Amazing Intensity to avoid the effect.

Magnetic Manipulation: Master Mold can manipulate magnetic lines of force with Incredible ability at a range of up to 2 miles. This gives it the ability to move and control metallic objects of up to 10 tons. Master Mold can detect Magnetic Fields with Remarkable ability and can generate a Force Field of Good intensity.

Power Supply: Master Mold’s primary source of energy is solar (Good Absorption Power) with cosmic energy and dark energy as backups (Typical Absorption Power).

Communication with Cybernetics (Techno-Telepathy): Master Mold has a form of telepathy that only allows communication with machines. This communication is accomplished with Unearthly ability (16,000 Mile Range). It is primarily employed to communicate with fellow Sentinels and Sentinel central computing systems, but it can be readily used upon any machine. Master Mold can remotely interrogate computer systems for information. This is effectively a ‘mental probe’ of Amazing intensity. Resisted by Psyche or ECM / Counter-Intrusion Programming (if any).

Sensors: Master Mold has Monstrous protected senses. It has Excellent Enhanced Senses, Incredible Energy Detection (250 Mile Range), Remarkable Life Detection / Power Detection (1 Mile Range) and Good Penetration Vision (10’ Range). Master Mold can see into the Infrared and Ultraviolet spectrums with Remarkable ability.

Mutant Detection: Like all Sentinels, Master Mold possesses an all-band organic spectrum analyser. Functioning with Amazing ability, all living things within 50 miles can be detected and scanned. The system then determines whether each is animal, human, mutant or none of the above. In addition, Master Mold can link into any Sentinel central computing system and relay information about particular mutants back and fourth.

Learning Program: The greatest danger of the Sentinels is their ability to learn from their mistakes. After three rounds of battling an opponent, all Sentinels receive a +2 CS when fighting that individual in the future. Even the destruction of a Sentinel in the third round will not prevent the information from being broadcast back to the central computing systems to help other Sentinels in future battles. This also allows the Sentinels to take appropriate measures to neutralise a specific type of attack the next time the Sentinels attack that individual. This has lead to the development of mission specific weapons systems in the past.

Flight: Master Mold can fly at up to Shift-Y air speeds (100 areas per round or 1500 mph) by using Tesla jets built into it’s lower legs. It is fully capable of reaching and operating in low earth orbit.

Telekinesis: Master Mold has technically simulated telekinetic powers of Remarkable intensity with a range of 8 areas. Thus allowing it to move objects of up to 1 ton by the force of it’s mind alone. It can also perform precise detail work. Mostly it is used to operate machinery and fetch items.

Talents: Medicine, Engineering, Psychiatry, Genetics, Computers.

Contacts: Master Mold will always be in command of any Sentinels in the local area. Depending upon the current circumstances of the Sentinels Master Plan, he many have resources ranging from nothing to an entire planet at his command.

Master Mold has a group of Skrull espionage agents under its thumb. They were sent to Earth, during the Skrull Civil War, to infiltrate the X Mansion and gain the secrets of Shi’ar technology. Thanks to Reed Richards actions they have been mutagenically locked, as with all Skrulls, into their adopted forms. Attempting to escape, they encountered Fire Lord and their spacecraft was destroyed. Master Mold is currently supplying them with high technology facilities and support in exchange for service.

Master Mold is interested in gaining the willing services of Eduardo Alvarez, superintendent of Pleasantview High School and friend of the Beast. Alvarez is a powerful mutant with enhanced sensory abilities, but chooses to remain as an unobtrusive teacher. He is a dedicated educator with no interest in super heroics. He takes great pains to conceal his mutant powers, concerned about the ramifications of public exposure. Several years ago, the Beast discovered Alvarez’s secret and sought him out to assist the X-Men on a minor mission. Some 35 years old, Alvarez is a Mexican of rural farming heritage with an imposing build, dark hair, mellow eyes, a thick bristly moustache and a kindly smile. He is soft-spoken, intelligent and trustworthy.

Master Mold is an immense Sentinel robot, at least thirty feet in height, which, like all Sentinels, is dedicated to the capture and destruction of mutants and related superhumans. Master Mold has been in existence since the first appearance of the Sentinels under Bolivar Trask in the 1960s.

Master Mold has two driving aims. To removed the Celestial ‘taint’ from the human gene pool and to created a utopian society for ‘normal’ humans based upon robotic labour and renewable energy. Master Mold sees this ideal society as an agrarian one with scattered villages and rolling farmlands. Each village will fan out about a central community hall with vast medial centre, art gallery and library wings. Art, literature and music will be the main activities of the people. Mankind will develop into an artistic race of noble bards.

S1 is an old Project Wideawake Mark V Sentinel, developed at the Denning Military Reservation weapons testing centre in the early 80s. It has survived several encounters with various X-Men teams over the years. These days it acts as Master Mold’s second-in-command. S1’s outer shell is an icy metallic blue.
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Robotic Construction: As a robot, S1 is immune to toxins, diseases, all gases (unless corrosive) and mental attacks. S1 can survive in outer space and underwater indefinitely. S1 stands some 20’ tall, and this gives opponents a +1 CS to hit.

Body Armour: S1 is composed of reinforced steel alloys with Remarkable material strength. This material structure is strengthened by a low intensity force field infusing the robot. S1 has Amazing protection from physical and energy attacks. This energised body armour system has the added benefit of rendering S1 immune to shredding attacks.

Resistances: S1 has Monstrous Resistance to all Electrical and Phasing attacks. A low friction coating provides Monstrous protection against entangling attacks, such as Spiderman’s webbing or Trapster’s glue.
Electronic Counter Measures: This power reflects S1’s ability to avoid electronic detection and thwart any and all attempts to be controlled by electronic means. This provides Amazing Invisibility against such detection efforts as Radar and Sonar, as well as any other power, which is being duplicated through electronic means. It also grants Unearthly Resistance to hackers and outside override attempts.

Energy Beams: S1 has integral energy and force beams of various types (vari-coloured lasers, plasma bolts, electron beams, heat rays, and the like) built into its fingers and chest. These beams have a 6 area range and cause Amazing Force or Energy damage.

Gas Jets: S1 has gas jets in its hands that can emit various types of gas (knockout gas, tear gas, vision obscuring, and the like). All with Remarkable potency. The gas can be sprayed up to 2 areas away. It floods the target area completely and lasts for some 2 rounds.

Cold Beams: S1 can spray liquid nitrogen from its eyes. An opponent hit by this icy attack suffers Excellent cold damage and must make an Endurance Feat roll against Incredible intensity stunning. If stunned, the individual is also encased in a sheath of ice (Good Material Strength).

Entangler: S1's right arm incorporates a fluid cannon that fires globs of a highly viscous adhesive. This Unearthly foaming gluey mixture surrounds and traps the targeted individual. After 10 minutes, its strength drops one rank per minute.

Anti-Phasing Array: S1 is equipped with an experimental wave modulator in it’s left arm that can negate phasing with Amazing ability (8 area range) for 1-10 turns.

Power Supply: S1 derives its primary power from a radioisotope thermoelectric generator. There is extensive atomic battery backup too.

Communication with Cybernetics (Techno-Telepathy): S1 has a form of telepathy that only allows communication with machines. This communication is accomplished with Remarkable ability (6 Mile Range). It is primarily employed to communicate with fellow Sentinels and Sentinel central computing systems, but it can be readily used upon any machine. S1 can remotely interrogate computer systems for information. This is effectively a ‘mental probe’ of Good intensity. Resisted by ECM / Counter-Intrusion Programming or Psyche (if any).

Sensors: S1 has Excellent protection for its visual and auditory sensors. It possesses Incredible Thermal Vision, Feeble Telescopic Vision, Remarkable Hyper-Hearing, and Remarkable Hyper-Olfactory.

Gamma Energy Detection: S1 can detect, identify and trace all forms of gamma radiation with Monstrous ability (50 mile range). This system was installed as part of an ultimately aborted plan to track the Hulk, Doc Samson, and other gamma-irradiated beings.

Mutant Detection: Like all Sentinels, S1 possesses an all-band organic spectrum analyser. Functioning with Good ability, all living things within 10 miles can be detected and scanned. The system then determines whether each is animal, human, mutant or none of the above. In addition, S1 can link into any Sentinel central computing system and relay information about particular mutants back and fourth.

Learning Program: The greatest danger of the Sentinels is their ability to learn from their mistakes. After three rounds of battling an opponent, all Sentinels receive a +2 CS when fighting that individual in the future. Even the destruction of a Sentinel in the third round will not prevent the information from being broadcast back to the central computing systems to help other Sentinels in future battles. This also allows the Sentinels to take appropriate measures to neutralise a specific type of attack the next time the Sentinels attack that individual. This last factor is responsible for S1’s unique nature.

Flight: S1 can fly at up to Excellent air speeds (10 areas per round or 150 mph) by using conventional jets built into it’s lower legs. Additional nuclear thrusters allow movement at up to Shift-X air speeds (50 areas per round or 750 mph). Thus, S1 is capable of reaching and operating in low earth orbit. These nuclear thrusters put out Incredible intensity radiation in a 2 area radius when operating.

Talents: Criminology, Psychiatry, Repair/Tinkering.

Contacts: S1 is Master Mold’s second in command.

~ Sentinel Options ~

Enhanced Flight (Mark I) ~ Solid-fuel booster rockets in a detachable backpack unit, with additional strap-on stabilising liquid-fuel leg thrusters, provide 100 minutes of flight at Shift-Z air speeds. Thus the Sentinel can easily reach orbital space.

Enhanced Flight (Mark II) ~ Nuclear thrusters in a detachable backpack unit, with additional strap-on stabilising ion leg thrusters, provide 100 hours of flight at Shift-Z air speeds. Thus the Sentinel can easily reach orbital space. When operating, this thruster puts out Incredible intensity hard radiation in a 2 area radius sphere.

Enhanced Flight (Mark III) ~ Designed by Salen-Dar of Zundam, this device employs vectored thorium fusion engines in a detachable backpack unit with additional gyroscopic stabilisation. The system provides 100 days of flight at Shift-Z air speeds. When operating, the fusion engines give off Excellent hard radiation within a 6 area radius sphere.
Solar Sail ~ Deployed in planetary orbit, a solar sail provides Remarkable intensity re-entry abilities and recharging of the Sentinel's electrical storage systems via Good Absorption Power (Solar). In space, it provides Good flight capabilities too.

~ Spy Robot ~
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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 effect control. They are immune to disease, poisons, gas, or powers that affect the human mind or emotions.

Psi-Scream Device - This is an anti-mutant terrorist device that is tripped when an individual in the same area as the device uses any mental power. It amplifies the use of any psychic energy used near it a hundred-fold and instantly feeds it back to its source. Treat this as a Monstrous level mental attack against the user. If successful, it causes Incredible damage and the character must make a Psyche FEAT roll or be stunned for 1-10 hours. The device is the size of a wallet and is good for one use. It is embedded deep within the Spy Robots torso and can only be accessed without damage using the right tools.
Battle Armour – Some of the Spy Robot’s masquerade as various superpowered individuals. These Spy Robot’s wear suits that duplicate most of their subjects powers. Master Mold has suits based upon Iron Man (Silver Sphinx), Freedom Fighter, Crimson Dynamo and Titanium Man readily available.

Originally developed by the Special Developments Department of Roxxon Oil, these spy robots were originally used against Alpha Flight. Master Mold acquired the plans during a computer raid and now employs them as agent provocateurs, covert federal agents, and even fake police.

~ Peter Henry Gyrich ~

Peter Henry Gyrich is a top agent for the National Security Council. His most publicised action to date revolves around his former position as liaison to the Avengers. His investigation into the Avengers security resulted in that group losing its government sanction and access to the government information net. This decision was later overturned in court.

Henry was switched from this position to that of the director of Project: Wideawake. After a handful of years Project: Wideawake folded and Henry was reassigned yet again. He’s currently a specialist analyst working on mutant terrorist threats.

Gyrich's obsession with his work shows the kind of man he is: proud, merciless and insistent. If it was up to him, every super powered person on Earth would have their powers stripped or be locked away. All aliens would be deported and gods banished back from whence they came.
For many years he has secretly stayed in touch with Master Mold and the Sentinels.
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Quirks ~ Natural Talent (Law Enforcement @ +2CS), Alertness, High Stress Capacity, Sanity, Benefactor (Master Mold and the Sentinels), Reputation (Hard and Determined Federal Agent @ +3CS).
Talents: Law Enforcement, Business/Finance, Journalism, Detective/Espionage, Resist Domination, First Aid, Repair/Tinkering, Trivia (American Government). Gyrich has a diplomatic grasp of Arabic, French, German, Japanese, and Mandarin. Hailing from Pittsburgh, he grew up speaking Western Pennsylvania English. During his university education, he deliberately acquired something of a Mid-Atlantic Accent.
Contacts: Gyrich has vast contacts within the U.S. Government and with various law enforcement agencies. U. N., Mercenary Connections, Master Mold and the Sentinels.

Costume - His stylish bespoke three-piece double-breasted suit is composed of beta cloth and unstable molecules. The waistcoat is also lined with concealed carbon mesh and acts as a bulletproof vest. He thus has Excellent Body Armour with Excellent Resistance to Heat and Radiation. The entire ensemble can instantly assume any one of four possible colours – light grey, dark grey, navy blue, or black.

Graphite Grey Felt Homburg (Ballistic Nylon, Graphite Plates, Gold Flex, Good Protection Against Head Bullseye Attacks), Wiley X Gravity Ballistic Glasses, RGM Caliber 20 Model Watch (Hour / Minute / Seconds / Moonphase, 19 Jewels, Stainless Steel), John Lobb Rasp Billfold Wallet, Solid Silver Silk Ties, Solid Teal Pocket Square in One Point Fold, Saks Fifth Avenue Collection French Cuff Point Collar White Cotton Dress Shirt, John Lobb Hyde Leather Belt, John Lobb Philip II Black Shoes, Black Merino Wool Socks, Saks Fifth Avenue Collection Black Crewneck Under Tee, Saks Fifth Avenue Collection Black Boxer Briefs.
Mobile Flip Phone (Standard Features + White Noise Generator, Window Trembler, Bug Detector, Emergency Trauma Injector - Stim [+3CS Endurance, 1d6+1 Minutes], Syncomp 15 [+3CS Endurance Against Toxins, 1d6+1 Hours], Rambo [+2CS Fighting, +2CS Agility, +2CS Strength, 1d10+1 Minutes]), Mag-Lite XL50 LED 3-Cell AAA Flashlight, Wells-Ordin Bio-Metabolic Indicator, Null-Psych Beta-Wave Emitter, Gas Pellets (Good Smoke), Gas Pellets (Good Stun Gas), Genome Toxin Grenades.
Throw-Away Automatic Pistol: This smooth and toy-like automatic pistol is designed for ease of concealment. All parts are made of plastic, including the fluoropolymer bullets, and will not be sensed by a metal detector. It can not be reloaded, and must be thrown away when all of its seven shots are expended. Cost = Good; Range = 3 Areas; Damage = 6; Type = Shooting; Rate = 1; Shots = 7; Material = Good.

Polycarbonate Knife: This 7” knife comes in a silk sheath and is guaranteed not to show up on metal detectors. Balanced for throwing, yet with a keen edge for slicing.
~ Kodiak ~

Krassno ‘Kodiak’ Granitsky is a powerful man of great girth, shaggy as a bear with thick and dark bronze hair. His eyes are dark chestnut and deepset under massive brows. He keeps his bristly beard squared off and shaves his head down to a rough stubble. In combat, he is a wild man, attacking with spirit and ingenuity. When not in combat, Kodiak is an earthy and cheerful fellow with a dangerous streak a mile wide. He stands some 6’3” tall and bulks 300lbs. He gets about in army surplus camouflage, usually some woodland pattern, with tanker boots and dark shades.

Kodiak is an android composed of bio-organic plastics and synthetic blood. He was created by a Russian think tank in the twilight years of the Soviet Union. Since then, he has wandered the world and gained a detailed knowledge of the mean streets. He supports himself by mercenary scouting and committing various crimes (bank and armoured-car robberies, cross-border smuggling runs, destruction of property for insurance claim purposes, and the like). As a mercenary, he has been employed many times as a military scout by both Master Mold and Peter Henry Gyrich.
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· Environmental Awareness – Typical.

· Phasing – Amazing.

· True Flight – Unearthly.

· Force Field (Telekinetic) – Incredible.

· Kinetic Bolt – Incredible.

· Kinetic Control – Typical.

· Hyper-Speed – Excellent.

· Regeneration – Shift-Y.

· Metabolic Resistance – Unearthly.

· Self-Revival - Unearthly.

Quirks ~ Strong Bones (+5 CS), Alertness, Action Addict, Enemy (Old Russian Hardliners), Weirdness Magnet. Kodiak is an avid reader of newspapers and is a night owl too.

Talents ~ Martial Arts B & E, Military, Criminology, Repair/Tinkering, Streetsmarts. Kodiak is a native speaker of Russian. He can also speak fluent American English, Canadian French, and Mexican Spanish.

Contacts ~ Incredible Street, Excellent Military, Excellent Criminal, Excellent Journalism, Good Business World. Master Mold and Peter Henry Gyrich frequently employ him as a mercenary scout. Kodiak can contact them if needs must.

