~ Space in the Marvel Superheroes RPG ~

The information on space combat and aliens is somewhat sparse in the Marvel Superheroes RPG.

There is a brief paragraph on Page 10 of the Judge's Book, and another on Page 13. Toward the end of the Judge's Book there is the section concerning 'Aliens and Non-Human Races'.

The Players’ Book has details of a few spacecraft in the Vehicles Section and the Piloting Talent can be applied to spacecraft if the character in question has a suitable extraterrestrial background.

There is passing mention in the game that the Grey Gargoyle was once the captain of the starship ‘Bird of Prey’. Also, Grey Gargoyle and his crew of space pirates sold the entire Centurii race into slavery.

Secret Wars II (Campaign Book, Chapter 8) has some great details on starships and space combat. The overall space opera adventure is rather good too. In the Roster Book the details on Nebula, her crew of space pirates, and the Skrulls are useful for background characters in other settings, just change the names and you’re set.

Time Trap (Chapter 2) has some solid details on amphibious humanoid alien raiders too. They are especially good for use in filling out a space pirate crew with exotic background characters and cool alien technology.
‘Netbook of Aliens in Marvel Comics’ is a great resource. Astounding !!!

*******

Combat in space and zero gravity: Zero gravity situations place their own restrictions on combat. All missile attacks and thrown objects have line of sight range. Any character may be stunned or slammed in zero-gee. Certain characters can survive in deep space for extended periods of time, not requiring to eat or breathe. Others must deal with Monstrous Intensity cold and total lack of air in space.

Vacuum: Similar in effects to Drowning, save that normal functions resume once the characters are brought back into a viable atmosphere. In addition, airless space has the effect of Monstrous cold, though any kind of Force Field negates that effect on those within. See under Judging Combat in Space and Zero-Gravity.

*******

The Earth is located near a nexus of naturally occurring space warps.

~ Space Pirates ~

Wanderers and vagabonds, pirates are a rag-tag bunch of lone wolves, exiles, outcasts, and dissidents. They are all tough, inventive, bold, and daring. Their whole lifestyle and worldview are very much along the lines of a motorcycle gang.

Typical Space Pirate
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Overall space pirates usually carry solar-energised laser weapons of Excellent material strength plastics which inflict Remarkable Energy damage up to 4 areas away. They also wear void suits that provide them with Excellent body armour.

These rough and tumble space dog aliens come from a hundred different worlds and are all more or less humanoid. They closely resemble Earthlings, but each does possess some form of distinguishing physical characteristic that marks then as an alien species.

Humanoid Aliens: Roll 1d10 = 

1 = Exotic Atmosphere (Nitrogen-Methane or Methane-Ammonia)

2 = Stocky (Exceptionally Broad and Husky, Provides +1CS Strength)

3 = Altered Features (Pointy Ears, Odd Eyes, Weird Skin Colour)

4 = Additional Body Parts (Arms)

5 = Altered Features (Different Number of Fingers and/or Toes)

6 = Additional Body Parts (Prehensile Tail)

7 = Furry (Choose Colour, Provides Good Protection from Cold)

8 = Additional Body Parts (Claws)

9 = Tough Skin (Choose Colour, Provides Typical Body Armour)

0 = Roll Twice – Ignoring Additional Rolls of 0.

If the roll indicates an ‘Exotic Atmosphere’ then the alien comes from a truly exotic world, such as a methane world. They will require an environment suit on ‘normal’ worlds. They thus gain the bonus power of Body Armour (D1) and a life support power of the players’ choice which is an integral part of the armour.

This could be something along the lines of an advanced filter suit (Lung Adaptability - P7) or a bio-mechanical suit based upon animal tissue (Animal Mimicry - S5) or a similar suit based upon vegetative tissue (Plant Mimicry - S24). Be inventive and have fun with it.

The animal tissue suit could be insectoid with protective chitinous plates, leathery joints, and a bulbous domed translucent helmet. The vegetative tissue suit could be composed of a tough yet flexible bark analogue with feathery breathing branches at the neck.

~ Spyder ~

Fighting........Typical


(6).





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

Agility.........Excellent

(20).

Strength........Good



(10).





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

Endurance.......Excellent

(20).

Reason..........Incredible
(40).





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

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

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





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

- Webcasting @ Monstrous
- Neural Manipulation - Paralysis (Only with Webcasting) @ Incredible

- Regeneration @ Excellent
- Iron Will @ Remarkable
- Ultraviolet Vision @ Incredible
Quirks ~ 3-D Sense, Alertness, Luckiness, Personal Code (Pirate’s Oath), Bigotry (Skrulls), Weirdness Magnet.
Talents ~ Acrobatics, Tumbling, Piloting (Air & Space), Business/Finance, Criminology, Streetsmarts, Leadership.

Contacts ~ Incredible Street, Remarkable Criminal, Excellent Journalism, Good Law Enforcement, Good Business World.
Flight Platform ~ When in a possible combat situation Spyder often rides a floating platform. This platform only has Feeble air speed, but has a deflection sphere which provides anyone on it with Amazing protection against all forms of attack.
Ray Gun ~ Spyder prefers cunning and subterfuge to sniping at opponents from a distance, but if needs must he can employ a standard pirate boarding blaster. This variable setting pulse-laser inflicts up to Incredible Energy damage with a range of 6 areas. It has a material strength of Excellent and holds sufficient charge for 30 shots.

Emergency Space Suit ~ This silvery metallic device is roughly the size and shape of a cigarette pack. When activated it expands and reconfigures so as to envelope the user with a shroud of flexible golden life support foam that provides a breathable atmosphere. This foam is only an inch or so thick and so does not adversely affect movement. A personal Force Field of Remarkable Intensity creates something of a skin over the foam. All normal senses are temporally obscured, but Radarsense at Monstrous and Energy Detection at Remarkable are gained. Enhanced Computer Links provide communications at up to 250 miles. Gravity polarizer sub-systems provide flight at up to Good air speeds. After some ten hours the system fails and disperses into various gases. If the user is skilled and lucky, planetary landfall is possible.
Sarjenka - Female Centurii
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Powers ~ Environmental Awareness @ Incredible, Energy Plasmoids @ Amazing (Power Stunts: Fireworks, Flash Powders, Falling Stars, Grenades, Bombs).
Quirks ~ 3-D Sense, Attractiveness (+1CS), Likeability, Personal Code (Pirate’s Oath), Phobia (Undead), Speedfreak.

Talents ~ Guns, Martial Arts A, Piloting, Archaeology, Occult Lore.

Gear ~ Stun Rifle, Polarised Goggles, Rocket Pack, Emergency Space Suit.

Bahrat - Male Achernonian
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Powers ~ Phasing @ Amazing (Power Stunts: Disrupt Electrical Systems, Affect Another Being on Contact, Walking on Air, Phase In - Attack - Phase Out).

Quirks ~ Fighting Logistics, High Pain Threshold, Rapid Healing, Strong Bones (+1CS), Action Addict, Bluntness, Impulsiveness, Personal Code (Pirate’s Oath).

Talents ~ Marksman, Weapons Master, Martial Arts A & C.

Gear ~ Bullpup Automatic Rifle, Hollow Point Bullets, Riot Gun, Standard Slugs, Sword (Amazing Material Strength), Chain Whip (Amazing Material Strength), Smoke Grenades, Incendiary Grenades (Incredible Intensity Flame + Burns at Good for 1-10 Turns), Freeze Grenades (Remarkable Intensity Cold).
Zorn - Male Sssth
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Powers ~ Body Resistance @ Good, Regeneration @ Remarkable, Additional Body Parts - Claws @ Incredible, Rage @ Amazing.

Quirks ~ Adrenal Surge, Strong Bones (+4CS), Colour-Blind, Allergy (Cold @ +1CS), Attitude, Bully, Personal Code (Pirate’s Oath).
Talents ~ Martial Arts A / B / C / E.

Gear ~ Laser Rifle, Machine Pistol, Concussive Grenades, Sonic Grenades, Weakness Gas Grenades (Remarkable Potency, Endurance Feat or -1CS on FASE for 1-10 Turns), Emergency Space Suit.

Lursa - Female Contraxian
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Powers ~ Telepathy @ Incredible (Power Stunts: Mind Blast & Psionic Detection at -1CS, Hallucinations & Mental Probe at -2CS), Telelocation @ Incredible.

Quirks ~ Natural Talent (Psychiatry), Sensory Increase (Sight), Quick Learning, Attractiveness (+1CS), Allergy (Drugs and Toxins), Compulsiveness (Telepathic Eavesdropping), Mania (Hypomania), Personal Code (Pirate’s Oath).
Talents ~ Guns, Martial Arts A & D, Psychiatry, Computers.
Gear ~ Laser Rifle, Concussion Pistol, Emergency Space Suit, Critter (Space Tiger, Stocky, Six Legs, Blood Red Fur with Shimmering Golden Stripes).

Arak'Taral - Male Zebulon Lizard-Man
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Powers ~ Space Armour # Body Armour @ Incredible, Invulnerability to Mental Attacks, Resistance to Heat & Cold @ Unearthly, Force Field Generation @ Incredible (Power Stunts: Remarkable Force Missiles at 8 Areas, Incredible Entangling Attack, Cushion Falls or Crashes), Regeneration @ Amazing, Lung Adaptability @ Amazing, Rocket @ Remarkable, Teleport Self @ Remarkable.
Quirks ~ 3-D Sense, Alertness, Mechanical Aptitude, Static, Albinism, Allergy (Solar Energy at +1CS), Sensory Decrease (Sight at -2CS), Personal Code (Pirate’s Oath).
Talents ~ Martial Arts B & E, Detective/Espionage, Physics, Resist Domination, Repair/Tinkering.

Gear ~ Space Armour (See Above Under Powers), Garrity Multiscanner.

Fariah - Female Gramosian
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Quirks ~ Ambidexterity, Sensory Increase (Hearing), Magical Potential, Psionic Potential, Personal Code (Pirate’s Oath).
Talents ~ Climbing, Security, Stealth, Thief, Streetsmarts.

Gear ~ GyroJet Pistol, Explosive Ammo, Infra-Red Goggles, Unitard (Excellent Blending, Incredible Stealth, Excellent Body Armour), Emergency Space Suit.

Jo-Jo Wajhokowski is a massive fellow, barrel-chested and broad-gutted, with an immense inky black beard and fists like sledgehammers. His hairy hide is as tough and swarthy as that of a Kodiak bear. He is a very coarse gent from a blue-collar background. Jo-Jo spent his youth in the factory and warehouse industries. Pushing forty, he became foreman of the Shaw Industries plant in Hartford, Connecticut. He’d reached the top of his industry and was set for life.
Then he was swept up during the misadventures of the Fallen Angels and dumped on Laxidazia. Destitute and alone on an alien planet he ended up in the illegal pit fighting enclaves and gained something of a reputation as a bare-knuckle boxer. He was all but killed during a night of rioting, sparked by trolls, when run down by a police assault vehicle.
Spyder found the dying brawler in the gutter and offered him a chance at a new life, if he’d become a space pirate that is. With no other choice, Jo-Jo agreed. He now loots and pillages the star lanes with the Space Pirates of the Frostfire Nebula.
Fighting........Incredible
(40).





Health............140.

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

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





Karma.............56.

Endurance.......Excellent

(20).

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


(6).





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

Intuition.......Excellent

(20).

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





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

Cyberware / Bioware ~ Orthoskin III (Excellent Body Armour), Symbiotes I (Feeble Regeneration), UV Resistance (No Sunscreen Needed), Bone Lacing (Bio-Plastic), Muscle Replacement III, Boosted Reflexes III (+3 Initiative, +3CS Multiple Attack Tests), Orientation System, Hearing Amplification (Remarkable Hyper-Hearing), Damper (Excellent Audio Protection), Olfactory Booster (Remarkable Hyper-Olfactory), Skinwatch (Subdermal Timepiece), Light Tattoos (Decorative Bioluminescent Skin Art).

Quirks ~ High Pain Threshold, Natural Talent (Martial Arts B), Adrenal Surge, 3-D Sense, Cyber-Immunity, Sturdiness, Attitude, Personal Code (Pirate’s Oath), Rudeness.
Talents ~ Martial Arts A / B / E, Criminology, Electronics, First Aid, Repair/Tinkering, Streetsmarts, Languages (English with Polish, Shi'ar, and Pirates’ Cant).
Contacts ~ Remarkable Street, Excellent Space Pirates, Good Medical, Good Criminal, Typical Engineering.

Vacuum Armour ~ If on a raid or boarding action, Jo-Jo will don his custom armour. This is a combination of articulated interlocking Dravium Plates over a Skinsuit. It provides Remarkable protection against physical attacks and Amazing protection against energy attacks. The tinted visor provides Excellent Thermal Vision with Remarkable Protected Vision. An expanded air system allows Jo-Jo to breathe tanked air for 80-120 minutes and manoeuvre in space with Incredible ability.

Skinsuits are used in emergencies or where freedom of action is essential. They are tough and skin-tight silvery coveralls crafted from a hybrid rubberised material with a simple transparent bubble helmet. The typical Skinsuit holds a 40-60 minute supply of tanked air. The surface tension of the suit holds the wearer’s body together against vacuum and suitable air pressure is distributed throughout the gel-foam inner skin. The circulating air is automatically heated or cooled to maintain body temperature. Skinsuits provide little radiation protection and their temperature regulation units can only stand full darkness or full sunlight for ten minutes maximum. They are easy to get into (about three turns for an experienced spacer) and relatively cheap.
Grenades ~ Jo-Jo dislikes ranged weapons and much prefers to brawl, but even he realises that sometimes a ranged attack is needed. For just such a contingency he carries four throwing axes (Amazing Strength Durasteel) and four plasma grenades (Remarkable Force, Good Heat, Good Hard Radiation) on his belt.
Pym Particle ~ Gas, Incredible Shrinking (Atomic Shrinkage), Unearthly Growth (Atomic Growth). Usually used to shrink booty for easy plundering.

The Void Raider
Spyder travels through space in a luxurious space yacht that is also a deadly pirate marauder. It can carry up to 100 cutthroats and some 500 tons of cargo. In addition, it has a large hanger bay with a number of smaller cargo transports and assault shuttles.

Type:
Space (VTOL)
Compartmented
Yes (5)

Control:
Remarkable
Speed:
Class 3000
Body:
Remarkable
Protection:
Remarkable
Hyper-Flight
Excellent

Armament
Amazing Strength Laser

Shields
Remarkable

Although lavish and self-indulgent, the Void Raider is a handy craft and possesses Monstrous Electronic Counter Measures, Excellent Illusory Invisibility, Shift-Y Energy Detection, Remarkable Telescopic Vision, Amazing Thermal Vision, Amazing Ultraviolet Vision, Excellent Teleport Others, Excellent Molecular Creation with Lifeform Creation (Auto-Kitchen), and Excellent Grafting with Distance Healing (Auto-Doc).
Space Pirate Clipper
This dart-shaped spacecraft represents the typical vessel used by space pirates. Fast and manoeuvrable with atmospheric streamlining to allow planetary landings. They are lightly armed and armoured, suited more for lightning raids then prolonged battles.

Type:
Space (VTOL)
Compartmented
Yes (3)

Control:
Excellent

Speed:
Class 1000
Body:
Excellent

Protection:
Excellent

Hyper-Flight
Excellent

Armament
Remarkable Strength Laser

Shields
Excellent

All pirate clippers have low visibility hull coatings that penalise visual spotting by -2CS. Those upgraded by Abner Darwin have plasma systems that can either boost laser power by +1CS or boost shield strength by +1CS or provide a plasma sheath. A plasma sheath provides Remarkable ECM and increases Speed by +1CS. Which type of boost is currently operation can be chosen at the start of each turn, before initiative is rolled.
