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INTRODUCTION

Itisthe summer of 1843. The
world is in the grip ¢f war.

Three quarters ot the Eurapean
continent lies in ruins, arushed
beneath lhe heel of a Garman jack-
boot. Neither the sands of Africa nor
the steppes of Russia are safe from
the Nazi scourge. On the other side
of the world, the walers of the Pacific
run fed with blood.

While the valiant allies struggle
against seemingly overwhelming
odds, the diclators of Berlin, Rome,
and Tokyo gleetfully divide the world
amongst themselves for conquest.
As the sun sets over Europe, free-

: dom is soon to become liltle more
| than a fond memory.

Welcome, true believers, to the
| (2test mind-mashing adventure for
' the mighty MARVEL SUPER
HEROES™ Roleplaying Game. Alf
This and World War ( is designed for
a Judge and three to six players. The
adventure can be played either on its
own or as the prelude to the electrify-
ing Time Travel Campaign Series
(which also features MT2—The
Weird, Vieird ‘Nest, and MT3—The
Man AMho Wouid Be Kang).

In the pages that follow, your play-
ers will be catapulted back inte the
secona World War, where they must
attempt to foil a bizarre Nazi plot that
threatens all of history. Unlike olher
MARVEL SUPER HEROES™ advan-
ture modules, MT1 is not cesigned
for a specitic group of Marvel heroes.
Instead, guidelines are presentec for
setting up your own hero group using
characters ycu #esign (though a list
of suggested characters is presented
for players whe haven’t the time or
inclination to design their own
heroes).

Aif This and Werid War il contains:
— a 48 page Adventure Book which
includes a collection of guidslines for
estatlisning ycur ewn hero group,
descriptions ot all the major and
minor non-player characiers the
heroes will encounter along Lhe way,
and the necessary notes for running
the adveniture itself.

— a four-color, full-sized mapsheet
depicting seme of the adventure’s
major locales.

— and a cardstock cover featuring a
summary of the adventure's heroes
and villains, as well as an encounter
flowchart to speed play.

As Judye, you can begin by read-
ing ovar the adventure book until you
have a complete understanding of
the adventure and all its elements.
It's probably a bad idea for even the
most experienced ¢f Judges to leap
right into play without having read
the adventure. If you're new o
“Judgery” it alsc might not be a bad
idea to take a Icok at the ruebooks
from the boxed set one last time
before heginning play (trust me, you
will almost certainly finc somathing
that you have sverlesked until row).

And now, without further adieu . .

The Nazis? Time travel? Plot

that threatens all of history?

Well, yeah.

Back in 1943, a timeship belong-
ing to an exira-terresirial race known
s the Orphu crash-landed in Hitler's
Berlin. Fortunately for the Nazis,
there were no survivors, and the time
craft quickly passed into the hands of
the German High Command.

Top Nazi sciantist Barcn Zemo
labored over the alien vessel for
months before finally penetrating a
few of its secrets. Zemo and his
assistants eventually learned enough
about the craft to enzble them 10
construct twe additional timeships
using spare parts scrounged from
the eriginal vessel

With three working tima machines
at their disposal, the Nazis now had

power over time and space within
their very grasp! The only remaining
task was to determine the most
effective way to employ their new
weupaon in the struggle against the
allied powers. It was the cevious Red
Skull himself who finally came up
with the answer: Elit= Nazi comman- f
do units were assigned to each of
the time vessels and sent to prede-
signated paints in the future. There,
the commando teams would try to
get their hands cn fantastic futuristic
weapons which could te useg
against the allies.

One of the teams was senli 10 the
year 2146; from which the comman-
dos managed to return with a formi-
dable futuristic “supar-vehicia” in
tow. The other tvro teams were never
heard fram again; one was sent fo
the year 5718, and the other to the
year 1989!

Now, we all know that the Ger-
mans lost the second World War, so
apparently something went wreng
befare the hijecked super-weapon
could be employad in the effort
asainst the allies—but what? History
provides no clues.

Cut To...

1989.

Klaus Kruptmarn, one of Baron
Zemo's original assistants on the
Nazi time travel project, is still alive
and well. Inn the early menihs of
1945, Kruptmann managed to con-
ceal his former affiliation with the
Nazis trom allied officials, allowing
kim to defact ta the United States




and escape Germany before the fall.
Since the war, Kruptmann has
worked on a number of top secret
projects for the US Government. Just
recently, he was given a position in
the research and development
branch of what used to be the
Supreme Headquarters International
Espionage Law Enforcement Divi-
sion {SHIELD).

Although Kruptmann's surface
allegiances may have changed, his
luyalties cartainly haven’t. To this
day, he remains a secrel supporler of
the Nazi party and & frequent con-
tributor to the South American Nazi
backed criminal syndicates. Krupt-
mann's dream is to restore the glory
ol the Third Reich; a drezm which he
hopes will sgon become a reality.

Kruptmann took extensive notes
on the time travel project back in
1943, including the fact that one of
the elite Nazi commando teams was
sent forward to the year 1689.
Amongd his notes, Kruptmann found
the commardo team’s projected
point of arrival in the future era (what
is now the sewer system beneath the
city of San Diego), prompting him ta
devise an Ingenuous scheme.

Kruptmann hoges to rendezvous
with the commandos and help them
accomplish their mission by provid-
ing the unit with accass to saphisti-
cated weaponry. He can then make
sure that the commando team suc-
cessfully returns to the past.
Although he was taken off of the time
travel project before he was abte to
learn the final fate of the super-
weapon thal was liberated from the
year 214€, Kruptmann believes that
a second commando unit returning
with more futuristic weaponry could
sign:ficanily alter the outcome of the
war, possibly rewriting history as we
snew il. The only people that stand
in the way of Kruptmann and his
scheme, of course, are—

The Player Characters

Like each of the other adveniure
modules In the Time Travel series, Al
This and World War {! is designed in
such a way as to allow you to play

through the adventure using player
characters of your own cesign. In
fact, just a few short paragraphs
from now you'll fird guidelines and
suggestions for creating your own
hero group (be patient, thew're worth
the wait).

Those of you tha: haver't the time
or ambition to create ycur own char-
acters can use the West Ccast
Avengers as glayer heroes: Hawk-
eye, Doctar Pym, Tigra, and Wonder
Man. In addition, a tew nes mem-
bers of the West Coast Team are
provided below:

The Vision

F BRM 30 Heailth: 140

A EX 20

S AM 50 Karma: 60

€ IN 40

R EX 20 Resources: PR(4)
I GD 10

P RBRM 30 Popularity: 3C
KNOWN POWERS:

Densily Maniguiation, Self. The
Vision can control his density with
Unearthly ability. His normal censity
is Good. At densities abhove Good,
the Vision gains Bocy Armor equal to




the density rank, but at densities
above Incredible he suffers a —1 CS
to his Fighting and Agility ranks. At
densities above Amazing, use the
density rank in place of the Visian's
Strength for Charging combat. At
Unearthly density the Vision cannol
move. The Vislon can shift his censi-
ty from Shift 0 to Unearthly {or any
rank in between) instantaneously,
save that he is limited to one density
shiit per round. He has developed a
number of Power Stunts using this
ability:

—Phasing through solid objects at
Ehift 0 densily. Unlike normat phas-
ing, this does nol cause maltunctions
in electronic equipment

—Flight at Shift 0 density (Pcor
speed).

—Disrupting living targets or non
living materials by solidifying inside
them. The damage intlicted is equal
to the Vision's chosen density rank,
ignoring the target's Body Armor.
The Vision's precise computer brain
enables hirr to use this stunt with
little risk of killing living creatures.
Lite Support: The Vision has Incredi-
ble Life Support powers and can
survive in space for up tc 40 rounds.
He does not need to eat or breathe.
Sclar Beams: The Vision can firg
laser-like beams of solar energy from
his eyes ar the jewel in his forehead
This is @ Remarkabdle Energy attzck
with a Range of 8 areas.

Sclar Regereration: The Vision has
this power &t the Amazing rank.
Indoors, the Vision will stili heal at an
accelerated rate If solar Or laser
energy is directed at the jewel in his
ferehead.

Talents: The Vision has the Repair/
Tinkering Talent.

Contacts: The Vision is an Avenger
of long standing and is married to the
Scarlet Witch. His best friends are
Glynis and llya Zarkcv, the stage
magicians Glamor and lllusicn.
Background: Ultron-5 obtained the
deactivated bedy of the original,
android Human Torch and forced tha
android’s creator, Prof. Phineas T.
Horton, to remove the android's
ftame powers and replace them with
the abilities to syfithesize energy and

maniputate density. Ulitron then
erased the Human Torch’s memories
anc gave the synthezoid a new per-
sonality based upon the engrams of
Simon Williams, alias Worder Man.
Qriglnally programmed to destroy the
Avengers, the Vision turned against
Ultron-5 and helped destroy his crea-
tor. Joining the Avengers, the Vigion
had a long and illustrious career,
assuming team leadership during the
first Secret War. By this time, a con-
trol crystal in the Vision's brain was
malfunctioning, urging him to imple-
ment a misquided plan to impase
peace on the world by contralling
military and civitlian computer net-
works. The Avengers convinced him
to abort the scheme, and the Visior
remcved the defective control crys-
tal. He was ultimately forced to tem-
pcrarily resign from the team.
Despite his originally *'cold and
unfeeling’ demeanar, the Vision's
love for the Scarlet Witch has always
been strong. With the removal of the
control crysial, the Vision became

capable of developing a true human
personality. Recently, the Vision
began developing strong family ties.
He now recards Wonder Man as a
brother, and the slrong emotionzl
bond between the Vision and the
Scarlet Witch enabled them to bear
chilaren thrcugh mystical means.

Moon Knight

alias Marc Spector

F AM 30 Health: 90

A EX 20

S EX 20 Karma. 60

E EX 20

R GD 10 Resources: RM(30)
I EX 20

P RM 30 Popularity: 10

KNOWN POWERS:

Power Boost: When the moon is in
the sky, Spectar’s Fighting, Strength,
and Endurance are raised to Incredi-
ble; his Agllity is Remarkatle, and
his Health rises to 150. This increase
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occurs as soon as the moon ia clear
of the horizon, and lasts as long as ¢
is in the sky. A= it|s the rays of the
moon that give him the added power,
a new moon or eclipse will not trigger
the transformation, but being inside
or uncergrcund will not prevent its
effects.

Weaponry: Moon Knight carries a
number of weapons, including:

—10 throwing darts (range 5 areas,
Goad Edged camage).

—a “lasso-grapple’ (range 1 area,
Good damaage or Excellent Grappling
ability against ane foe] that allows
Moon Knight to sca'e walls at 2 sto-
ries per round.

—and = bola {rarige 3 areas, Typical
Blunt damage, or Good Grappling}.
Talents: Moon Knight is skilled in
Firearms, Martial Arts A and Acrobat-
ics, as well as Driver and Financier.
Contacts: Moon Knight has a small
array of followers, including Marlene
Alraud, Bertram Crawley, and Rick
and Ray Johnson.

Background: Mercenary Marc Spec-
tor gave his life trying to prevent
another mercenary from robbing an
Egyptian archeological dig. Spector
regained his life at the feet of a
statuz ¢f the Egyptian god of thia
moon, Khonshu. Attributing his res-
urrection to that diety, Spector
became Moon Knight.

For months afterward, Spector
served as a treelance agent, with
aliases as cab driver Jake Lockley
and millionaire Steven Grant. He
uszd "“Gran?'s™ moriey to fund his
crimefighting career. Tired of juggling
several identilies, Spector finally
retired his other selves and sold the
statue of Khansnu. When the buyer
sought to turn the statue toward his
o~nevil ends, three ancient priests
of Egypt called upon Spector to res-
cue the statue and retake the mantic
of Mcon Knight, which ke did, earn-
iny the honor cf hesting the spirit of
Khonshu within his body.

Recently, the spirit of Khonshu
departed Spector's body, beginning
another chapter in the story of the
Moon Knight.

.lill

The Scarlet Witch

alias \Wanda

F GD 10 Health: 46

A GD 10

S Ty 6 Karma: 60

E EX 20

R GD 10 Resources: TY(€)
I EX 20

P BEM 30 Popularity: 39

KNOWN POWERS:

Hex Spheres: This poweer is & uniqus
and formidatle type of Matter and
Erergy Ccrtrol that aliers a target's
prohabhility field and causes it to
experience unlikely events. Wanda
cannot use the power to cause the
impossible (she cannot create
objects out of thin air, for example),
but her power is otherwise limited
only by the imagination. She can, for
example, cause a device to suddenly
malfunctien, an object to coliapse
and fall apart, or projectiles and
energy bolts to deflect their paths in

!
.-.!I

mid-flight.

In play, the player running the
Scarlet Witch should describe the
desired event to 1he Judge, such as
“I want Kang's force field 1o overload
and shorl oul." The Judge then
assigns the Intensity of the FEAT. In
some inslances, the Judge may rule
that the event requires a successful
Power Stunt. Wanda'’s hex spheres
wilt never aflect objects with a mate-
rial strength of greater than Class
10CO0.

Wanda currently uses this ability at
the Amazing rank.

Magical Abifties: Wwanda's hex
spheres have seemed magical in
effect, and some have assurmed that
she was a true sorceress. She also
has the potential to wielc poweriul
magic, but she only recently sought
oul true magical instruction. Warda
kas an intuitive *“sense” of mystical
events, and has dreamt precognitive
visions, detocted the mystical
impressions left upon an object by its
former user, taught minor weather




conirol magic lo a teenage studenl,
and used magical ceremonies to
speak wilh gpirits in other dimen
siors. Ireat each of these abilities as
a developed power sfunt that oper-
ates at a rank equal to Wanda's
Psyche.

Talents: Warda has a Magical Back-
ground and a wide knowledge of
Qcauilt Lore

Contacts: In addiucn to her contacts
within the Avengers, Wanda is a
friend of the Inhumans and Dogctor
Strange. Wanda was also a student
of the now deceased Agatha Hark-
ness, and she can scmetimes com-
municate with Harkness’ dead spirit.
VVanda's father is Magneto, her
brother is the hero Quicksilver, and

she is married to the ancroid Vision.
The Scarlet Witch is currently tutor-
ing Holly Ladonna, a local teenager,
ard her friends include Glynis anc
llya Zarkov, the stage magicians
Glamor and lllusion.

Background: Wanda was born on
Wundagore Mountain, citadel of the
High Evolutionary and prison of the
Demon Chthon. She and her brother
Quicksilver were raised among Django
Maximoft's gypsies, but fled when a
meb atlacked the troupe. Thgy were
later recruited by Magneto, and
became members of tho First Brother
hood ot Evit Mutants. They eventually
Fed from his tyranny and joined the
Avengers, where Wanda met and fell
in love with her husband, the Vision.

Wanda and the Vision have taken
several leaves of absence from the
organization, most recently after the
Vision’s misguided attempt to seize
control of the planet. Through the use
of magic, Wanda and the Vision have
realized their long-held dream of hav-
ing children. Wanca, the Vision, and
their sons Thomas and ‘William live in
Leonia, New Jersey, and are trying to
live fairly normal lives despite the inev-
itable turmoil that is a part of any
superhero's life.

Other teams from the Marvel Uni-
verse may be used as well, depending
upon the preferences ot your playars.
But neither Captain America nor the
Sub-Mariner sheuld be piayed, for
reasons that will become apparent.

DESIGNING YOUR OWN HERO GROUPS

Creating a good. solid hero group
is generally a four step process:

1. The Herces

Obvicusly, the first step in creating
a playable hero team is to have the
players roll up their heroes. I his
whole process is discussed at length
in pages 4-13 of The Player’s Book
{and in pages 3-16 of MA3 — The
Ultimate Powers Book, for all of you
“sophisticated’’ gamers). The first
thing you should keep in mind whila
crealing heroes for use in a MARVEL
SUPER HEROES™ campaign is that
mos! role-playing adventures are a
group activity. Consequently, yeu
should advise your players tc con-
cantrate on designing hero charac-
ters that will work well within an
organized hero team (like the X-Men,
the Avengers, or the Fantastic Four).
Shadowy “creatures of the night™
and loner types are neat characters,
but why would heroes like these ever
team up with their comrades in the
first place?

Similarly, the heroes and their
abilities should all complement each
other. A pawerful titan in hattle armor

is a great character; but an entire
team of them is redundant. Try tc
strike a balance. Make sure there is,
for example, one scientisi, one
“stealth’ exper:, and one muscle-
type in the group. A good hero team
has plenly of brains, brawn, and
everything in between.

Also, don't allow the players to
think that they have linished cfeating
their characters as soon as the last
die has been rolled; at this point they
have finishagd up with the humoers,
row its time to begin creating the
true “character.”” Each player should
be encouraged to come up with a
personality and & briet background
for his or her own haro. Dedicated
players might even write up entries
for their heroes similar to those that
appear in the Gamer's Hanabook of
the Marvel Universe.™

While we're on the subject of char-
acter histories, we shcould point oul
that each of the histories should
somehow address the topic of how
the hero If question met up with his
or her comrades. Were the fieroes
drawn together because they all
possessed a common characteristic
(like the X-Men), were they friends

before they received their powers
(like the Fantastic Four), or did they
all bump into each other on¢ day and
decide to form a croup (like the
Avengers)?

2. Basic Group Background

Once each of the players has cre-
ated his or her herg, it's time for
everyone tc put their heads together
and answor some tasic questions
about the hero group itself. Coming
up with a name is a good place to
slart.

After you have a name, you stiould
decide ‘whother or not your here team
is “formal” or “informal.” Formal
teams have very strict rules which
must be observed by the memoers
(like the Avengers and to a certain
extent, X- Faclor). If you decide that
your group is formal, you shou'd take
the time to figure out exactly what its
rules entail. Are there limits on the
membership, certain signals the
heroes must learn, or certdin codes
they must obey? The members of
informal groups (like the Fantastic
Four), on the cther hand, pretty much
live their lives as they please.
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Another dstzil that deserves a bit
of thought is the group’s motivation.
Why do the team members rur
around in spiffy suits and battle
crime, and what do they hape (10
accomplish? In the Marvel Universe,
the herc groups generally share one
of thrae basic Motivalions:

Marcenary: The hero greup exists
1o make money. Most of these teams
are hired by some corporation or
individual with super-villain prob-
lems. Power Man ard Iron Fist’s
Herces-for-Hire was one such organi-
zatian,

Officiaf: Official groups are sanc-
tioned and supported by some gov-
ernment agency or organization, and
are directly assigned to fight crime
and battle villairs. The old Alpha
Flight is a decent example

Or, Phifamhropic: These groups
fight crime simply because they're
made up of nice people. Philanthrop-
ic hero teams aren't ali that inter-
ested in monetary reward and battle
the villains simply because they wish
to curb the spread of evil. The
Fantastic Four is philanthropic.

Once agreed upen, the hero
team’s motivation should provide a
lot of information to both the Judge
and players alike. The Judge should
now have a better idea of what scrt
of adventures to design and how to
invalve the heroes in a story (offe
mercenary grouds money, 01 Gon-
front philanthropists with injustice,
for example); while the players
should nevws have a much clearer
icea of exaclly hew their herees
aperate,

Finally, bring up the topic of group
lesdership. Does the group have a
leader? If everyone agrees (hat the
team leader is a player character, the
players should probably elect hirn or
her themselves; but be careful here.
Allowing one player too much author-
ity as group leader can often cut
down on everyone else's fun. If need
be, you can solve this problem by
either limiting the team leader’s
autherity (he or she only provides
suggestions to the ather heroes, or
serves a mere administrative func-
tion, tor example}, or by talking the

players int> adogting a rotating lead-
ership policy.

3. Create Plot Fails

This next step is presant for the
Judge’s benefit. Plot Foils are recur-
ring characters or orgarizations that
are used by the Judge to involve the
hero team in adventures, or to g&ss
along information 10 the heroes in
order to keep an adventure moving.
There are certain basic plot foils that
are common to all hero graups. A
plot foil can be an NPC friend or
enemy, one cf a team member's
Contacts, or even 2 glayer character
(f Gaaget Man is a scientist in his
secret identity, histeam doesn’t
really need a seperate Science FPlot
Foil). If everyone agrees that a given
plot foil sheuld be an NPC, the judge
should taks a few minutes to create
and develop the character before
heqinning play.

The plot foils that are common to
dimost every hero group are listed
below. Discuss each of the categories
with the players; and, if a category is
not filled by a player hero or one of the
PCs' Contacts, work tagether to create
an NPC fo fill the vaid
Science: If ore of the heroes is not a
scicntist, they always have access to
one. Science Plol Foils analyze alien
and foreign technology or strange
scientific phenomenon and pass on
clues. Dr. Pym is the Wesl Coast
Avengars' Science Plct Foil.

FPress; The press either loves the
heroes of hates them. A press plot
toil might pass along important intor-
mation Irom the news morgue, or
gain access to hidden records and
files in ordar to keep an adventure
maving.

Authority: Someone connecled with
law ar government al'nays has snme-
thing to ca with the haro team. An
Authority Plot Foil can pass along
important information or restrict the
group’s activities in order to keep an
adventure moving. Henry Peter
Gyrich is the Avengers’ Authority
Plot Foil.

Academia. The heroes always seem
to know some old professor or librari-

an that can provide them with all of
the obscure knowledge they need to
decipher an adventure’s clues.
Hostage: Finally, there is always
someone who is relatively weak,
innocent, and close to tha heraes
that makes a dynamite hostage for
the villains. Many haro teams have
more than one Hostage Plot Fail.
Alicia Masters is one ofthe Fantastic
Four's Hostage P10t Fails.

Using Plot Foils:Once you and
your players have came up with a
suitable list of plot foils for your hero
group, you have a powerful tool at
your disposal. Adventures are sur-
denly much easier 10 create and
canduct.

Suppose, for examgle, you wanted
to plan an adven:ur2 in which the
Earth is attacked by a secret alien
weapcn from space. Hew do yau
teqin the adventure? 'Well, how
akbout a czli from the team's Science
Plot Foil asking the keroes 1o investi-
gate a strange object that he has
noticed rushing toward the Earth. If
the heroes later learn that they must
visit an ancient Egyptian pyramid,
their Academia Plot Foil can pass
along any background information
they might need. In the end, if you
need some way tor the aliens fo lem-
porarily force the heroes to do their
tidding, you can always have them
grab the heroes’ Hostage Plot [Foil.

You should note that Plot Fcils are
nct necessarily Contacts, or aven
friends. They exist solely to fill cer-
tain needs in adventure plol lines.
The heroes cannot necessarily turn
to a foil for help in @ pinch. A Science
Plot Foil that is unfriendly to the
heroes, far example, might have
involved the team in the sample
adventure above by publicly chal-
lenging the heroes {"If the Crusaders
are so great, then why haven't they
taken care of the strange meteor that
I noticed heading ioward Earth!,”
""Whoa, what meteor? Okay, we’ll
check it out™).

In fact, yeu will be called upon to
use your hero team's plot fcils at
certain points within this very adven-
ture!




4. Headquarters and
Equipment
The X-Men have the Blackbird, the
Avengers have the Quinjet, and the
Fantastic Four have the Fantasti-Car.
Okay, what does your hero team have?
The Judge should naturally be
reluctant to give the heroes anything
for nothing; bu: a vehicle and a small
piece of equipment or two (like signal
rings, or ericoded [D cards for every-
one) probably wouldn't hurt. You
might even want to allcw the players
IC design their awn vehicle using the
hardware rules found in The Piayers'
Book, perhaps setting down a maxi-
mum limit on any of the vehicle's

rank numbers and powers,

You should also think akboul the
team headauarters. Viable HQs
range from small oftices in downtowr
scyscrapers to huge satellites that
orbit the globe. How many cifferent
headquarters does the leam have?
Where are they located? Are these
locations secret, or ¢an anyone sim-
ply walk up and ask to see the team?

At some point, you'll probably want
to draw up a floorglan of the HQ, and
invent any other necessary details.

5. Go Play, Already!
By follcwing these simple guide-
lines, you and your players should

have no Jdroblem creating a hero
team that will soon rival the Uncanny
X-Men! Developing your hero leam
as described above might seem like
a lot of work, but once you get into i,
you'll probably tind that it's almost as
rmuch fun as playing the game itself.
In any case, ihe time ycu spend put-
ting the group together now will cer-
tainly be rewarced once play begins.

Okay, back to Af) This and World War
/i.. Now that we have the heroes
locked down, its time to discuss the
villains and supporting characters.

NON-PLAYER CHARACTERS

Below are the statistics and back-
grounds for all of the major Non-
Player Characters the heroes will
encounter during play. These charac-
ters have been classified as oither
“friends” or ''enemies’’ tor the sake
of convenience.

Friends
The Invaders

Tke Invaders are a group of cos-
tumed heroes that battied against
the Nazis under the direction of the
alied governments during \World \WWar
Il. A couple of the Invaders remain
active crimefighters o this day.

These statistics are a litlle different
from those found in the Gamer’s
Handbock of the Marve! Universe™
and elsewhere. The figures repre-
senl the characters’ abilities at the
World War |l stace of their careers.
Later, they will improve with experi-
ence and age.

Captain America
alias Steve Rogers

F AM 50 Heaith: 140

A IN 40

S EX 20 Karma: 60

E RM 30

R GD 10 BResources: EX(20)
[\ 40

P GD 10 Popularity: 100

KNOWN POWERS:

Shield: Cap's chief weapon is a circu-
lar shield made out of adamantium
and vibranium. The shield's material
strength is Class 3800, and it 1s
imrmune to any damage, save that
caused by magic or psionics {againsl
cither attack form its malterial
strength is only Remarkable). Cag is
st')l subject to Slams and Stuns while
using the shield, but is considered ta
have a Monstrcus Endurance for
such purposes.

Cap can also throw the shield ud
to three areas away, inflicting
Remarkable Blunt damage with a
successful strike. One of Cap’s
established Pewer Stunts is to
bounce the shield off a number of
hard surfaces and have it return to
him the tollowing round.

Talents: Cap is a Weapon Specialist
with the Shield, and receives a +2 CS
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10 his Agility when using it. He is also
skilled in Martial Arts A, B, C, and E
and has the Leadership and Military
Talents.
Contacts: At the point the heroes
will encounter him, Cap wcerks with
the US Army and is a member of the
Invaders. Young Bucky Barnes is
Cap's sidekick.
Background: In 1941. frail Steve
Rngers, a mililary reject, was given
the Super-Sotdier Serum which
enhanced all of his physical capabili-
ties 1o stightly beyond the human
limit. Rogers was then put through
an intensive phys cal and tactical
training procram, and given the cos-
tumed idertity of Captain America.
At this point in time, Cap takes on
special missions for the US Army;
and opezrates as a member of the
invaders, a team of allied heroes.

Sub-Mariner

alias Prince Namor of Atlantis

F IN 40 Health: 160

A RM 30

S AM 80 Karma: 66

E IN 40

R “FY .6 Resources: TY(6)
| RM 30

F RM 30 Popularity: 6

KNOWN POWERS:

Boay Armor: Sub-Mariner's tlesh can
withstand the pressures of the deep
ocean, and provides him with Good
protection against physical attacks.
Resistance to Coid: Namor's physiol-
ogy also protects him from extreme
cald (Excellent resistance).
Swimming: Namor can swim at Good
speed (4 areas/round, or 45 mph).
Flignt: Using his ankle wings, Namor
may maintain Poor airspeed (4
areas/rcund or 40 mph)

Water Sreathing: Namor can easily
breate water as well as air,

Electrical Generation. The Sud-
Mariner can generate electrical
attacks s'milar to those of electric
eels, doing Remariable damage to
targels up to one area away.
Limitation, Dehydration: If tie Sub-
Mariner is not immersed in water, he
suffers a =1 CS penalty tc each of
his physical abilities and powers for
eva’y hour that fias passed sirce his
last immers on until they reach Typi-
cal rank. Though his Health is unaf-
fected by this hourly drain, Namor
will lose 30 Health per full day with
out immersion. Immersion in water
immediately removes the penalty
and "resels the clock.”

Talents: ilamor is skilled in Under-
water Combal and suffers no penai
ties for fighting in thal environment.
He is an expert with Edged weapons
and is also knowledgeable about all
forms ofseallife.

Conlacts: At this point in time,
Namor's only true contacts are his
fellow Invaders.

Background: Prince Namor is the
son cf Princess Fan of Atlantis and
Captain Leonard McKenzie of the
surface world. He was raised along-
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side his molher under the sea.

At first, Namor was very hostile
toward the surface people, and regu-
larly battled the Human Torch and his
sidekick Toro. Eventually, however,
the Torch was able to convince
Namor that not all surface dwellers
were his enemies, just lhose affili-
ated with the Axis powers, promptirg
him to join the Invaders as the Sub-
Mariner.

The Human Torch

android

F EX 20 Heaith: 130

A EX 20

S EX 20 Karma: 22

E IN 10

R Ty &6 Resources: FE(2)
I TY 6

P GD 10 Popularity: 20

KNOWN POWERS:Ancroid Body:
The original Human Torch was an
gandraid built by Prof. Phineas Hor-
ton.

Ernergy Sheath (Fire). The Human -
Torch can surround himself with a
fiery field of Amazing intensity. This
field gives him Amazing protection
against weaponry since it will melt
any item with tess than an Amazing
material strength.

Fire Generation: The Human Torch
can enit blasts ol Amazing rank and
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Intensity.

Fire Control: He has Uneartnly con-
trof cver flame, whether natural or
created from his own pewers.

Flight: The Torch can attain Excellent
airspeed (10 areas/round, or 100
mph)

Resistance: The Human Torch has
Class 1000 resistance to flaime and
heat.

Contacts: The Torch is a member of
the Invaders. Toro is his human side-
kick.

Background: The original Human
Torch was an android created by
Professor Phineas T. Horton in the
year 1940. Shortly thereafier, the
android began tunctioning as one
the world's first superheroes; anc, in
1941, he joined up with Captain
America and the Sub-Mariner to lcrm
the Invaders and oppose the Axis
powers.

Union Jack

alias Brian Falsworth

F RM 30 Health: 110

A AM 30

S =X 20 Karma: 60

E AM 30

R EX 20 Resources: RBM(30)
| RAM 30

P GD 10 Popularity: 6C

KNOWN POWERS:

Sword: Union Jack carries a six inch
steel dagger (Excellent Material
Strength) that strikes tar 10 points of
Fdged weapon damage. The sword
can alse be thrown.

Gun: Union Jack also carries a .455
caliber Webley revolver. The revolver
has a range cf 3 areas, strikes for 8
points of Shooting damage, and
holds € shots.

Talents: Union Jack has masterea
Martial Arts A, B, C, and E. He also
has the Wreslling an¢ Acrobatics
talents.

Contacts: Union Jack is a member
of the Invaders, and his family has
strong conngctions throughott
English nobility.

Background: Brian Falsworth is the
son of Lord Falsworth, the origina
Union Jack that served the British
government during World War |. .Just
before the war. Brian was imorisoned
in Germany while travelling through
Europe. There, he shared a cell with
Eric Schmritt, a German chemist that
had concocted a variant of the Amer.
ican Super-Soldier Serum. Schmitt
gave voung Brian a smatl vial of the
serum, greatly enhancing his ohysi-
cal capabilties and reflexes. Brian
was then able to escape and return
to Britain, where he took up his
father's mantle as Union Jack.

Bucky

alias James Buchanan Barnes

F RM 30 Health: 80

A EX 20

S GD 10 Karma: 22

E EX 20

R TY 6 Resources: EX(20)
I GD 10

P TY 6 Popularity; 50

KNOWN POWERS:

None.

Talents: Bucky has mastered Martial
Arts A, B, and E. He also has the
Acrobatics talent.

Contacts: Bucky is a member of the
Invaders and the partrer of Captain
America.

Background: An orphan from an
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carly age, Bucky was made a ward
of the state and temporarily housed
at Fart Lehigh in Virginia, There, he
met Private Steve Rogers, who was
secrelly the costumed Captain Amer-
ica.

One night, Bucky accidentally
burst in on Rogers as he was chang-
ing into his Captain America uniform.
Sworn to secrecy, Bucky eventually
persuaded Cap 1o train him, and
became Cap's costumed partner.

Toro

alias Thomas Raymond

F GD 10 Health: 7C

A EX 20

S GD 10 Karma: 18

E BRM 30

R TY &6 Resources: FE(2)
I TY 6

P TY 6 Popularity: 10

KNOWN POWERS.:

Energy Sheath (Fire): Toro can sur-
round himself with a fiery field of
Remarkable Intensity. It gives him
Remarkable protection against weap-
onry, since it melts any object with
less than a Remarkable material
strength.

Fire Generation: Toro can emit fiery
klasts ot Remarkable intensity.
Fire Control: Toro has Monstrous
control over flame.




Flight: Toro can fly at Excellent air-
speeds (10 areas/round, or 95 mph).
Contacts: Toro is an Invader and the
panner of the android Human Torch.
Background: Tom Raymond is a
mutant, born with the ability to con-
trol ambient heat energy. His father,
Fred. worked for Professor Phineas
T. Horton, the creator of the android
Human Torch. One day, when young
Tom was brought into contact with
the Torch, he burst inta flames him-
sell, but remained unharmed. From
this day forward he took on the name
Toro, and began working as the
Torch’s partner.

Nick Fury

Nicholas Joseph Fury

F IN 40  Health: 100

A EX 20

S Gh 10 Karma: 50

E RM 30

R EX 20 Resources: AM(50)
I EX 20

P GD 10 Popularity: 50

KNOWN POWERS

Body Armcr: In 1989, Nick normally
wedrs a protective Keviar vesl, giving
him Typical protection from most
attacks.

Weapons: Nick normally arms him-
self with a needle gun which shaots
a stream of finely honed slivers up 1o

6 areas away tor Excellent Edged
weapon damage. The needle gun
hclds 300 rounds, is made of Excel-
lent strength material and features
mother-of-pearl handgrips
World War /- The statistics above
refer to Colonel Nick Fury of the
1980's. During World War I{, Fury
has Remarkahble Fighting ability,
Excellent Endurance, and a Health
of 80. His Resources are Feeble, and
his Popularity is 25. The Worid War Il
Fury does not wear the Kevlar vest
and is armed with a 45 caliber
Thompson submachinegun (rarge of
6 arecas, 25 points of Shaoting cam-
age), and 2 fragmentation grenades
(see p. 46 of The Player's Book).
Talents: Fury has the Military and
Espionage talents. He is a Pilot of air
and space craft, a demolitions
expert, and a skilled Marksman. He
is trained in Martial Arts A, B, D, and
E. and has the Wrestling and First
Aid talents.

Fury's talents are the same during
both World War Il and the modern

age.

Background: Nick Fury first made
headiines during World War |1 as the
leader of the “Howling Comman-
dos.” an elite allied fighting unit.
During his time with that team he
was injected with the “Infinity Formu-
1a,” a drug which has retarded his
aging. Follewing the war, Fury
engaged in numerous military and
espionage ooerations, unsil he was
eontacted by a mysterious Soard of
Directors to create and direct
SHIELD. uUntil recently, Fury
remained the head of SHIELD opera-
tions, overseeing an espionage net-
work that included major bases in
most cities in the free worlg, an orbit-
al space station, and a flying fortress
know/n as the Helicarrier. Fury dis-
covered widespread corruption in the
organization and found that he had
to cestroy SHIELD to eliminate it.

In this module, Fury has decided
10 accept an offer from the Federal
Government to fine-tune some of the
country’s advanced weapon systems.
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Note: During the adventure, tho
heroes will meet Nicx Fury in both
1989 and 1943 (as the leader of the
Howling Commandos). Nolice that
Fury's equipment and statistics are
different in his two incarnations.

Howling Commando

(Typical)

F EX 20 Health: 50

A GbD 10

S GD 10 Karma: 22

E GD 10

R TY 6 Resources: FE(2)
I GD 10

P TY &6 Popularity: 10

KNOWN POWERS:

Weaponry. Cach of the Howling Com-
mandos i8 armed with a .45 caliber
Thompson submachinegun, and 2
fragmentation grenades (see Nick
Fury, abcve, for stalistics).

Talents: Each of the Howling Com-
mandes has Military and Marksman-

ship talents and is trained in Martial
Arts A, and B.

Background: Assume that each ot
the Howling Commancdos have the
statistics above. There are twenty of
them in all, including:; Timocthy ""Dum
Dum™ Dugan, Gabriel Jonas, Robert
Rebel” Ralston, Percival "Pinky"
Pinkerton, Isadore “*lzzy'"* Cohen,
Dino Minelii, and Eric Kaenig,

Major Anthony Holland

F GD 10 Health: 36

A TY 6

S GD 10 Karma: 22

E GD 10

R GD 10 Rescurces: EX{20)
I TY 6

P TY 6 Poputarity: 15

KNOWN POWERS:

Weaponry: Holtand 1s armed with a
45 caliber pistol (Range 3 areas, 5
points of Shooting damage, 6 shots).
Talents: Holland has the Military

Talent.
Background: Major Holland is Gen-
eral Themas Dozier's right-hand man
{see Enemies, Thecmas Dozier). Hol-
land is unaware that Dozier has been
brainwashed by the Red Skull. Hol-
land is a dedicatecd and loyzl soldier.
During the advanture, the heroes
will meet both Holland and Dozier
shortly after thay travel hack to World
War Il

ENEMIES

The Red Skull
Johann Schmidt

F EX 20 Health: 80

A EX 20

S GD 10 Kamma: 125

E RM 30

R BM 30 Resources: [N(40)
I EX 20

P MN 75 Popularity: —100

KNOWN POWERS:
Hypnio-Wash: Just befare this adven-




ture begins, the Red Skull's top sci-
entific advisors have completed work
on the Hypno-Wash, a powerful
brainwashing device that operates at
Amazing intensity.

Talents: The Red Skull has Marks-
manship, Leadership, and Martial
Arts A,C,anc E.

Contac1s: The Red Skull is the sec-
ond most power{ul man in the Third
Reich, more powerlul than any save
Hiter himself. He has worked with
Baror Zemo, Arnim Zola, and Baron
Blcod.

Background: Bellboy Johann Sch
midt was chosen by Adolf Hitler him-
self to become the ''Perfect Nazi.”
Shortly thereafter, Schmidt was total-
ly immersed in Nazi ideology and
training, ard given the mask and
uniform of the Red Skull. As the Rec
Skull, Schmidt exceeded Hitler's
expeactations in cruelty and evil, and
eventually went on to rival the mad-
ness of Hiller himself. Shotly before
:he adventure begins, the Skull's
scientific advisors completed werk
on the experimental Hypnc-Wash
device. The Red Skull has used this
device to brainwash General Thomas
Dozier, and has had Dozier returned
to the Allied High Command, where
he now functions as a spy.

In this adventure, the hiaroes will
first encounter the Red Skull in
Hitler's secret bunker in East Prus-
sia.

Adolph Hitler

F PR 141 Health: 20
A TY 6
S Ty 6 Karma: 95
E PR 4

R GD 10 Resources: AM(50)
I GD 10
P MN 75 Popularity: -100

KNOWN POWERS

None.

Talents: Hitler has the Leadership
talent.

Contacts: As the head of the Third
Reich, Hitler can call upon thou-
sands of soldiers and bureaucrats.
Background: Adolf Hitler seized




conlirol of te Nazi party atzer his
release from German prison, and
began engineering a road to world
conquest. In 1940, Hitler discoverec
young Johann Schmitt and offered to
make him the “Perfect Nazi.” Since
then Schmitt {as the Red Skull) has
grown so powerful within the Third
Reich that itis now he, rather than
the Furher, that is giving most of the
day-to-day orders.

The heroes will encounter Hitler
when they trave! to his secret bunker
in East Prussia late in the adventura

Baron Zemo
Baron Heinrich Zemo

F EX 20 Health: 16

A GD 10

S TY 6 Karma: 54

E GD 10

R IN 40 Resources: RM(30)
I PR 4

P GD 10 Popularity: -20

KNOWN POWERS

Adhesive X: Zemo has developed an
adhesive of Unearthly strength which
sets in a single round.

Laser Pistol: The Baron carries a
laser pistol of his own design which
Inflicts Excellent Energy damage at &
range ol 5 areas.

Talents: Zemo is expert in the fields
ol adhesives, physics, weapcnry, and
artificial life.

Contacts: Zemo often works with the
Red Skull, Arnim Zola, and Baron
Blond. He is also close to Adolf
Hiller.

Background: Heinrich Zemo is one
of the Third Reich's premier scientilic
geniuses. He is often called upon to
perform special scientific research
for no less than Adolf Hitler himselt.
it was Zamo that successfully pene-
trated the secrets of the Orphu time-
ship and duplicated its atilities (see
the Introductiony).

When the adventure opens, Zemc
is at Baron Blond's castle in Roma-
nia, analyzing Lhe alien super-
weaoon that was retrieved from the
year 2146 by one of the elite Nazi
commanao units.

Baron Blood
Lored Jahn Falsworth

F EX 20 Health: 120

A RM 30

S RM 30 Karma: 60

E IN 40

R GD 10 Resources: EX(20)
| EX 2C

P RM 30 Pogularity: —30

KNOWN POWERS

Bic-Vampirism: Blood possesses
many ot the pawers of a normal vam-
pire. He can derive life from the
bload of others with Remarkable
ability. His bite causes Good Edged
damage.

Yampiric Protection: Bloog is immune
to all Physical attacks {though not
Slams and Stuns) save those that
normally harm vampires. A wooden
stake through the heart will kill him,
as will any weapon which beheads
him. Silver weapons 0o normal dam-
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age and the Baron takes Good dam-
ace from contact with holy water or
holy symbois. Blood cannot stand
gailic.

Unlike other vampires, Baron
Blood does not take damage from
sunlight (he was given special treat-
ments by Nazi scientists to eliminate
this vulnerability).

Hypnosis: Baron Blood has the
Remarkable ability to hvpnotize
potential victims by staring into their
eyes.

Arimal Contro!: Blood has Remark-
ahle control over mice anc rats.
Weather Coritrol: The Baron has Poor
control gver the weather within a
one¢-mile radius.

Flight: Unlike other vampires, Baron
Blood does not need to turn into a
bat to fly. In tact, the same treat-
ments he undertook to protect him-
self against sunliglit also prevent him
from lurning himself into a bat or a
mist, liko most vampires.

Talents: Blood has the Espionage
talent.




Contacts: Blood frequently works
with the major ligures of the Third
Reich (Hitler, the Red Skuli, Baron
Zemo, Arnim Zola, etc).
Background: Lord Falsworth
became a vampire when he was
bitten by Lord Dracula himself, just
hefore the outbreak of the First
Woric War. During Wortd War |,
Falsworth offered his services to
German Intelligence and was given
the code-name Baron Blood. At the
end of the war, he came into conflict
with his brother Montgomery, who
was serving as the first Union Jack

During the decades that fallowed,
3lood followed Adolf Hitler's rise to
power and again offered his services
to the Germans. He now serves as a
special Nazi operative in England
and elsewhere abroad.

The super-weapon that was cap-
tured from the year 2146 by Nazi
commandos was taken to ore of
Biocod’s dwellings, a castle deep in

the Romanian mountains, for testing.

General William Dozier

F TY ©6 Health: 24

A TY &6

S TvY 6 Karma: 22

E TY 6

R GD 10 Resources: RM(30)
I TY €

P Ty €6 Popularity: 1C

KNOWN POWERS:
Nore.
Talents: Dozier has the Military tal-
ent,
Background: General Dozier com-
mancs mos? of the American forces
in Italy. Just before the adventure
opens, Dozier was captured hy the
Red Skull and brainwashed with the
new “hypno-wash" device. The Red
Skull then returned Dozier to his
command, where he functions as a
secret Nazi spy.

The heroes will encounter Dozier
nunediately after they make the
journey back to 1943,

Klaus Kruptmann

F PR 4 Health: 24

A TY 6

S PR 4 Karma: 50

E GD 10

R RAM 30 Resources: RM(30)
I GD 10

P GD 10 Popularity: 5§

KNOWN POWERS:

None

Talents: Kruptmann is a genius in
the fields of Physics and Time Travel.
He also has the Repair/Tinker talent.
Background: Kruptmann is one of
the Nazi scientists that helped Baron
Zemo unlock the secrets of the
Orphu time vessel.

After the war, Kruptmarn managed
to conceal his membership in the
Nazi party from Allied officials, who
invited him to defect to the United
States. Although he has been wotk-
ing for the Americans for decades,
he has never lost his fierce loyalty to
the Third Reich. Kruptmann wzas
recently appointed to head up the
time travel project under develop-

ment by the US Governrment

Even more recently, Kruptmann
has hit upon a pfan for restoring the
glory of Reich. He hopes to rende-
vous with the team of commandos
that were sent torward to the year
1889 in order to help them accom-
plish their mission, hopefully chang-
ing history in the process (see the
Introduction).

Kruptmann is a cold, silent man.
He only speaks when spoken to. and
has just a hint of a German accent.

Blautot Commandos

F EX 20 Health: 60

A GD 10

S GD 10 Karma: 40

E EX 20

R GD 10 Resources: RM{30)
I EX 20

P GD 10 Popularity: 10

KNOWN POWERS:
Weaporiry: Each of the commandos




e B o m o m o

is armed with a Schmeisser subma-
chinegun (Range 6 areas, 25 points
of Shooting damage), 2 fragmenta-
tion grenados (sec page 46 of The
Player's Book), a smoke grenade
{ditto), and an assault knite (Gond
Edged damzge).

Talents: Each of the commandos
has the Military talent and is trained
in Martial Arts A, and B.
Background: The Blautot (‘blue
death'’) Commandos are the elite
Nazi soldiers that were sent into the
year 1989 as part of the Red Skull's
plan to capture futuristic technology.
There are twelve of the soldiers in
all.

Nazi Soldier (Typical)

F TY 6 Health: 28

A TY &6

S TY &6 Karma: 16

E GD 10

R PR 4 Resources: PR(4)
! TY 6

P TY. 46 Popularity; 0

KNOWN POWERS:

Weaponry: Typical Nazi soldiers are
armed with either: a Schmeisser
submachinegun (Range 6 areas, 25
poirts of Shooting damage), or a bolt
action rifle (Range 10 areas. 10
points of Shooting damage) depend-
ing upon the situaticn. Most also
carry a fragmentation grenade (see
rage 46 of The Player's Book).

| Background: Use these statistics
whenever the text calls tor a typical
Nezi soidier.

Karma Points

At the end ol each chapter, alist of
suggested Karma Point bonuses (or
losses) appears. These points are to
be split evenly among the heroes
perticipating in the events of the
chapter, though you have the option
of giving more of the points to heroes
who do the hon’s share of the work._ If
the characters elect to form a Karrma
Pool for the adventure, all Karma
Paint awards go directly to the pool.
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CHAPTER 1: THE SUMMONS

SUMMARY: The heroes are contact-
cd by Colonel iick Fury and asked
to participate in a top secret weap-
ons test.

STARTING: As the heroes are enter-
ing their headquarters for a regularly
scheduled meeting one afternoon
(morning, evening, whatever), they
notice a large parcel {approximately
3 feet by 3 feet by 2 feet) just within
the doorway. The package is
addressed to the hero team.

No matter how thorough the instal-
fation’s security measures, there will
be na record of anyone ever deliver-
ing the parcel, nor will there he any
indicaticn of a break-in. All attempls
to discern exactly where lhe parcel
came from ar who left it (dusting for
fingerprints, examining the surface
for fibers, etc), will prove fruitless; as
will any attempts to see or hear what
is inside the package withiout actually
opening it (x-ray, metal detectors,
etc).

Once the heroes finally open the
parcel, they will find that it contains a
small video monitor. Five seconds
afler the package is opzned, the
monitor will begin to beep, finally
flickering into life to displey the face
ot Colonel Mick Fury .

Read the following to the players:
"Good afternoon (morring, eve-
ning, whatever), INSERT TEAM
NAME. My name is Nick Fury. You
might have heard of me as the
Executive Director of tho Supreme
Headquarters International Espio-

nage Law-Entorcement Division,
othzrwise known as SHIELD. |
hope this little slunt didn’t scare
you too much; but | had to guaran-
tee that you and | would be the
only parties privy to this conversa- |
lion

! dun't have timea to beat around
the bush so I'm going to get
straight to the point. Two days
from now, the Research and
Development Branch of a classi-
ted branch of the LIS military will
be testing the new Cavalier Infan-
ty Support Systermn. We wou'd like

This isn’t fun and games, boys
and girls. The testing itself will be
hard work; but if you cooperate
wo'll sce that you're well rewarded.

Any questions?

ENCOUNTER: The video monitor is
a twec-way communication device. It
was left in the heroes' headguarters
by a highly trained operative who
easily overcame all of the installa-
tion's securnty measuires.
Regardless of how secretive the
heroes think they are, Fury already
knows z great deal about them (As
the former head of SHIELD, he
knows almost everything about
almost everybody'). The parcel was

lingd with a special lead foil to cancel

out x-rays or other penetrative mea-
sures,

Fury’s Response to Questions.
The heroes will undoubtedly ask
Fury a number of questions. His

you to participate in that test. —i

answers to the most likely queries
are:

Q: WHEN AND WHERE?

A: 'l can’t teil you that unless you
agree to participate.”

When the heroes finally grant their
consent, Fury will inform them that
they are to report to a secret western
research lab, located just outside of
Albuguerque, News Mexico (he gives
the heroes the base's exact location).
Fury himself will travel to New Mexi-
co to meet the team al the airport,
where he will give them further
instructicns.

Q: JUST WHAT IS THE “CAvA-
LIEH INFANTRY SUPPORT SYS-
TEM"?

A “l can't answer that question
unti! you agree to participate.”

If the heroes have already agreed
to participate, Fury will respond,
“Cavalier is a ftily automated, seit-
propelied clase support system. |
cam't teil you any rmore until you




reach New Mexico.”

Q: HCW LONG WILL THE TEST-
ING TAKE?
A: “Should only be a day or two.”

Q: WHY US?

A: “Cavafrer was specially
designed to function against oppo-
nents with powers similar (v those of
you and your teammates. Thereis no
petter way to test the system than to
put it up against the real thing. I can
assure you, however, that the testing
1s not cangerous.”

AFTERMATH: If tre heroes con't
agree [0 participate in the test imme-
diately, you should think back 1o the
quidelines for designing your ¢wn
hero groups that were presented
eariier. Here is where the team’s
motivation kecomes important. If the
heroes are mercernaries, Fury will
pffer them money; if the team is off-
cial, Fury will have already received
the necessary clearance from its
superiors to order the team members
to cooperate; and if the team is pnil
anthropic, Fury will stress the Cava-

lier system's importance to the
national defense.

in any case, he should be able to
make thern an uffer they can't
refuse.

When the heroes cecide to iravel
to Albequerque, go to Chapter 2.

KARMA:
Agreeing to participate +10
Asking follow-up guestions +5

CHAPTER 2: THE GRAND TOUR

SUMMARY: The heroes arrive in
Albequerque, where they are met by
Col. Fury. Fury provides them with
quarters and gives Lhem a tour ol the
facility.

STARTING: Allow the players to
came up with their own means of
transpor:aticn out to New Mexico.
Perhaps they can take the team vehi-
cle {if they have one); ctherwise, if
\worse comes to ‘worse, they can
always book passage cn a commeti
cal girline (Fury will reemburse them
for the 1rip so there is no neecd for
Resource rolls).

When the team arrives al the Albu-
querque airport, Fury himself will be
there waiting fcr them. He will then
usher everyore Into a gcvernment
van which will take the heroes to a
larye house located in Albuquerque’s
northern suburbs. For the duration of
the weapons testing, this house (ard
the van they arrived in) will ce placed
at the heroes' disposal. Inside, there
is plenty of living space for everycne,
and a complete assortment of mod-
ern ccrveniences.

After they have had time to get
accustomed to their new surrourd-
ings, Fury will drive the heraes out ta
the weapons research lab, which is
localed in the desert, fen miles out-
side of Albuquerque

Read the following text

After a f fteen minute drive, you
arrive at a large lenced-ir com-
pound. You notice Uullra-modern
motion detectors and bio-scanners
all alonc the perimeter. This base
is probably one of the most well-
secured facilities in the entire
country. Whatever it is that gces
on here, the pecpie obviously
don't wanttoo many people to
know about it !

(As Fury)"This base is classified
top secrot. From this momenton,
you are all subject to the Official
Secrets Act. Right now, I'm going
lu take you inside and show you
arcund a bit.

"By the way, you'll notice the
security equipment scattered all
along the perimeter. Every inch of
the base features state of the art
anti-intruder systems. Nobody,
and | do mean NOBODY can gel
in here without authorization.
From now on, you better carry
these ID cards with you at all
times'" (Fury hands each of the
herces a phato ID).
ENCOUNTER: Fury will usher the
heroes inside ard begin showing
them around the base. Show the
players the schematic map of the
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testing facility located on the
mapsheet. Fury’s tour will take the
group to each ol the locations
detailed below:

Fury’s Office. The tour will begin
with Fury’s own oflice. The office is
very comfortably furnished and fea-
tures a huge bank cf video monitors
and displays. Its polished wood pan-
gling seermns {o clash with the anti-
septic metallic look that runs
throughout the rest of the base.

"This is my office. From here I can
monitcr securily within the complex,
as well as kKeep on top of incoming
and outgoing communicatians. The
place is kind of clean since | don't
spend a lot of time¢ in this part of the
courtry.”

8elore the heroes leave the area,
they will notice a strange photogranh
on the wall behind Fury's desk. The
photo was taken back in 1943 and
shows Nick Fury and his Howling
Commandos posing with a group cf
figures wearing strange red and blue
costumes. There are just as many
costumed figures in the photograph
as there are heroes present. Wken
Fury notices the heroes eyeing the
photograph, he says:

"“That was taken back in the gead
o'd days—13943. Don’t know wip the
strangers are, but they sure saved




our outts."

Security Office. The next siop is the
security office. Inside, Fury will intro-
duce the heroes to Special Directur
Mike Casey, the man in charge of
base security. Casey i5 the young,
eager type. He is pleased to have
such an immportant assignment after
only a few years with the organiza-
tion, and his enthusiasm is readily
apparent,

Five men are constantly on duty in
the securty room. The room features
a bank of monitors similar ¢ those
found in Fury's office. Aimost every
Iccation in the base can be viewed
from here.

Research Lab Number One. Each
of the facility's labs are huge rooms
stufted fuil of every type of scientific
equipment imaginable. In this firsl
lab, Fury will introduce the heroes to
Dr. Klaus Kruptmann, who is at work
on a project with several of his
assistants. Spread out on a tablein
front of the doctor are scores of
papers and documents.

“I'd like you to meet Dr. Krupt-
mann, one of our head researchers.

“Dr. Kruptmann is one of my most
lrusled researchers, simply because
he and | seem 10 be the only people
around this place old enouch to
remember World War 11"

Kruptmann will be courteous to the
heroes, bul they will lend 10 make
him a little nervous. He is wondering
if their sudden presence could have
an impact on his plot (see the Intro-
duction and the next chapter for
details).

Ask anyone whe Iries 10 look at the
papers spread out before Kruptmann
to make a Aemarkable Intensity Rea-
501 FEAT roll. If the ebserver has
any sort of science Talent, lower the
intensily o the FEAT to Goaod. If this
FEAT succeeds, the hero will be able
to discern from the papernwork that
Kruplmann and his assistarts must
be working on a project that involves
“chronal locomotion'' (chronal loco-
motion means “time travel’’). The
project teamis, in fact, attempting to

develop a time machine of itz owr,
though success is a lcng way off. It
was Kruptmann's inexglicable knowl-
edge ol the tield (rememoer that ke
vas one of the men that helped Bar-
on Zemo dissect the Orphu craft
back in 1943) that originally secured
his position with the organization.
Research Lab Number Two. This
l1ab is identical to its counterpart.
Here, Fury will inlrcduce the heraes
to Dr. Jack Coaper, another research-
er.

“This 1s Boctor Ccoper, he 1S over-
seeing the wark on the Cavalier for
us."

Cooper is a much younger man
than Kruptmann. When the heroes
enter, he and his assistants will be
performing delicate tests on some
minute electronic components.
Cooper will make it known that he
does not appreciate the interruption,
and heis so involved with his work
that he will seem to barely notice the
heroes at all.

Oftices and Test Floor. Fury will




point out the locations of the office
block and the main test floor, but
won't take the heroes around to
cither area.

Winding up the Tour. When the tcur
is complete, Fury will give the herces
further instructions: **Okay, now that
you know what is going on, you can
head back to the house and gel
some rest. | want you back here
tormorrow morning at 7 am sharp to
oegin the tests.”

AFTERMATH: Throughout the
course of the tour, Fury will refuse 10
answer any questions about the Cav-
alier system, or the tests themselves
(“*all of your questions will be
answered soon enough.'').

Both Cooper and Casey are at litile
importance to the adventure. They
are present only to flesh out the com-
plex. Should you need statistics for
either of them (or anyone else in the

complex) during piay, use the stats
for a typical federal agent found on
page 63 of The Judge's Beek.

When the heroes return to the
base the next morning, go to Chap-
ter 3.

KARMA:
Taking the tour +5
Peeking at Kruptmann’'s papers +10

CHAPTER 3: TRIAL BY COMBAT

SUMMARY: The heroes begin test-
ing the CCavalier support system. The
tests are immediately interrupted by
marauding Nazi Commandas.

STARTING: When the heroes report
back %o the research |ab the next
morning, Fury is there to greet them.
After the obligatory formalities, he
ushers the team into the room
marked Main Testing Floor, one of
the areas they did not enter during
the tour.

Read the tollowing text:

“Ladies and Gentleman, allowy me
to introduce you to Cavalier.” Fury
punches 4 few butlens en a
remote control unit and the entire
ab begiris quaking. Suddonly, a
huge hulking robot comes walking
out from behind a bank of machin-
ery!

“Cavalier was designed to lill
I two difleront roles. First of ail, its
supposed to function as infantry
support. Instead of calling for a
tank, the men can now call for a
Cuvalier. The unit itself requires
no human crew or instruction once
activated, and its firepower is
superior to any tank in the world's
arsenals.

“Cavalier's second function is to
possibly provide local police
dedartments with a low-risk weap-
on which is usablo against a typi-
cal super-powered menace. The
‘rohct ean engage a special secu-

rity program which will prevent it
from harming Innocent
bystanders, or unneccesarily
destroying property.

“We are going le slage some
mock combats between your- |
soives and the robot in order to
test its effectiveness. All of the
robot's weapans systems have
been set on nor-lethal. | have to
warn you though—Cavalier is
good. Don't let up; give the robot
everything you've got.

“Now, any questions?" |

ENCOUNTER: Get out the battle
map of the tes: floor. located on side
A of the mapsheet. Use any conven-
ient marker for the Cavalier robot.

Ficht a normal combat between
the herones and the rohal. Cavalier's
statistics are as follows:

F A S E R { P
IN BM IN AM EX IN TV
Heaith: 160 Karma: 66

Armor: The robot's armored hull pro-
vides it with Remarkable protection
from Blunt attacks and Good protec-
tion from Energy and Force attacks.
Ihe rodot nas Amazing resistance ta
heat, cold. and ragiation.

Blaster Cannons. Located on Cava-
lier's upper hull are two linked blzst-
er cannons ‘which strike in tandem
for Remarkable damage (maximum
range of 4 areas). If the heroes dis-
able one of th cannons, the other
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strikes for Excellent damage. The
cannons are connected to a special
computer tracking mechanism which
is designed to home in on a larget.
The first round that the cannons fire
at a target, they attack with Good
Agility. The second consecutive
round that they tire at the same tar-
get. they strike with Excellent Agility;
and the third round, Remarkable
Aqility.

Efectrified Huli: If any of the heroes
attempt to climb on top of the robot,
it will automatically electrify its outer
hull, causing Excellent electrical
damage to everyone in cOntact.
Stabie Tracking Pad's: The large feot
pacs on the robct's “legs™ are so
stable that Cavalier is immune to
Slams.

Fault: Qf course, the Cavalier has yet
10 be perfected. The first time the
robot suffers a Stun result, an outer
panel will pop off, revealing a tocse
bundle of wires. If these wires are hit
{—2 CS penalty to target the wires)
by an energy attack that causes al
least Excellent damage, the entire
robot will short out and come crash-
ing down to the floor.

All of Cavalier's weapcnry is set on
“non-lethal” meaning that no matter
what hagpens during the battle, the
heroes cannot possibly die. Fury is
the only one present in the room
besice the heroes. Throughout the
course of the test, he will be busy
scrawling notes on the robot's per-
[armance.




Kruptimann's Plot. Last night,
after most everyone left the base,
Kruptmann temporarily “borrowed” 2
high-speed shuttle and flew out to
rendezvous with the Nazi commando
team arriving from the past. The
commandos" time craft materialized
in the sewers beneath San Diego,
California at approximately 1 am.
Kruptmann quickly convinced the
team that he was an ally and brought
them back to his home in Alouquer-
que, where they have set up a tem-
porary base of operations.

Kruptmann is hoping to help the
commandos st2al the Cavalier sys-
tem, and return to 1943. Kruptmann
himself does not know too many of
the specitics about the Cavalier pro-
ject (it isn't his assignment), but he
believes that it is just the sort of
weapon that could help the Nazis win
the war and change history.

Kruptmann gave the head of the
commanco squad a micro-scanner
toal from his ladoratory, and showed
the commandos how to use the tool
to disable the base’s scanners,
motion detectors, and other security
measures. Kruptmann also lefta pile
of lal coats lying just inside the
perimeter so the commandos could
put them on and move about unde-
lecled (there is sc much iraffic inside
the base that it is doubtful that any-
one would nolice a few new faces).
The commandos know eéxac:ly where
the Caval er is located, and they
hope to capture the rohat and use it
to blast their way out of the base.
Kruptmann will then meet them at a
predesignated |ocation in the desert
dalter he leaves the base Lhal eve-
ning, and shuttle them back to San
Diego and their time craft.

By some strange coincidence,
Kruptmznn advised the commandcs
to aftempt to infiltrate the base at
exactly 7 am the next morning, the
iime that the Cavalier is being tested.
The good doctor did not know that
Fury was planning the test, and had
noidea why the heroes were visiting
the 1abs. Around the fagility, things
are usually at their stowesl early in
the morning, so 7 am seemed like a
good time.

Exactly two rounds after the battle
viith the Cavalier begins, all six of the
Nazi commandos will show up on the
test floor, wearing their 1ab coats.
The commandos will panic when
they see the heroes engaged in bat-
tle with the robot {they were told that
the Cavalier would be unattended),
and draw their weapons. Play out the
ensuing combat as usual (see the
Non-Player Characters section for
the commandaos' statistics anc weap-
ons). Fury will quickly join in against
the commandos.

During the batle, the Cavalier will
continue to attack until cisabled. The
robot will only attack the heroes,
since they are the only targets that It
has been programmed to accept as
“enemies.” When Fury enters the
fray, he wil! drop the robot's control
box on the floor in one corner of the
lab. If any of the heroes picks up the
control box during the battle, he or
she can shut the robot down and
prevent it from making fuither
attacks. If the hero who picks up the
control box can make an Excellent
Intensity Reason FEAT roll, he or she
can figure out how to switch the
robot's programming so that it will
atlack the commandos instead of the
heroes.

Searching the Commandos. In
any case, Fury and the heroes
shouldn’t really have a problam
defeating the commandos. If things
start to go against the heroes, you
can have a squadron of base security
officers arrve (they heard all the com-
motion} and join in on their side. Orce
the battle is over, (Fie heroes will prob-
ably want to search the intruders (if
necessary, Fury will suggest it). Under
their lab coats, each cf the comman-
dos wears a jet black uniform.
Located on each side ¢t the collar cr
these uniforms is a hacge featuring a
mysterious blue skull and cross-
bones, the symbol of the Nazi Blautot
commando unit. Other than their
weaponry (which anyone with the
Military Talent can recognize as Ger-
man World War |l vintage), the com-
mandos have only one other
possession; the micro-scanner tocl
which was given to them by Krupt-
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mann. The scanner is marked with
the base insignia and obviously came
from one of the labs within the com-
plex.

If asked, Fury does not reccgnize
the commandos’ badges and has no
idea where the soldiers might ke
from. Fury knows that the comman-
dos' weapons are Gerrnan Worlc
War |l issue, but he won’t even both-
er to tell the heroes unless asked.

AFTERMATH: After the commandos
are subdued, base security will take
them away to the orig, located near
the security office. Just before the
soldiers are taken away, Coaoper,
Casey, Kruptmann, and just about
everyone else in the base wiill show
up, hoping to find out ‘what is hap-
gening. Fury will then ask the heroes
to begin investigating the break-in,
while he heads for his office to see
what he can learn from central HQ.

If the players want to go participate
in Lhe commandos’ interrogation,
proceed to Chapter 4, if the players
decide %0 look into the commandos’
skuil and crossbones badge, go to
Chapter 5; and if the players want to
go outside and investigate the perim-
eter looking for clues as to how the
commandos gained entry, go to
Chapter 6. If the heroes try to follaw
ug on the micro-scanner clue, dis-
courage them for the time belng by
informing them that all the labs will
be closed for the next 30 minutes for
security reasons.

KARMA:

Defeating the Cavalier robnt +15
Shutting down Cavalier +1Q
Reprogramming Cavalier +95
Defeating the commandos +15

Finding the badges and scanner + 10
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CHAPTER 4: POLITE CONVERSATION

SUMMARY: Aided by security per-
sonnel, the heroes attempt to interro-
gate the Nazi commandos.

STARTING: Michael Casey, the chief
of complex security, and a team of
his officers will shuttle the comman-
dos off to the base’s brig and deten-
tion center immediately after the
break-in, while Fury runs to his office
1¢ report and monitar incoming ¢om-
munications. Ten minutes later, a
couple of the commandos will regain
consciousness and the base person-
nal will begin the preliminary interro-
gation.
Read the following text to the play-
ers:
You meke your way past a throng ]
of personnel into the facility's
security and detention wing. Since
the break-in, the entir2 base has
suddenly become a madhouse.
Michazl Casey, the chiaf of
security meels you inside. 'So lar
we haven't been able to get much
out of them. Ge ahead, take your

best shot.” |

ENCOUNTER: The heroes will then
be lead into Casey's office, which
currently houses one of the comman-
dos, guarded by a team of four secu-
rity cfficers. No matter what
questions the heroes ask, the pris-
oner wiil only respond, *'Schmidt,
Koanrad, 776K4-6617g,” in a thick
German accent.

After a few moments, Casey will
comment, ‘‘Yeah. That’s all we got
cut of the other one, accept his name
i5 Hermann Vclkrmann and his num-
ber is 885K3-73819. It's obviously
supposed to be somo sorl of military
service number; but we've been
checking the records. There is no
record of & '776K4-6617g’ or a
'885K3-7381@" in any armed lurce in
the world. We've even checked out
the Warsaw Pact nations. The serial
number just dcesn’t fit any knewn
farmat."

Schmidt is actually giving his true
service number in the German Army.
Since the number is more than forly

years old, there is no record of the
number (or even an army that uses
such a format for its serial numbers)
in the computers.

Of course, psychic powers would
help the interrogation quite a bit. But
the Nazis have undergcne training
that makes them difficult to hypno-
tize {—2 CS to any attempt te use
telepathy or hypncsis on the com-
mandos).

AFTERMATH: After checking out the
commandos. the heroes have sev-
cral possible courses of action. First
of all, if they caught the “chronzal
Iccomotion’’ clue in Kruptmann’s lab
back in Chabter 2 and put it together
with the commandos' World War Il
weaponry and the information they

A o
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just gainod through the interrogation,
they might begin to suspect that the
commandos are from the pasl. In this
case, they will probably want to visit
Kruptmann's lab in order ta check
him out. Go to Chapter 7.

The heroes might also visit Fury’s
otfice to confer and see what he has
learned. In this case go to Chapter 8.

Otherwise, if they have not done
so already, the heroes can check on
the skull and crossbones badge they
found on the commandos (Chapter 5)
or investigate the perimeter to find
out how the commandos managed {o
enter the complex (Chapter 6).

KARMA:
Interrogating the prisoners +5




CHAPTER 5: BLUE DEATH

SUMMARY: The heroes attempt to
identify the blue skull and cross-
bones badges found on the comman-
dos that assaulted the facility.

STARTING: This encounter is sort of
unusual. Allow the heroes to come
up with thoir own method for looking
into the badge, sukject to the guide-
lines below:

— No one on the base recognizes
the badge or know/s anything about
it, except Kruptmann, and he wan't
admit it.

— And, there are no recoras of the
badge in the base’'s computer
records, nor in the heroes’ own ¢om-
puter files, should they have an
opportunity to look.

ENCOUNTER: It is up to you to
decide whether or nct the heroes
efforts are successiul. Basically,
information about lhe badge can only
ke gained from sources knowledge-
able about World War |l.

As long as you decide that the

herues’ source of information is valid
{Acacemic Plot Foils and the Public
Library are vzlid, other base person-
nel, including Fury, aren't), the
heroes come up with the information
summarized below. It will take four
hours for the heroes (or their Plot
Foil/Contact) to cume up with this
information if they don't really know
what thoy are looking for, or just one
hour if the heroes mantion that they
already suspect that the commandos
might be from World War Il

Heroes' Intformation. The herues
learn that the badge is the insignia of
the Blautot ("“blue death’”) Comman-
dos, ar elite Nazi fighting unit. The
Blautot commandos mysteriously
disappeared in 1943, and no one
knows what happened to them.

All of this is contained a book
called Wortd War Two inside and Out;
Ail the People, Att the Places, and Alt
the Events, written by Hamilton
Crane. It is important that the heroes
get their hands on a copy of this
bock at some point during the adven-

ture, as it contains clues that will
herome important later. i the heroes
themselves track down the informa-
tion, they find the book. Il the heroes
were dealing with a Plot FoilfContact
over the telephone, he or she will
give them the title and authcr of the
book and recommend that they stop
off at the Albequerque Public Library
and pick it up.

AFTERMATH: The heroes still have
several courses of aclion availablo. If
they have not yet done so, they may
wish to interrogate the prisoners
(Chapter 4), investigate the perime-
ter (Chapter 6), or check in with
Colonel Fury (Chapter 8). If the
heroes suspect that Kruptmann
might be involved in the break-in,
and head to his lab in order 10 inves-
tigate, proceed to Chapter 7.

KARMA
ldenrifying the hadge +10
Doing so in under twa hours +5

CHAPTER 6:

SUMMARY: The herces investigate
the base perimeter, hoping to find out
how the commandos managed to
circumvent the state-of-the-art
securilty measures.

STARTING: Read the following text
to the players:

——

Qutside, the porimeter looks
normal. There are no signs of
forced entry or a breakthrough.
Obwvieusly, the intruders are
professionals.
ENCOUNTER: The heroes car then
examine the security systems
themselves. Anyone with any sart of
Science or Security Systems Talent
can make a Typical Intensity Reason
FEAT roll to determine that the
security scanners have not been
tampered with in any way and are
still functioning narmally. After

examining the securily equipment
further, the irdividual can then
attempt an Excelient Intensity
Reason FEAT. Success means that
the hero rezlizes that the
commandos could have used a
micro-scanner tool (iike the one they
actually found on the intruders) to
cause the detectors to temporarily
echo and display a false image back
in the security room.

AFTERMATH: This is actually an
extremely important clue. It tells the
heroes that the commzndes must
have had the micro-scanner before
they entered the base, and did not
steal it once inside. Since the
micro-scanner comes from an
on-base lab, the commandos must
have aninsider helping them out.
From other clues which the heroes
may or may not have picked up, they
rmight already suspect Or. Kruptmann
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PATROLLING THE PERIMETER

anc head to his labto confront him.
In this case, go to Chapter 7.

If the heroes do rot suspect
Kruptmann, they will probably try to
reveal the culprit by searching both
labs in the facility to find out which is
missing a micro-scanner. In this
case, the sezrch will quickly lead
them to Kruptmann's lab (Cooper’s
scanner is present and accounted
for). Again, go to Chapter 7.

Otherwise, if the horoes have not
carried out all of the preliminary
investigations, they may decide to
interrogate the prisorers (Chapter
4), check in with Fury (Chapter 8), or
try to identify the commandos’

badges (Chapter 5).

KARMA:

Deducing the use of a scanner +10
Tracing the inside man to

Kruptmann +15




CHAPTER 7: KRUPTMANN'’S REVENGE

SUMMARY; Suspicious of Krupt-
mann, the heroes enter his lab and
confront him.

STARTING: Unless the heroes use
some transpartational power, this
chapter cannot take place within the
first thirty minutes after the break-in
since Fury will have both labs com-
pletely sealed off {with all of the doc-
tors and research assistants inside)
for security reasans.

Read the fokowing text:

Kruptmann's lab is in a slight stale
of disrepair. Bexes and papers lie
strewn everywhere.

The doctor himself is the only
one in the laberatory. Apparently,
| he has dismissed his assistants
for the day.

ENCOUNTER: By this time, the
heroes probahly suspect that Krupt-
mann or someone in his lab is
invclved with 1he break-in. In any
case, whenever the heroes enter the
lab, Kruptmann will be busy packing
away a lew notes and pieces of
apparatus. He is planning te gather a
few of his things and rurn. With the

failure of the break-in, he believes
that it is only a matter of time before
someone unceovers his involvement.

When he sees the heroes entar,
Kruptmann’s fears look to be just-
fied. He is obviousily extremely ner-
vous. If asked about the
micro-scanner, he will identify the
tool as having come from his lab,
and will claim that the intruders must
have somehow stolen the focl atter
their arrival (which the heroes wili
recagnize as 4 lie il lhey have [ound
the clues out on the perimeter).

It asked akout his nervous cond
tion, or whenever the heroes finally
get around to searching the lab,
Kruptmann will linally snap and pro-
duce an experimental laser rifte from
under a lad table (range of 3 areas,
Remarkable Energy damage) in des-
peration. He will attempt to shoot the
heroes and flee.

Kruptmann will undoubtedly prove
litile threat to the heroes. After they
have disposed of him, they will prob-
ably want to search both the doctor
and his laboratory. The only thing out
of the ordinary that they will finec in
the lak is that Ihe micro-scanner tool
is missing from a glass cabinet that
features a combination lock. Krupt-

mann himself has nothing of interest
on his person except for his wallet
vehich contains identification cards
listing his address.

If the reroes take the time to look
at the papers Kruptmann was pack-
ing away, they can each attempt to
make an Excellent Intensity Reason
FEAT Roll ta recognize that the doc-
tor was workirng on some sort of
"Chronal Locomoation' (time travel)
project.

Two rounds after the herees have
subdued Kruptmann, a detail of base
security guards will arrive (they
heard the commotion) to haul the
good doctor down to the brig. If the
guards are asked about the locked
glass cabinel, they will inform the
heroes that Kruptmann alone knows
the combination.

AFTERMATH: By now the heroes
should have a pretty good idea of
exactly what is going en. They might
kave even already guessed thal the
commandaos are time travellers from
the past. In any case, they will surely
vsant to know exactly what Krupt-
mann and his pals were up to. They
viill probably start by visiting the doc-
tor's home (if they missed Krupt-




mann’s address in his wallet, they
can ask anyone in the base where he
lives). In this case, go to Chapter 9.
If they have not already done so,
they may still want to carry out some
ol the preliminary investigations of
the break-in. If they try ta interrogate
the commandos go to Chapter 4; it
they try to uncover the mystery of the
intruders’ badges proceed to Chap-

ter 5; if they want to investigate the
perimeter go to Chapter 6; and if
they wish to speak with Col. Fury, go
to Chapter 8.

It the herces attemot to revive and
interrogate Kruptmann (or if they
later ask to interrogate him while he
Is in the brig) he will aksolutely
refuse to answer any questions. As
above, psychic powers might reveal

some information, but Kruptmann
was given the same trealment as lhe
commandos, and all attempts to
hyonotize him or read his mind suffer
a —2 CS penalty.

KARMA:

Going to the lab to investigate +5
Defeating Kruptmann +10
Attempting fo interrogate him +5

CHAPTER 8: FURY IS FURIOUS!

SUMMARY: The heroes speak with
Col. Fury.

STARTING: Fury won't be available
in his office for aboul the first hour
afler the break-in. {(He is too busy
filing reports.) Thereafler, the heroes
will have no problem getting in to see
him; but don't let the group in until
they have had ample time to conduct
their investigations

Read the follewing text:

The sounds of whirring computers

| and buzzing phones fill Fury’s
cffice. Apparently, his people are
Just beginning to catch wind of the
treak-in.

Fury is an impressive sightina |
crisis. He is calm, collected, and
obviously in total control of lhe
situation. |

ENCOUNTER: This encounter basi-
cally exists to make sure that the
heroes have not missed any imper-
tant clues. While the heroes have
been conducting their investigations,
Fury has had his own security people
looking into the matter as well. Secu-
rity has uncovered all of the clues
found in Chapters 4 and 6. If asked,
Fury will share all of this information
with the herces. He will also answer
any other reasonable guestions. If
Fury is asked what Kruptmann is
working on, he will reveal that the
doctor is heading up research on
time travel. Fury is quite certain that
Kruptmann's lab work is a long way
away from actually constructing a
worKing time machin2, It asked
about the ~'Blautot commandos,”
Fury will answer that he heard of the
unit during World War Il, but knew

very |ittle about it.

Fury will also ask the heross for a
report on their own progress. lf the
team has already uncovered Krupt-
mann's involvemnent, Fury will ask
them to keep the matter quiet for the
time being, and will recommend that
the heroes go check out Krupt-
mann’s home. |f they have yet to find
the address, Fury will give it to them.

AFTERNMATH: If the heroes goto
Kruptmann's home, go to Chapter 9.
If they try to identity the commandc's
badges, go to Chapter 5

KARMA: There is no Karma award
for this chapter.

CHAPTER 9: KRUPTMANN'’S CASTLE

SUMMARY: The heroes wisit the
home of Kiaus Kruptmann, looking
for clues.

STARTING: Kruptmann livesin a
large home located just outsido of
ire Albuquerque city limits (about a
fiteen minule drive from the test
facility). Getting out 1o the house
should be no problem (remember
that the herces have a van at their
disposal)

Read the following text:
Kruptmann's home is a largo sub-
urban mansion. According to Nick
Fury's records, Kruptmann lives

| atone, so there shouldn’t be any-
one present when you arrive.
From the outside, it looks as
though the house probably fea-
tures at least fifteen rooms, and
maybe twenty.

- =
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ENCOUNTER: All of the doors lead-
ing into the house are secured by
deadbolt locks {Remarkable material
strength). The doors themselves are
of Excellent maternal strength. The
locks can be picked with an Excel-
lent inlensity Ayilily FEAT roll.

Inside, Kruptmann's home lives up
to its exterior appearance. The man-
sion is large, plush, and extremely
well maintained.

The heroes’ search for clues won't




last very long. As soaon as they enter,
they will notice a series cf packs and
sleeping bags spread out all over the
living and dining rooms. The gear is
alt obviously some sort of military
issue (it belongs to tke commandos,
who set Up a temporary base here
after Kruptmann picked them up in
San Diego)

Spread oul all over a living room
table are photographs and docu-
ments. The photographs show Krupt-
mann in a German Army uniform,
working with Nazi scientists. They
were obviously taken some time in
the mid 1940s.

The documents include Krudt-
mann's Wortd War |l military papars,
the faked background sheet that he
submitted to Aliied autharities at the
end of the war, and a pairol lengthy
scientific journals. The first journa
(which is obviously several years old)
tells the story of the crash-landing of
the Orphu time machine back in
1943, and describes the work that
Baron Zemo and Kruptmann put in to
create two duplicates of the craft.
The journal then gces on to discuss
a mysterious "missien in which
three commando teams wauld be
sent cut into the future. Thi notes
indicate that cne team was sent 0
the year 2146 and that another vias
sent to the year 1989, the cestination
of the third team is not listed. Just
below the 1989 entry is a notation
that reads in German: “TIMESHIP'S
ESTIMATED POINT OF ARRIVAL IN
1989:" and includes a set of latitude

CHAPTER 10:

(23.260 degrees north) and longitude
(117.157 degrees weslt) coordinates
When the team gets around to
checking into them, it will find that
these coorainates lie directly
beneath a San Diego street. A later
entry reads, “Team One (2146)—
Successful! Team Two (1989)—final
fale unknown. Team Three—final
fate unknown.”

The second journal is obviously
Kruptmann's secret notes on the
time travel project he has in prog-
ress. The notes clearly indicate that
Kruptmann is meeting with almost no
success in his etforts to construct a
working time machine from scratch
(even Baron Zemo needed to
scrounge parts from the original
Qrphu timeship in order to constuct
the Nazi tme vessels back In 1943).
In several places :n the journal’s
margins, Kruptmann has included
demented ravings detailing his plans
for restoring the glory of the Third
Reich it and wher he managas to
construct a working lime machine for
the Government. One note in particu-
lar reads: “Interesting thought: Why
should | construct a time machine
now, when we already did so mere
than 45 years ago!—if | were to
locate and rendezvous with ihe 1989
team we sentout in 1943, perhaps |
could help them fulfill their mission
and return. If another team was ‘o
return successliully, perhaps the
entire coursa of history could be
changed! Cooper’s Cavalier projec:
Icoks like just the sort of thing they

would be looking for.”

Krupimann had all of these nctes
out in order to show them to the com-
mander of the Nazi commando unit
so he could prove tothe ccmmander
that he was, in fact, an ally

There will also be a copy of Hamil-
1on Crare’s Morid War Two Inside
and Qut: Al the People, All the Plac-
es, ana All the Events. lying on Krupt-
mann's table. The book is open to
the pages describing the Blautot
commaridos, and the heroes will
instantly recognize the unit’s skull
and crossbones symbol as matching
the badges thoy found on the
intruders earlier (see Chapter 5 for
further details). You should encour-
age the players l¢ fake the book with
them for future reference; it hods
many clues which will become impor-
1ant iater.

There are no other items of inter-
est within Kruptmann's house.

AFTERMATH: From the clues found
here, the heroes have enough to
puzzle almost everything out. The
only mystery that remains is the
exact nature of the commandos’
mission.

Eventually, the heroes will prcba-
bly decide to proceec out to the arriv-
al coordinates listed in Kruptmann's
journal in order to search for the Nazi
timeship. When they do so, proceed
to Chapter 10.

KARMA:
Travelling to Kruptmann's House + 20

THE TIME MACHINE

SUMMARY: The heroes praoceed t0
the point whare the Nazis arrived in
1989, hogingto find their time
machine and further clues.

STARTING: It is likely that the
heroes will report back 10 Fury after
visiting Kruptmann's home in Chap-
ter 9. Fury, of course, will be
shocked to learn that Kruptmann was
invoived in the attempt to steal the

Cavalier. and will be even more
shocked to learn that Kruotmann was
once a top Nazi scientist and was
olanning to eventually use his
research to restore the migrt of the
Third Reich. If the heroes don't know
whalt to do next, Fury wiill come right
out and ask them to head to the point
whore the commandos arrived in
1989, in order to search for the Nazi
time machine (lhe time machine is
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just too dangerous to leave lying
around; and, for the time being, Fury
doesn’t want any official personnel
involved in the case for security rea-
sons). Fury will also renew his
request that the heroes keep the
entire malter quiet.

When the heroes finally get around
to looking into the coordinates they
found in Kruptmann's journal, they
will find that the Nazis seem to fiave



arrived beneath the streets of San

Jiego. Geting to San Diego should

prcve no problem (if the heroes don't

have their own transportation, Fury
will lend them a shuttle). When the
heroes arrive and make thair way
down into the sewers, read the fal-
lowing text:

' The ¢oordinates you found in
Kruptmann's house indicate that
the Mazi commandos arrived
somesvhere in the sewers beneath
San Diego. One short trip later,

| you are hot on their trail.

The San Diego sewers are like
sewers everywhere: dark, and rat-
infested. As you come to the exact
coordinates listed in Kruptinann's
journal, you hear a low buzzing
noise.

ENCOUNTER: After the heroes
¢ome aroung one last corner, they
are face to face with the Nazi time
machine (the source of the buzzing

noise). The time capsule itself is a
small metal sphere, roughly twelve
feet in diameter. There is an obvious
metal door in its center. The dcor is
unlocked.

Inside the time machine, the
heroes find a complex bank cf instru-
ments and computers. A chronome-
ter on the wall sfows that current
date and year is April 18, 1989, and
that the capsule has apparently
arrived from September 18, 1943.
Lying on une of the control consoles
is a memo that reads, in German:
""From the German High Command
to Commander, Blautot Commandos:
You and your men are to proceed to
the year 1989 (the exact arrival caor-
dinates have already been fed into
the instrumentaticn) There, you are
to locate the most formidakle futuris-
tic weapons, capture them, ancd
return so that we may employ these
devices in our efforts against the
allied powers. Other teams havs
been sent out into the future with
similar missions. You will depart
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fomorraw morning.
—Der Furher.”

AFTERMATH: The herves now know
tho entire story behind whal hap-
pened at the test base. All of their
information, however, leads them to
believe that more than one Nazi
team was sent oul in guest of huturis-
tic technalagy, and that at least one
team successfully completed its mis-
sion. At this point, the herces are
orobably wandering exactly what
happenedto the futunstic weapaonry
captured by the Nazis. It is likely that
the heroes will decide lo lake the
time machine right back to 1943 to
find the weapons from the future and
make sure that the Nazis are unable
to employ thern.

I the heroes ¢ecide to take no
action, Fury will get in touch with
them while they are still in San
Dieqn, and ask for a ccmplete report.
After he hears their story, Fury will
suggest that the heroes take the time
machine, return to 1943, and reclaim
the captured Nazi tachnology in
order to orotect history. Hf the herces
claim that there is no need to investi-
gdate and try to present an argument
along the lines of “‘well, its 1989 now
and we all know the Germans lost
the war, so obviously someone
stopped the Nazis before they could
use their captured weaponry.” Fury
will simply resbond, “Yes. But can
vie run the risk that this someone
vias not yourselves time travelling
from the future?'’ If asked, Fury will
not accompany the heroes, nor will
he send any official personnel (Fury
himselt is too busy 1o go, and he still
dcesn't want any other personnel to
find out about the entire incident for
security reasons).

When the heroes finally decide to
hop in the time machine and travel
back to the past, go to Chapter 11.

KARMA;
Finding the time machine #25
Needing Fury’s prompting 10



CHAPTER 11: BACK TO THE PAST

SUMMARY: The herces travel back
to 1943 in order to prevent the Nazis
from using any weaponry they have
captured from the future.

Orce they arrive, the heroes short-
ly encounter General Dozier and
Major Holland of the US Army

STARTING: After the heroes decide
to return to the past, the first thing
they will have to do is figure out how
to work the time machine. This
shou!d present them with little diffi-
culty. Anyone wilh 2 Reason of Good
or better that examines the
machine's controls realizes that
there is a special “"recall switch™
installed in the control panei which
automatically relurns the capsule to
the time and place it occupiec just
before making its most recent jumg.
In this case, it is reasonable to
expect the recall switch to return the
capsule to September 18, 1943.

Of ccurse, the timeship can be
piloted without using the recall
switch, allowing its operator to lock-
in the destination of his or hor
choice; but the controls are so com-
plex that puzzling out how to nperate
the craft could take monlhs of
research and experimentation. For
the purposes of this adventure, the
heroes can’t really figure out how to
use all of the time machine's capabil-
ities (they will learn hov/ to steer the
time machine in part two of the tril-
ogy, MT2—The Weird, Weird, West,
coming soor:).

Before the heroes take off, you
should encourage them to take their
copy of Hamilton Crane’s Worfd War
Two Inside and Out: Alf the People.
All the Places, and Afl the Even!s
along with them (the heroes should
have founc a copy of the book in
either Chapter 5 or Chapter 9),
since the book contains some clues
which will prove important later. If the
herces left their copy back in Albu-
querque and plan to leave directly
frons San Diego, have Fury getin
touch with the heroes and advise
them to send someone by the near-
est army base before they leave for
the past (Fury will prcvide the heroes
with the base’s location). When the

heroes’ representative(s) arrive al
the facility, the staff will have a pack-
age marked "“TOP SECRET" waiting
for them. Inside the package is a
copy of Crane’s book and a telegram
that reads, "' Thought this might
prove useful. [t's one of the best
reterence books on the era that |
have read—Fury."

No meztter how the heroes get a
copy of the baok, Fury will caution
them before they leave for 1943 that
under no circumstances should the
heroes leave the book in the past
“It’s a risk just letting you take it
back with you,'' Fury says. “Armed
with the information in that book,
either side could drastically change
the outcome of the war, and the dam-
ageto the timestream would be
irreparable. Don’t let anyone know
you have it, and c¢nly reveal as much
infarmation as you have to in order to
complete the mission.”

Before they leave, it is possible that
one of the heroes will delve into
Crane’s history in an attempt to find
out whether or not anything sigmficant
happened on the date September 18,
1943. if so, he or she will learn that the
Allied Pcwers had invaded ltaly a few
months earlier, and were embroiled in
a mgjor struggle with German
defenders ali through the fall. Although
there is no mertion of any significant
events occuring on September 18, the
book dues say that the Germans
orchestrated a major unexpectod
counteroffensive which began an
Seplember 22.

When the heroes are finally resdy
lu leave, read lhe following passage:

Crossing your fingers and holding
your breath, you pull the recall
switch, causing the capsule to

| roarinto life. A loud wheezing fills
the air, as the timeship begins to
Jolt and shake.

After a few seconds you begin

to see bright flashing spots and I
your head starts pounding. The [
groaning and shaking is becoming
much worse. Something must be
wrong.
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ENCOUNTER: Actually, the time
machine was lightly damaged when
the Nazi commandos landed the
vessel in 1388. This damage is
responsible for all of the groaning
and shaking; and because otthe
damage, the capsule’s occupants
will be exposed to an inordinate
armount of shock as they pass
through the timestream. Each of the
heroes must make a series of three
Endurance FEATs. The Intensity of
the first FEAT is Typical, the Intensity
of the second FEAT is Good, and the
Intensity of the third FEAT is Excel-
lent. Each hero takes five paints of
Health damage for each FEAT he or
she fails.

When the cagsule finally comes to
a stop, the heroes will notice that the
internal chronometer reads, “'Sep-
tember 21, 1943” (the damage lo the
capsule also threw aff its guidance
systems, causing the vessel to arrive
three cays late). It is impossible to
see outside of the time capsule with-
out opening the door, but the heroes
wiil be able to hear laud explosions
coming from just outside the capsule
immediately after the timeship
commes to a halt. When they finalty
open the door to exit, read the follow-
ing text:

The time capsule has come to rast
in a clump of thick vegetation at the
bottom of & steep gully. It is broad
daylight, and overhsad you can
hear the whine cf exploding artillery
shells. This is 1943 all right!

Just over the lip of the gully you
can see an overturned jeep and 4
group of three pinned American
soldiers fighting for their lives. Tha
Amcricans are completely encir-
cled by German forces. In fact, the
same German troops that are
encircling the Americans are
encircling your gully as well.

Of course, the recall switch should
have brought the time capsule back
to the lab In Germany from which it
departed, but the damage to the
vessel threw it off course, forcing it
down in the middle of a battle in Cen




tral Italy.

The three pinned soldiers are a
man in his late fifties, a little over-
weight but rough-looking (General
Themas Dozier), an officer in his
early forties, with gray streaks
through his blond hair (Major
Anthony Holland), and their non-
commissioned driver, lall, lanky anc
jittery. See the NPC section for Dozi-
er’s and Holland's statistics, and use
the stats tor a typical soldier found
on p. 63 of the Jugge’s Book for the
driver. Dozier and company were out
surveying the troops when the Ameri-
can line was temporarly averrun
stranding them bshind enemy lines.
Encircling the Americans are 12 Nazi
soldiers, and a PzKw 1V tank. The
tank has the following stats:

Cont Spd Body Prot
TY TY IN BM

The PzKw IV is armed with a
75mm main gun (Poor Agility, range
cf 10, 40 points of Shuoting dam-
age); end a machine gun (Typical
Agility, range of 10, 30 points of
Shooting damage)

It the haroes ever wart to break
out, they have little choice but to
fight the German troops. Go ahead
and break out landscape #1, lccuted
on side A of the mapsheet. The
pinned soldlers start in the area
marked “A,” the heroes begin in the
gully, and the Nazis hegin encircling
everybody. When the batlle begins,
tho heroes will have a slight edge
cue to the fact that the Nazis are not
awvaare of their presence. When thay
finally make their move, the heroes
automatically get a free round ot
combal due to surprise.

Once the battle getsinto full swing,
Dozier, Holland, anc the driver wili join
in on the heroes’ side. No matter what
tappens, make sure that neither Dozi-
er nor Holland is saverely injured dur-
ing the ensuing battle (go ahead and
fudge the de rolls it you must). All
three of the pinned soldiers are armed
with Thompson submachineguns
(range ot 5 areas, 25 points of Shoot-
ing damage).

The Germans should prove little
difficulty for the heroes and their new-
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found allies. Once the battle is over,
Dczier will introduce himself and his
colleagues and invite the heroes back
to his nearby command post.

the lime machine behind in the gully,
but for now they have little choice
(mcving the time capsule is an
Incredible Intensity Strength FEAT
roll, should anyone try). Player char-
acters wishing to keep the time
machine from being used may either
make an Excellent intensity Reason
FEAT to correctly disable the craft, or

looking for a *'Nazi super-weapon,”’
Dozier will confess that his pcople
have heard rumors of such and that
he is momentarily expecting a report
on the subject from some of his top :
operatives.
When the action moves to Dozier's
command post, proceed to Chapter 12,

AFTERMATH: If the heroes decline
Dozier's offer, he will Inform them
that the entire area is expected to be
overrun by German troops at any

moment and that it ‘would certainly smash through the Geod protection KARMA:

be within their own dest interests to of the machine and deliver at least Making the jump into the past +10
return with him to a safe position. 30 points of damage). Defealing the Germans +25
The heroes may be reluctant to leave If the heroes hint that they are Saving the driver's life =91

ENTER THE INVADERS

-CHAPTER 12:

SUMMARY: The heroes accompany
Dozier and Holland back to the
American Command Post where they
meet the Invaders, who have impcr-
tant clues as to the whereabauts of
the Nazi time machine and the
super-weaporn the Nazis managed to
capture from the year 2146.

STARTING: The American Command
Post is only about five miles from the
spot where Dozier and Holland were
pinned. It should take everyone
present no time al all to right Dozier's
jeep and speed back to the CP.

Read the following text:

The ride back to the American
GCommand Post Is short anc
unevenltul. As you arrive, you are
cdught up in a throng of American
soldiers that are coming and
going. Itis still difticult for you 0
adjust to the idez that you are
actually back in 1943.

As Dozier drives into the base.
everyone ceems to snap to instant
&éttention. Before Dozier can even
get out of the jeep, a young non-com
has already rushed to greet him:
"General, you have visilors inside—
it's urgent.” With a sterm look on his
face, Dozier meves ahead and
mations for you to follow.

As you move into General Dozi-
er's office, you are suddenly face
to tace with the Invaders, the leg-

endary allied heroes of Worle War
Two! Without sxipping a beat. their
leader, Captain America, begins to
speak, “General, we haven't much
time. Our sources were correct—the
Nazis do have some scrt of super-
weapon. So far, we have leamed
that three of the Nazis' best com-
mando teams were sent out on
some sort of top secret mission, and
that the super-weapon was the mis-
sion’s end resull. The Nazis are
almost certainly planning on unveil-
ing the weapon for the surprise
counter-offensive in this region that
we believe is scheduled to begin at
1400 hours tomaorrow afternoon. We
also believe that the weapon is
being stored in either da place called
Caslle Viadistopal or in Hitler's pri-
vale bunker ilself. Our problem now
is finding wherz either is located."

ENCOUNTER: Captain America will
barely even notice the heroes as he
makes his spech. When he con-
cludes, he will pause 1o introduce
himself and his colleagues. There
will be one Invader present tor each
player hero (choose any you feel are
appropriate). At first, Cap will seem
rather suspicious of the newcomers;
but after Holland relates how the
heroes helped him and Dozier
escape the German eacirclement,
the suspicion will quickly subside.
From what Captain America said,
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the heroes should realize that the
Invaders are on the trail of the weap-
on that the Nazis managed to cap-
ture from the year 2146. | the heroes
are 1o succeed in their mission, they
must locate and destroy the weapen
betore the Nazis are able to employ
it in tomorrow’s offensive.

The Invaders might not know
where Castle Viadistopol or Hitler’s
private bunker are located, but the
player heroes can quickly find out:
All they need to do is look into
Crane’s history book (remember that
Crane’s book is subtitled "“all the
people, all the praces, all the
events”). If the heroes look up either
lopic here is what they will find:
“Castle Vladistopol is the name
that local inhabitants gave to Cas-
tle Grachtt, a medieval fortification
that lies [ust outside cf the village
of Stronberg in Romaniz. During
the war, the Nazis used the Castle
as a scientific research facility
until the Fall of 1943.”

anc—

“Hitler had a private bunker
located in East Prussia (what is
today Northern Poland), in the
forests nor:h o7 the town of Ven-
stok. According to German
records, the bunker went unusad

after the Fall of 1943."
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The only problem is that the herces
have no idea which one of the loca-
tions actually houses the super-
weapon, and that both locztions are so
far away and so far apait that there is
no way the heroes could possibly cov-
er them in time {i1 is currently 4:00 pm,
and the German counter-offensive is
screduled for 2:C0 pm tomorrow—22
hours from now].

The obvious solution is to ask the
Invaders tar help. Working logether,
and with some of the General's mili-
tary equipmenc at their disposal, the
two hero teams should have plenty
of time to visit hath loratiens and find
the Nazi wegpen.

I¥ and when the heroes do decide
1o come forward and reveal that they
knaw where the two Nazi strong-
holds are located, they can tell the
Invaders, Dozier, and Halland any-
thing they like—either the truth {("We
know where Hitler's bunker is
because we are from the future™), or
an appropriate fiction. Since the
Allies are rather desperate at the
moment they are likely to believe
anything.

Although they might nol realize it
right away, the herces really have no
choice but t¢ involve the Invaders.

CHAPTER 13:

Barring powerful travel powers, there
is simply no way they can get to
Romania or Easlt Prussia in the lime
alotled unless someone provides
them with some form of transporta-
lion and assistance; and Dozier will
not agree to help the herocs at all
unless they are cooperaling with the
Invaders. If the players start talking
about stealing a plane or some such
plan, simply point out all the things
thal could go wrong with such a plan
and how little room there is for error.
Cnce the heroes have decided to
work with the Invaders, Captain
America will suggest that all of the
heroes present split up inlo two
groups of equal size, with one group
heading to Romania, and the other to
East Prussia. Each of these two
assaults will then be played out
seperately. Have any players that ¢co
not have characters participaling in
the assauit you are currently running
take on the roles of any Invaders
present, and allow a player to tranfer
any Karma that he or she earns as
an Invader to his or her own hero.
Captzin America will insist that each
strike team contain a mixed force of
Invaders and player heroes, since he
has yet o find out how far he can

trust the player characters.

Dozier’s Plan. Don't forget that
General Dozier was capturec and
brainwashed by the Red Skull tefore
the adventure beygan. and slipped
back to the Americans so he could
function as a spy. With Holland and
the Invaders around, Dozier has little
choice hut to give his full consent to
any attempt to attack the Castle and
Hitler's punker, lest he reveal him-
self. As soon as the heroes set off on
their missions, howeves, Dozier will
slip awzy and contact the Red Skull
to warn him ot their coming. The
Skull will then see to it that hoth of
the hero leams receive a rather nas-
ty recegtion.

AFTERMATH: If the players don’t
realize that they can consult the his-
lary beok to [2arn the locations of the
Nazi stronghulds, allow each of them
a Typical Inlensity Reason FEAT roll
to think of it.

When yau are reacy to proceed,
conduct the assault on Hitier's bun-
ker first. Go to Chapter 13.

KARMA:
Using the Crane book +15
Asking the Invaders for ad +5

HITLER’S BUNKER

SUMMARY: One of the heroes’ two
strike teams heads for Easl Prussia,
in order (o slorm Hitler's private dun-
ker.

STARTING: From the information in
Crane's book. the heroes can locate
the bunker precisely. Captéin Ameri-
ca suqggests that the members of the
strike team fly over the bunker in an
Allied transport plane under the cov-
er of darkness, and then parachute
into attack position. After the mission
is complete, the team can then be
picked up later by a British subma-
rine.

The plane ride will be uneventful
(just the usval ¢lose call or two with
German fighter patrols). Once the
heroes reach East Prussia (no soon-
er than 9:30 pm), read the following
text:

Below you are the sprawling for-
ests of East Prussia. You are
almost over the bunker itself.

A few moments later, you catch
a slimpse of what must be your
objective: a small lighted structure
located on the sea coast, just
north of the town of Venstok.
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ENCOUNTER: The heroes must now
parachute down into the forests,
unless of course, their powers can
compensate. Anyone who jumps
must make a Remarkable intensity
Agility FEAT roll {yes, Remarkalle;
they are parachuting into a farest at
night!). Failure means that the hero
is snagged in the trées on the way
down and takes Good damage. Once
all of the heroes are on the ground,
they can release any of their com-
rades caught in the trees and pro-
ceed with the mission.

If they jumped, the heroes will land
about a mile and a half away from
the lighted structure they spotted



from the airplane (it they fly or glide
down, they can land wherever they
wish). At some point, the& neroes will 2
probably want to make their way out

tcward the bunker for a scoulting
mission. When lhey do, read the

fellowing text: t
The lighted structure must be ] F‘

what you are looking for. Off in the I
distance, you can see guards
everywrere.

The structuse itself sits on &
forested hilt overlooking the sea
coast. About a half mile west of
the bunker is a small fishing vii-
taga and harbor.

From what you can see, it looks
as though there are ten guards on
each side cf the bunker.

AFTERMATH: The heroes must now
decide how they are going to
approdach the bunker. We provide
details for two likely choices: the
Player Characters can quietly make
their way through the forest and
storm the bunker from the front or
side, or they can head out to the
fishing village. attemp* to apprcpriate
scme doats, and assault the bunker
from the sea coast, wherz there are
likely to be less quards. If they
choose the tormer opton, head to
Chapter 14, it they choose the latter,
head to Chapter 15.

KARMA:
Getting to Easl Prussia +10
Scouting out the bunker +25




CHAPTER 14: FRONTAL ASSAULT

SUMMARY: The heroes make their

way through the forest to the frant of
the bunker and attempt to storm tha
structure and make their way inside,

STARTING: Read the following text
to the players:

| There is about a quarter mile of
forest between yourselves and the
bunker, all uohill. The bunker

| appears to he 50 feet from the

| torestedge. There are atleast len

| Nazi soldiers guarding the

| entrance.

ENCOUNTER: Allow the heroes to
come up with their oan plan of
aclion. If the group attempts to sneax
silently through the forest, have them
all make Typical intensity Agility
FEAT rolls. Failing a FEAT roll means
that the Nazis hear them approach
and send tive men to investigate
(there are. in fact, ten Nazi soldiers
presenl sulside the bunker entrance,
but don't give the players an exact
count until their characters are out of
the forest). If the heroes come up
with some soart of clever plan for
moving through the forest (such as
setting up a diversion, etc), give
them an appropriate modifier to their
Agility FEATS, say from 1 t6 3 CS.
Once the heraas reach the edge of
the forest, they will see the ten Nazi
quards lined up in front of the
entrance, which is approximately 50
feet away. At this poirt, the heroes

CHAPTER 15:

have no further cover. Without rely-
ing on any stealthy powers or skills
they micht have, they must almost
certainly move to attack the guards.
If the heroes try a diversion or some-
thing similar, they will be able to draw
five of the soldiers away from the
door tc investigate.

\When the battle is finally joined,
use any handy exterior map and play
out a normal combat. Unless the
heroes blew an Agility FEAT while
approachirg the bunker, the Nazis
cannot act curing the first round
because the heroes wiil automati-
cally take them by surprise.

Once the herces have defeated
the Nazi guards, they can move inta
the bunker. The Invaders, not entirely
trusting the player characters, will
refuse to allow any of the heroes to
stay outside the bunker as a guard.
As soon as all of the heroes are
inside, read the follcwing text;

Inside Hitler's bunker, you find a
long corridor that stretches off into
semi-lit darkness.

All o7 a sudden, you hear a loud
lhud behind you. Hall a second
later there is a similar thud in
front. Huge steel slabs have just
sealed you aff in the corridor.

Suddenly your newtound
“prison” Is thilec with a horrible,
raspy voice: a voice which the
Invaders instantly recognize as
that of the Red Skull himself.

TWO IF BY SEA

“Slaep tight, my friends. You still
have a long evening ahead of
you!”

You can barely hear a sharp
hiss cutting out over the sound of
the Red Skull’s laughter,

Aftor Dozier informed him that the
heroes were coming, the Red Skull
set up this gas trap. The gas is a
powerful knockout formula (Shift X
Intensity) that acts af:er a mere five
seconds of exposure. No matter
what course of action they adopt, the
heroes wll almost certainly succumb
to the gas (the steel barriers that
imprison the herces are of Shift X
material strength).

AFTERMATH: After the gas takes
effect, the Red Skull will check to
make sure that all the feroes have
been affected. Il a charactler has nol
succumbed (say, il he has a force
field pratecting him against the gas}
the Red Skull will demand the hero’s
surrender, before the cell is flooded
with an equally powerful but far more
lethal gas, cenain to kill the hero’s
companions. Assuming that the hero
will cooperate in this case, the Skull
will have the heroes taken away to
the bunker’s detention center.

@Go to Chapter 16.

KARMA;

Sneaking through the forest +5
Defeating the guards +10
Setting up a diversion +10

SUMMARY: The heroes approach
the bunker from the shoreline.

STARTING: The fishing village is
about a mile away Irom the bunker.
The heroes can easily move intc the
village comgletely undetectea and
capture fishing boats moored in the
villages’ small harber, if they so
desire. After the heroes begin their
approach 1o the rear of the bunker
(either by using the boats, swim-

ming, or flying if they are capable),
read the following text:

As you approach the rear of the
bunker with only the moonlight to
guide you, you catch a glimpse of
five Nazi guards posted at the rear
entrance.

Ihe burker itselt sits atop a
steep hill, approximately 50 feet
over the shcre.

36

ENCOUNTER: The heroes can easily
corre all the way up to the hillside in
the water without attracting any
attention. Once they get tc the hill,
they can sncak up to a point that is
just aboul ten feet away from the
bunker by passing a Poor intensity
Agility FEAT roll. From there, they
must attack the guards to gain entry,
appropriate superpowers notwith-
standing. If anyone fails the FEAT roll
on the way up, two guards wil come




down to investigate.

Once the battle is joined, use any
handy exterior map. Unless anyone
blevs a FEAT roll coming ug the hill,
the heroes will automatically receive
one free round of surprise on the
Nazis.

Once the heroes have detea‘ed
the Nazi guards, they can move into
the bunker. As above, the Invaders
vill insist that the party enter as a
whole. As soon as all of the heroes
are nside, read the following text:

“Inside Hitler's bunker, you find a
long corridor that stretches off into
seml-lit darkness.

All of a sudden, you hear a loud
thud behind you. Half a second
later there is a similar thud in
front. Huge steel slabs have just
sealed you off in the corridor.

Suddenty your newtounc
“prison" is filted with a harrible,
raspy voice; a voice which the
Invaders instant'y recognize as
that of the Red Skull himself.
"*Sleef tight, my friends. You still
have a long evening ahead of
you!"

You can barely haar a sharp
hiss cutting out over the sound of
the Red Skull’s laughter.
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This trap Is identical to the one the
heroes might have encountered In
Chapter 14.

AFTERMATH: After the gas takes
eftect, and any unaffected characters
surrender, the Red Skull will have the
heroes taken away to the bunker's
detentlon center. Go to Chapter 16.

KARMA;

Attacking from the rear +5
Defeating the Nazi Guards +10
Setting up a diversion +10




CHAPTER 16: RED SKULL-DUGGERY

SUMMARY: The Red Skull attempts
to brainwash half of the heroes and
orders them to kill the ether half
while a delighted Hitler looks on.

STARTING: One halfofthe heroes
(round fractions down; the more pow-
erful characters in the group are a
better choice) will weke up in the
Red Skull's laboratory in the bunker.
The Skull is planning on using the
heroes as subjects to tast his naw
hypno-wash dewvice. Read the follow-
ing text to these heroes:

You wake up chained to a tavle in
a cold, antiseptic |aboratory. The
Red Skull is stancing over you,
gloating.

“Welcome. | don’t know how
you found this bunker, but you
were foolish to come here. Did
yok really think you could prevent
us from carrying out our master
plan?

“Don’t worry, | wan't kill you—
not yet. Instead, | must thank you.
You see, you have jusl given me
the perfect opportunity to test the
| efiectivenoss of our now hygno-

wash device, the latest product of
Fascist genius!"

ENCOUNTER: The chains that bind
the heroes are only of Amazing
material strength, though for the first
thirty minutes after thay wake up the
heroes will still be weak from the
knockout ygas (-2 CS to Strength and
any super-powers).

The hypno-wash device itself is a
small metal cube, approximately six
inches an each sidea.

Afler his brief glcat outllined above,
the Red Skull will walk into an obser-
vation room and activate the hypno
wash, which will begin to flash and
vibrate. At the moment the device is
activated, each of the heroes will
experience a sharp headache.

For each round that the hypno-
wash is activeted, each of the
exposed heroes must make a
Psyche FEALI roll to determine
whether or not he or she will stic-
cumb to its elfecls. The first round

that the device is activated, the
intensity of the Psyche FEAT is
Good. and the intensity increases
each round thereafter until it reaches
Amazing. As soon as a hero fails a
FEAT, his or her eyes glaze over and
the hero becomes a pawn ol the Red
Skull. Resisting the effects of the
hypno-wash is very painful: each of
the heroes take 5 points of Health
damage for each of their successtuil
FEAI rolls due to mental strain znd
stress. As soon as the Red Skull
thinks the hero has succumbed to
the device, he or she is no longer
subject to the Psyche FEATSs.

It a hero passes all of the Psyche
rolls all the way up to and including
the Amaczing Intensity FEAT, the Red
Skull will conclude that he or she is
not a suitable candidate for brain
washing. He will then return the hero
to the detention area (where the
heroes not being brainwashed are
walting), select a new hero, and sub-
ject him or her 1o the precess.

It is possible that ane or mere of
the heroes will attempt to trick the
Red Skull into oelieving that the
device has affected them when it
really hasn't (that is, they make their
Psvche FEAT, but act as though the
brainwashing has taken effect). In
this case, make an Excellent intensi-
ty Reason FEAT for the Red Skull. If
the FEAT is successful, the Skull
sees through the deception and con-
tinues to subject the hero to the
device. If the FEAT fails, the Skull iz
fooled, and the hero is no longer
susceptible ta tha hypnao-wash.

A hero Lhat fails any ol the Psyche
FEATs is lemporarily subject tc the
Red Skull's will. He or she will fcllow
all of the Skuil's orders without r.esi-
tation.

After all of the brainwashing is
completed, Hitler himself will enter
with five Nazi soldiers. The Skull will
then order his new thralls to heil the
Furher &s a testcftheir loyalty.

The Maze. As soon as the brain-
washing is complete, the Red Skult
will have len Nazi guards lead his
slaves inlo the large raom at the
eastern end cf the bunker. Once
inside the room, the heroes will find
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themselves in a huge labyrinth. Over
lhe [abyrinth is a plexi-glass dome
(the dome is about thirty feet above
ground levol and is made of Unearth-
ly material) that houses an observa-
tion chamber. Hitler, the Red Skull,
and five Nazi guards are currently in
the observation chamber, looking
down to the floor below, Tho guards
that brought the brainwashed heroes
into the complex will then hand each
of them a luger (3 area range, 10
points of damage, 8 shots) and
leave.

A few minutes later, a team of
twenty Nazi guards will fetch the rest
of the heroes trom the detention area
and lead them into the labyrinth,
warning them that things will go bac-
ly for their missing ccmpatriots it
they do not cooperate. The Red Skull
will then begin to speak:

"Now we shall see if our new toy
is effective. Listen to me, my min-
ons. Those people in front of you
(pointing to the non-brainwashed
heroes) are enemies o the Fuhrer.
You must destroy them.”

Each of the brainwashed feroes
will lhen respond, “we must destroy,”
and begin chasing the non-
brainwashed herocs through the
maze, brandishing their pistols. Play
this out as a narmal combat (the
brainwashed heroes are temporarily
NPCs, use the map cf the bunker
located on side A of the mapsheet).
Ncre of the brainwashed heroes can
spend Karma, but they fight to the
best of their abilities otherwise, using
whatever tactics and rmmaneuvers you
can cevise.

After the second round of combat,
the Red Skull will address all of the
heroes over a PA system as the batle
rages on: "I'm sorry that we cannet
stay and watch; but | am afraid that
we have more importanl matters 1o
attend to for now. | will send some
men dack here in 60 minutes to
clean up the corpses.”

Restoring the Brainwashed
Heroes to Normal. In urder to sur-
vive, the non-brainwashed heroes




may find it useful to restore their
companions to normal. There are¢ at
least three ways that this can occur:
First, any mental attack on a brain-
washed hero may break the hypno-
tism. In addition to any other effects
the power might have, the brain
washed character gets a FEAT to
throw off the effects at a rank equal
to the rank of the attack, against
Incredible resistance. (For example,
if Psycho-Ninja were to hit the Lrain-
vsiashed Human Torch with an
Amazing strength Psionic Attack, tho
Torch would receive a green FEAI
roll at Amazing rank lo cast off the
hyono-wash.) Unfortunately, such an
attack must first succeed, and all
hypno-washed characters are resist
ant to further mental effects (-2 CS).
Second, the heroes can atiempt to
reason with their brainwashed com-
panions as they are being slalked in
an effort to help them realize what
they are doing (“No Cap, we're your
friends. Hitler is your enemy!”). In
this case, allow the brainwashed
hero a Remarkable intensity Psyche

CHAPTER 17: DE-BUNKING

FEAT roll (v shake off the effects of
the hypno-wash. The other heroes
can kegp attempting to coax their
brainwashed companions until they
finally succeed (give the brain-
washed target another Psyche FEAT
each round); but the brainwashed
target won't stop attacking until he or
she finally shakes off the effects of
the device.

Anc finally, as the Red Skull did
not have time to “seal’” the hypnosis,
any affected heroes that are knocked
unconscious are automatically free
ot the hypno-wash's influence when
they wake up.

AFTEAMATH: Eventually, the free-
vrilled heroes should cvercome their
attackers, At this point, the Invaders
will urge the player characters to turn
their attention toward getting every-
one out of the maze and resuming
the search lci the Nazi “'super-
weapon.”" The door that leads intu
the labyrinth chamber is locked (the
door is made of Monstrous strongth
material) from the outside.

If the heroes can’t break free on
their own, they're stuck. True to his
word, the Red Skull will send a team
of five Mazi soldiers to check up on
the battle ono hour after he and
Hitler leave the observation deck (by
this time, any unconscious heroes
will have probatly regained con-
sciousness). H the heroes make any
sort of attompt to set up an ambush
{wait just inside the door for the sol-
diers as they enter, etc.) give them a
free round of surprise on the Nazis.
Once the Nazi soldiers are defeated,
the heroes can quickly make their
way out of the room.

Go to Chapter 17.

KARMA:
Resisting hypno-wash (per round) +5

Tricking the Red Skull +20
Successfully reasoning with a

hero +15
Knocking a hero out +10
Waiting for the guargs -5
Defeating the guards +10
Defeating the Red Skull +100
Capturing Hitler +150

THE BUNKER

SUMMARY: After escaping trom the
labyrinth, the heroes search the bun-
ker, looking for the weapon that the
Nazis managed to capture from the
future.

STAATING: Once the heroes exit the
fabyrinth, read them the following
lext:

Everything seems rather quiet in
the bunker. They don't seem to

know that you have escaped.

That's a problem thal's solved

| easily enough!
ENCOUNTER: Show the heroes the
map of the bunker located on side A
ofthe mapsheet and allow them to
wander at will. The small number
Iccated beneath the name ol gach

room is the number of Nazi guards
that are present in the room when
the heroes arrive. After the heroes’
second encounler with Nazi soldiers,
all of the guards remaining in the
bunker will rush to attack (add up the
remaining lroops). Atter the heroes
win this battle, the hunker will be
completely deveaid of defenders.

By the time that the heroes leave
the labyrinth, the Red Skull and most
of the soldiers present at the base
have already left (they are ‘ravelling
to ltaly to participate in the upcoming
counter-offensive).

The items located in each room
that may be of any interest to the
heroes are summarized below:

Jest Lab: Located in the test lab is
the original Orphu limeship from
which the Nazis constructed their
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duplicates. Spread out on a lab table
is a pile of notes detailing the entire
story of how the vessel crashlanded
and how Baron Zemo and Klaus
Kruptmann were able to make two
duplicates of the craft.

The Invaders will certainly want to
destroy the craft in order to guaran-
tee that the dangers ot irresponsible
time travel are kept to a minimum.
The Time machine has Remarkable
Body anc Good protection.

Also located on the lab table is
another pile of notes discussing the
Red Skull's hypno-wash device.
These notes make constant refer-
ence tu a “Project Orion,” which was
apparently the hypno-wash’s first full
test.

Hitier's Quarters: When the heroes
arrive, this room is empty, Hitler hav-
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ing f.ed with the Red Skull.

Spread out on Hitler's tabie are
papers detailing the history of the
secret commando missions sent out
into the future. The papers clearly
indicate that only the team sent to
2146 AD succeedad, while the other
two teams were never heard from
again. The papers also note that the
weapon from 2146 wzs moved to
Castle Vladistopol for safe keeping.

Also located in Hitler's quarters I1s
a locked trunk (Excellent material
strength) marked TOP SECRET.
Inside the trunk are a number of odd-
looking red and blue bracelets.
There are a dozen or so of them, at
least as many as the player charac-
ters. Unknown to the players, these
belonged to the original Orphu time-
travellers, desidned to help the time-
travellers fit in with the native
lite-tforms. The bracelets cover their
wearer with an illusion that he or she
is & normal human wearing a strange
red-and-blue unifcrm. The Invaders
will certainly want to take the Top
Secret bracelets.

Storage: Located in this storage
room is enough vreagonry to equip
an entire platoon of German soldiers,
and a parcel of high exglopsives. By
using these explosives, the heroes
can cause Monstrous damage to all
the material in any three adjacen:
areas. This would, by the way,
destroy the Nazi time machine.

AFTERMATH: Once the heroes are
done here, they can easily leave lhe
bunker. Without mighty transporta-
tion powers, the heroes must rendez
vous with the Allied submarine which
will take them to an alrbase and put
the heroes on a plane that will get
them back to ltaty by 1 pm the next
day.

Begin playing out the mission of
the second strike taam with Chapter
18.

KARMA;
Entering Hitler’s quarters +10
Entering the test lab +35




CHAPTER 18: INTO ROMANIA

SUMMARY: The heroes' second
strike team makxes its way into
Romania. Aiong the way, it encoun-
ters a truck full of Nazi scentists.

STARTING: Okay, make sure evary-
one switches over to the characters
they will be using for the second
strike mission. When you are ready,
read the following text:
From Crane’s book, you have no
problem figuring out the position
of Castle Vladistepal.

In order to get you into Roma-
nia, the US Army has placed you
atoard a smail bomber which
penetrates German aircover and
lands al a secret airstrip located
deep within Romania that is held
by an Alliec resistance group, a
mere ten miles away from the
castle

By the time you touch ground, it
is almost 9:00 pm.

STARTING: A small band of parti-
sans will meet the heroes at the air-
strip and provide them with
directions to the castle, but the parti-
sans will refuse to acconpany the
heroes on their mission. If the heroes

try to pump the locals for informa-
tion, the only news that the partisans
can provide the heroes is that the
castle is the only Nazi base within
approximately 50 miles.

If the heroes start hiking down the
road (rather than flying or such) they
viill hear a vehicle coming up the
road behind them after about eight
miles. The roag is lined by a thick
forest, so most heroes can easily
hide if they so desire (no FEAT nec-
essary).

As the vehicla passes, the heroes
will recognize it as a German Army
truck. About 100 yards past the
heroes' position, the truck will stop
and pull over. The truck's four-man
crew will then step down to take
readings from a weather station set
up al the roadside.

If the heroes spoke to the resist-
ance fighters they met at the airstrip
earlier and learned that {mere are no
nther nearby Nazi bases, they should
realize that the truck must have
come rom (and must be returning to)
the castle. In this case, they might
decide to capture the Nazis, take
their uniforms, and iry to enter the
castle in their stead. (The GM should
bear in mind how difficult this might

be for any women, or for bizarre-
looking heroes.) If they do dewde to
infilirate the base, play out any com-
bat that ensues using the typical
Nazi soldier stats for each of the four
crewmen. The heroes will automat:-
cally gain a free round due (o sur-
prise.

The heroes may wish to capture
and interrogate the Nazs. If so, the
Germans will know about the layout
of the Castie and the Nazi force
there, but they have not been briefed
about any futuristic weapons.

If the heroes decide to igncre the
truck, the tour Nazis will take their
readings and leave without incident.

AFTERMATH: If the heroes decide to
pose as Nazi soldiers and attemgt to
enter the castle in the truck, go to
Chapter 20. Otherwise, go to Chap-
ter 19.

KARMA:
Speaking with the partisans +5
Ignoring the truck +10

Defeating the Nazis +10




CHAPTER 19:

UP THE MOUNTAIN

SUMMARY: The herces gpproach
the Nazi castle and attempt to make
their way inside. Just before they
reach the castie proper, they encoun-
ter a band of resistance fighters that
would like 1o remove the Nazi threat
fromn the region.

STARTING: Read the following text
to the players:

As you continue to make your way
up the road, all is quist—almost
100 quiet,

When you are about a halt mile
away you firsl catch sight of the
caslle. The castle itself is 2 huge,
dominating structure, dark and
evil. Just the sort of place the
Nazis would pick for a stronghold.

Another quarter mile up the
rezd, you hear imovement just
ahead. Surveying the thick forest
that covers either side of the road,
you catch a glimpse of a half-
dozen or so shadows moving in
the darkness. Whoever they are,
they aren't wearing German uni-
ferms; of that you are cerlain.
They are fast, and seem to know
the territory.

Suddenly, you are taken by
surprise hy a sharp voice coming
from directly behind you, speaking
:n Romanian. “Who are you?
What is your business here?”

ENCOUNTER: The voic= belongs to
a man named Olzf, who heads up a
local group of resistance fighters
(these resistance tighters are nct
affiliated with those the heroes me?
at the airstrip). The moving shadows
are some of OlaFs men. Once the
heroes stop and show their faces,
Olaf will cuickly recognize the mem-
bers of the Invaders, and identify
himself (in English) and his men.

Olaf will tell the heroes that he and
his men are planning to coordinate
an attack en Castle Vladistopol in
order Lo remove the Nazis frem his
land. As fie speaxs, Olaf will con-
stanlly mention a “'blood curse’” that
the Nazis have brought witf: them
inte the region. theugh he will refuse
to elaborate if asked. Characters
wishing to mentally probe for Olaf’s
concerns find visiors of vampires but
nothing more specilic.

If the heroes ask him for any guid-
ance, Olaf will only be able to tell
them that the easiest way into the
castle is {o scale its rear face, and
slip in through the upper observation
turret. If the heroes ask @laf and his
men to jcin thern, the resislance
fighters will refuse, as they are part
of another plan te invadz the castle
and canmnat chance their lives now.

After bideing the heroes good luck,
Otla® and his men will sneak bzck inio
the woods.

Gelting into the Castle.

Once the heroes get up to the castle,
they will have at least two ¢choices as
to haw ta get inside. Barring any
useful powers, they can either storm
the rmiain gale, or sreuak around
back, scale the wall, and slip in
through a rear oeservation turret.

The main gate is guarded by 15
Nazi soldiers. There is a space of
about Y@ yards between the gate and
the edge of the woods, so there is no
way that the herces cantake the
Nazis oy surprise. If the heroes try to
set up a diversion, they can draw half
of the guards away trom the gate.
Once all of the guards have heen
defeated, the heroes will have no
problem slipping inside.

The back of the castle is not
guarded at all, but the only entrance
is an observation turred that is ahoait
500 teet off the greund since the
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castle sits atop a stesp hill; and it's a
hard climb to the top. Of course, if
cne or mere of the heroes is able to
fly, ihis might not be a problem. Any
hero that tries to scale the castle
face musl make thrae consectilive
Good intensity Agility FEAT rolls.
Failing a roll means that the hero
falls unless he or she can make a
Good intensity Strength FEAT (char-
acters significantly heavier than nor-
mal humans will nead to make
proportionately more difficult FEATSs;
see the Player’s Suuk fur assessing
falling damage). Once the heroes
reach the tep of castle, they will find
five Nazi soldiers stationed as look-
cuts in the observation turret. Once
they defeal these soldiers (with a
round cf surprise), the heroes can
easily enter the cestle

AFTERMATH: Once the heroes are
inside the castle (no matter how they
enter), they will find themselves in a
long, dark corridor. As soun gs all of
the heroes are insice, they wili fiear
a loud whir as a panel in the ceiling
opens to reveal a strange pece of
machinary. The machine will instant-
ly altuck the heroes wilh a series of
enerqgy bolts. The energy bolts auto-
maticzly hit all targets in a single
area and act as a Shift X kncckout
attack. It has arange of 8 areas.

When General Dozier infermed the
Red Skull that the heroes were com-
ing, he alerted Barens Blood and
Zemao at the castle. Baron Zemo then
rigged up this littie trap. The heroes
will aweke about one hour later, on
the castle’s secret fiigh! deck. Go ta
Chapter 21.

KARMA:

Asking Olaf for advice +5
Defeating the Nazi guards +10
Going up the back wall +5




CHAPTER 20: BEST LAID PLANS

SUMMARY: The heroes, after cap-
turing the Nazi truck, attempt to
enter the castle posing as Nazi sol-
diers. Just betfore they reach the
castla, they are attacked by resist-
ance fighters who temporarily mis-
take them for Nazis.

STARTING: Read the following text:

As you dnve cown the road, there is
an explosion and your path is sud-
denly blocked by a tallen tree.
Almost immediately, you see scores
of shadows leaping oul of the
woods. You hear a man scream
something at you as he attacks.

ers are Olaf (from Chapter 19) and
ten of his men. Because the heroes
are in @ German vehicle, Olaf's men
mistake them for Mazi soldiers. Play
out the first round of combat normal-
ly using the stats for a typical solcier
found in the Judges Book for Olaf
and his men (all are armed with nor-

ENCOUNTER: The resistance fight-

mal rifles that have a range of 7
areas and strike 4 times each for 10
points ot Shocting damage).

Starting with the secend round of
combat, the heroes can convince the
resistance fighters that they are not
Germans. If no one attempts to set
Olaf and his men straight, Olaf must
make a Poor intensity Reason FEAT
each round to recognize one cf the
Invacers and realize his mistake. He
will then immediately call off the
attack and apologize.

Once the baule ceases, Olaf will
introduce himseit and his men (see
Chapter 19 for details).

Getting into the Castle. Once the
resistanca fighters have been dealt
with, the heroes czn then continue
an toward the castie. As they
approach the main gate, a pair of
Germazn sentries will come fonvard to
greet themn. There are 14 other sol-
diers guarding the castle gate.

The tv/0 sentrics wil approach the
truck and look inside. Il the hgroes dre
wearing German uniforms, the sen-

tries will salute (“Heil Hitler') and open
the gate for the truck to pass (the sen-

tries wort'l bether to look in the tack of
the truck). If anything goes wrong, the

sentrics and the other Nazi guards will

rush forward to attack.

If there is no incident, the heroes
can enler the castle unopposed. If
the guards attack, the heroes can
enter as soon as they have deleated
the Nazi soldiers.

AFTERMATH: Once the heroes are
inside he caslle they will find them-
selves in a long, dark corridor. As
soon as all of the heroes are inside,
they will hear a loud whir as a panel
in the ceiling cpens to reveal a
strange piece of machinery. This
attack is identical to the one in Chap-
ter 19. The characlers wake up an
hour |ater in Chapter 21.

KARMA:

Defeating the resistance -25
Convinging Olaf to stop the attack +5
Entering the castle without incident + 15
Defeating the Nazi guards +10

CHAPTER 21: BLOOD CURSE

SUMMARY: The heroes wake up on
the caslle's secret flight deck, where
they are face to face with Barons
Blood and Zemo and the *'super-
weapon” captured from the year 2146.

STARTING: Read the following tex:
to the heroes:

[ You wake to the sight of the Ger-
man {lag run up a iong wooden pole
in what appears to be a huge cham-
ber within the castle. Behird you, a
pair of |arge sliding metal doors are
open to the outside, and series of
“slingshot” devicas hold Nazi war-
planes that are¢ ready to be
launched out into the sky. Ona of
thz slingshots holds a strance,
sleek saucer shaped object. There
is nY guestion that the object is a
weapon of var. it must te your
objectivo—the super-weapan from

the year 2146.

Standing in front of you is top
Mazi scientist Baron Zemo and 30
Mazi roopers. As he sees you
regaining consciousness, the Bar-
on begins to laugh. Suddenly,
Zemo's laugh is cut short by a

sharp voice. Whirling around, you
are suddenly confronling Baron
Blood, the vampiric Nazi menace.
“We have not yet killed you
because we want you to witness
| aur greatest triumph!”’
ENCOUNTER: Barcn Blood is the
“blood curse” that the resistance fight-
ers were referring to in Chapters 19
and 20. Since he was assigned 0
come out to the castle in order to
supervise the preparation of the
“super-weason” captured from the
future, Blood has been perodically
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feasting on the peasants that live in
Olal's village. Notice that the heroes
are not bound. Zemo and Bliccd
believe that the heroes will not prove a
threat as long as there are so many
guards present.

I the heroes give him a chance (that
is, they don’t try to destroy the super-
weapon immediately), Blood will bagin
gloating about the Nazi's master plan.
He will relate the entire story 2ehind
the crash-landing of the Orghu. Biccd
will then reveal that the Nazis selected
their three best commando teams and
sent each of them out into the future in
quest of advanced weaponry and tech-
nology that could be employed against
the Aliies.

The object, Blocd will explain, is
some sort of airborne attack vehicle.
its armor on every side (Eut the top) is
nearly impenetrable; and its weaponty
is capable of dostroying small cities.
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By employing their new weapon, the
Germans hope to beat the Allies back
out of Italy and aventually win the war.
The futuristic weapon will be spear-
heading the Nazi counter-attack vhich
is scheduled to begn six hours from .
now. The weapon is scheduled to
leave for Italy in mere moments.

Just after Blcod finishes his gloat-
ing, he will launch the super-weapon
(but not the planes) with a great deal
of fanlare to the thunderous
applause of the German troops.

Olaf's Attack. Just after Blood
launches the super-weapon, a loud
explosion wlill rock the entire com-
plex. Suddenly a German staff officer
will rush forward and announce that
the entire castlo is under attack.
After Olaf and his men realized that
memhers of the Invaders were infil-
trating the Nazi castle themselves,
they decided to move up their owr
time table to take advantage cf the
confusion that vras sure to follow.

Aftar the German officer announces
the atack, 20 of the Nazi troopers wiil
leave to rush off and batlle the resist-
ance fighters. Il lhe heroes still haven't
decded to attack four rounds later,
Olaf and 12 of his men will show up on
the ftight deck where the heroes are
helc and begin combat.

If the heroes attacked the Nazis
immediately after waking up and dio
not give Blood a chance to gloat, Olaf
and corrpany will arrive exactly four
rounds into the battle.

The Heroes' Break Out. At some
point, the heroes will prabably fight
their way out of the complex or make
an effort to destroy the futuristic
weapaon. Wherever the heroes begin
to fight, they must deal with any Nazi
soldiers that are still present on the
flght deck, as well as Blood and
Zemo, before they can get to the exit
or the super-vieapon. Once Olaf
arrives, he and his resistance fight-
ers will close o combat the iroopers,
half of which will returr: fire, and half
of which will join Barons Zemao and
Blood in attackirg the herees.

When the battle begins, pull out the
map of the flight deck located on side A
af the mapsheet. During the battle, the
Nazis will remain clustered five ta an

area (thus alowing the heroes ta attack
whole groups of them at once, see The
Fiayer's Book).

The heroes must also figure out
some way ot dealing with the undead
Baron Blood. The easiest method of
taking care cf Blood is to pull down the
wo2den flag pole (it was the first thing
tho heroes saw after they woke up,
remember?) and use it as a woaden
stake (the flagpole has Good matenal
strength). If the players come up with
some other method of defeating the
vampire, il is up to you to gauge its
success. (The only items presenlt on
this level of the castle are those that
you would ncrmally expect to find on a
flight deck cr in an aircraft hargar) Also
remember that Baron Blood is immure
0 the effects of sunlight. so solar
blasts, such as those used 5y the
Vision, fave na additional effect on this
vampire

Biood will continue fo prass h's
attack, no matter how badwy he’s over-
matched, untl he realiaes that the play-
crs have meens at their disposal to end
his existance, at which time he will
attempt to flee oul the hangar door and
into the Romarian woods.

Dealing with the Super-Weapon. If
Blood has not yet managed to launch
the super-weapon before the fight with
the heroes treaks out, the heroes can
automatically a‘tack the machine (if
they so choose). It has Amazing Pro-
tection (only Good quality on the blue-
domed tod) and Excellent Budy.

If the super-weapon has been
launched, the heroes carn jump in Nazi
fighter planes (if they can't fly fast
enough) and attempt ta shoot it down
befcre it gets very far. There are three
Naz: fighters waiting to be launched
from the catapult devioe, but it will be
impossible to launch any fighters until
after any Nazis remaining on the flight
deck have been defeated. If the heroas
choese this course of action, play aut a
normal aerial cormbat using the vehicie
rules found in the Praver's Book. Use
the staslics telows for the vehicles
involved:

Future Super-Vehicle
Cont Speed Body  Prot
UN GD EX AM
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The super-vehicle is armed with
two laser cannons that fire with
Excellent Agility and strike for
Remarkable damage. The super-
vehicle’s other armaments c&n only
affect ground targets.

The alien craft has room for a pilot,
but is currently computer-controlled.
It will attack onty thcse planes or
flying characters who first fire upon
it, and it will keep attacking one tar-
get until inat target moves out of
rance (15 areas).

The super-vehicle's Protection is only
Typical against attacks made trom its
top. In comboat, a shot can be zargeted
at the top with a —1 CS modifier.

German ME-109 Fighter
Conr Speed Body Prot
GD RM TY EX

The ME-109 is armed with a
machinegun that strikes with Good
Agility for Remarkable damage.

Any aerial combat will last for a
maximum of ten rounds. Atthe end of
that time, the super-vehicie will accel-
crate to Monstrous speed and pull
away.

Getting out of the Castle. Once
all of the Nazis have been cleared of¢
the flight deck, the herces can leave
unogposed. |f they wish 1o stick
around and help the resistance fight-
ers take the castle, Olaf will dissuade
them. "This is our country,” he will
say, ‘“‘and our people who have bean
conguered. We cannot thank you
encugh for the inspiration and oppor-
tunity you have shown us, tut
please, allow us this victory””

AFTERMATH: The heroes can return
to the nearby airstrip held by resist-
ance fighters and rendezvous with a
plane that will have them back in
ftaly by 1 pm (one nour before the
German courter-attack is scheduled
to begin). Go to Chapter 22.

KARMA:
Defeating the Nazi soldiers +10
Deteating Baron Zemo +20

Defeating Baron Blood +50
Deslreying the super-weapon  +40
Failing to destroy the weapon  —20




CHAPTER 22:

PROJECT: ORION RISING

SUMMARY: The heroes return to
ltaly where they are attacked by the
Red Skull and General Dozier, his
brain-washed slave.

STARTING: After all of the heroes
arrive back at the American Com-
mand Post in Italy, they will receive a
messayge from Gerneral Dozier asking
them to report to his office once all of
their comrades have returned (from
this point on, the Invaders oecome
NFCs once again). When all of the
heroes arrive in the General's Office,
read Ihe following text:

| You all arrive back at the American
Command Post and arrive to find
Dozier and Holland awaiting you.

Dozier says. “Ah come in.
There is someone here thal would
like to talk to you."”

Suddenly, a horrible raspy voice
shoots out from behind you.
"Ladies and Gentlemen, | wou'd
like you ta meet Project Orion.”

The worst part is that you reccg-
nize the voice as that of the Red
Skulll Before you can get a grip on
I\he situation, the Red Skull and
ten Nazi troogers have machine
guns trained on you. So does the
American General Dozier!

ENCOUNTER: After the heroes’ two
victories in East Prussia and Roma-
nia, the Red Skull decided to get rid
of the Invaders betore the big
counter-affensive, 1o guarantee that
they could not fight alongside the
Allied soldiers. He decided it was
time he play his trump card—the
brainwashed General Dozier. Dozier
snuck the Skull and his troopers into
the base just over an hour ago, while
everything was quiet (most of the
troops were away preparing for the
upcoming battle).

Just after the Red Skull greets the
heroes, he and his men will open fire.
By now, the heroes should have had a
pretty good idea ‘hat there was a trai-
tor somewhere within therr camp: the
ease with which both strike teams
were captured when they arrived at
their destinations and some of the Red
Skull's comments along with the mys-

terious references to a “Project Orion™
should have tipped them off. it any ot
the fieroes voices his or her suspicions
before entering to talk to the Genesal,
the Nazis will fail to catch the heroes
oft guard; otherwise, the attackers will
recsive one free round of combat
agains! the heroes due to surprise.
Once the batlle starts, the lnvaders
and Holland will all battle against the
Mazis alongside the heroes.

If the heroes were so certain there
was a traitor in the American camp
that they came up with some sort of
plan far entering the General's office,
it's up to you to judge its success cr
failure.

If the heroes are winning after twa
rounds of battle, the Red Skuill will
oeqin to suspect that things are not
going quite the way he planned. In the
third round, the Skull will atterrpt to
flee. If he makes it out of the General's
office, the Skull will head straight for
the American truck. Once in the fruck,
he will speed o do'wn the road tovrard
the German lines. There are no other
vehicles around with which to give
chase. Unless one of the heroes pur-
suing the Skull can travel at 70 mph
without transport (Excellent land speed
or Typical air speed), the Skutl will
automatically escape.

AFTERMATH: After the heroes
deteat the Nazis, Dozier will wake
up, unable to remmember arything of
the past several days. He is no long-
er subject to the effects af the hypno-
wash,

\Vhether the heroes have
destroyed the super-vseapon or not,
the Invaders will ask them (o stick
arounc and fight in the big battle
against the Naazis. If at any point
during the adventure, the heroes
look up what actually happened dur-
ing the upcoming battle in Crane’s
h'story book, they will read the fol-
lowing account:

'*...The Allied soldiers pulled a
victory cut from nowhere when a
group of strange red and blue
garbed figures showed up and
helped tutn the Nazis back...”
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From all of this, the heroes might
realize that they should parlicipate in
the battle against the Nazis, either to
help the Allies or to mairtain histery.

By this time, Captain America has
deduced that the player chgracters
are from the tuture, and he will sug-
gest that the heraes wear the “Top
Secrel' bracelels lrom Hitler's bun-
ker. These bracelets will cloak their
wearers in illusionary red and blue
uniforms, disguising them from the
prying eyes of war correspondents
and historians.

If the heroes have already
destroyed the futuristic weapon ard
turn down the Invaders' offer before
looking up the battie in the book,
they will tind themselves unable to
use their time machine to return
home. They were suppesed 1o help
out in this battie, one of the turning
points of the war, and if thoy choose
to do otherwise, their own future
would be so radically different that
the “recall’’ buttcn has no clear des-
tination.

If the heroes did not take the
Orphu bracelets with them wiien
they left Hitler's tunker, the Red
Skull will Ee carrying them (along
with papers explaining that they were
worn by the original alien time travel-
lers) when he sets up his ambush at
Dozier’s office, and will conveniently
drop them when he flees.

If the heroes have not yet
deslroyed the futuristic super-
weapon, you should inform themn that
some damage has probably been
done to the historical time line
already. In order to prevent any fur-
ther damage, they will have to
deslroy the super-weapon during the
upcoming Nazi onslaught.

When you are ready to fight the
big batle, go to Chapter 23.

KARMA:

Suspecling a traitor +18
Defeating the Nazis +10
Capturing the Red Skull k20



CHAPTER 23: THE BIG BATTLE

SUMMARY: The heroes, alongside
the Invaders and the Allied troops
fight off the Nazi ceunter-offensive

ENCOUNTER: Play out the big battle
using the special rules below: First,
get out side B of the mapsheet and
cut out the troop counters located on
the third panel of the cover. The grey
counters represent Axis forces, and
the Green counters represent Allied
forces. A soldier symbol on a counter
means that the counter represents an
infan:ry unit. A tank symhol on a
counter means that the counter repre-
sents a lank unit. There are also
counters for each of the Invaders,
blank counters to represent the player
haroes (write the name of each hero
on the counters before you begin),
and counters for the Red Skull and
the futuristic super-weapon. The Red
Skull can only participate in the battle
if he escaped in Chapter 22, The
super-weapon will only participate in
the battle if the heroes failed tn
destroy it in Chapter 21.

Notice how most of the counters
show a Fighting rank (for example,
“F:Rm"). This works just like the
Fighting attribute, as explained
below. The counters for the Invaders,
the Red Skull, and the player heroes,
don’t have a Fighling rank {just a
“+2 CS” notation, see below).

To begin the battle, set up all of the
Axis forces behind the Axis start line,
and have the Dlayers set up all of the
Allied forces behind the Allied start
line {place as many units as you like
in each area). During the battle, you
will move the Axis forces, while the
players muve the Allied forces

Moving and Fighting. Play out the
battle in rounds just lke a normal
battle. At the beginning of ¢ach
rowind, roll an initiative die as though
you were playing out a normal battle
(the Intuition ranks of all of the Axis
and Allied soldiers present is consid-
ered to be Tyrical for the purposes
of modifying the initiative roll as
exDlained on p. 14 of the Players
Bock). The side that wins the Initia-

live moves eall ot its torces first. The
side that loses Initialive moves all of
its forces second.

When it is your turn to move, you
can move as many of your units as
you want. An infantry unit can move
two areas, a tank unil can move four
areas, a hero or villain can move as
many areas as the character is usu-
ally permitted to move in cambat
and the s.iper-weapon can move 12
areas.

Once you enler an area containing
an enemy unit you must stop in that
area to fight. Don't do any fighting
until you have finished moving all of
your units.

In order to fight, make a FEAT rofl
using the Fighting rank cf the best
unit you have in the area (the one
with the highest Fighting rank). The
intensity cf this FEAT is equal to the
Fighting rank of the hest opposing
unit in the area. Thereisa +1 CSto
the FEAT fer each additional friendly
wnit in the areaanda —1 CS for
each additional enemy unit in the




area. In aadition, thereisa —1CS to
the FEAT il the fighting is occuring in
a mouniain area (the mountain areas
are brown})

If the result of the FEAT is white,
all friendly units in the area must
“retreat’” one area. When a unit
retreats, the opposing player gets to
move the retreating unit to any adja-
cent area that is closer to that side’s
start line. If the result of the FEAT is
green, all enemy units must retreat
one area. If the result of the FEAT is
yellow or red, all enemy units in the
area are eliminated and removed
from the hoard.

Heroes and Villains. For the pur-
poses of this battle, indivicual herces
and villains don’t have Fighting ranks.
Instead, they just contripute a +1 CS
to the Fighting FEAT roll in any area in
which they are attackingora —1CS

to the Fighting FEAT roll in any area in
which they are defending. Heroes and
villains can never enter an area con-
taining an enemy unit unless they are
entering the area along with friendly
non-hero units.

Winning the Battle. The battle is
over as soon as one side captures
the ather side’s command post (as
signified by the appropriately calored
stars on the map). In order tu capture
a command post, a side must force
all of the enemy units out of the ccm-
mand post area and occupy it with
friendly troops alone.

if the Allies are beginning to lose
the battle (whenever the Axis ends a
turn within three areas of the Allied
Command Post) the Allies automati-
cally receive reinforcements. Half of
the Allied units that have been elimi-
nated so far (the Axis players’

choice) immediately reappear at the
Allied command post. If the Axis
takes the Alled Command Post, the
Axis doesn't win right away. Instead
the Allies are given one turn in which
to ccunter-attack and remove the
Axis units from the command post
area. Likewise, the Axis receives one
turn to countar-attack if their base is
overrun, but the Axis does not
receive any reinfurcements.

AFTERMATH: ‘With the reinforce-
ments and the heroes fighting for the
Allies, it is almost impossible for the
Allies to lose the batille. When it is all
over, go to the Epilogue.

KARMA:

Winning the battie +30
Needing Reinforcements =8
The Allled post is captured -5

EPILOGUE: ALL'S WELL THAT ENDS WELL

SUMMARY: After the battle. the
heroes head back to their own time.
Just before they leave they encoun-
ter Nick Fury and his Howling Com-
mandos.

STARTING: The heroes say their
good-byes to the Invaders, Dozier, and
Holland. Dozier tells the heroes they
have earned the thanks "of all the free
world," and no one contradicts him It's
a great day for the Allies

The heroes have one last opportuni-
ty to really foul up the timestream.
They could do it in @ number of ways,
including offering their reference hnok
to the Allied High Command (it does,
after all, ccntain the icentity of many
Nazi spies, the location of all Nazi
secret bases, and the Axis troop distri-
butions and battle plans fcr the
remainder of the war). The neroes
could also offer to stay a while langer
and team up with the Invaders, thus
bringing the war to an early conclu-
sion. If the heroes propose tc do any-
thing but take themselves and their

book back to 1989 immediztely, Cap-
tain America will step in and remind
the heroes (and everyone else) of their
responsiblity to the timestream. “What
ceems lke a good idea now could
prove disastrous for the future,” Cap
will say. “Let's leave the future alone.
Go home.”

ENCOUNTER: Notice how one of the
Allied counters reads “Howling Com-
mandos?” This unit actually repre-
sents Nick Fury and his men. Far
purposos of discussion, we will
assume that this counter survived
the battle. {In fact, the referee had
batter make sure this counter sur-
vives, because if rot, we've entered
a really ugly causality loop, since it
was Nick who sent the heroes tack
to WWIt in the first place.)

After the battie is over, the heroes
will probably start heading back
toward their time machine (yes, it's
still there!). As they leave the site of
the battle and say goodbye to the
Invaders, a soldier whorn they wrill
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instantly recognize as Nick Fury will
approach them.
Read the tollowing text:

“Hey you guys were great out
thare!” The voice is somehow
strangely familiar. Spinning
around you recognize Nick Fury
among a group of soldiers that are
approaching you. Fury has obvi-
ously changed quite a bit over the
last 45 years.

One man is holding an old flash
camera. “‘Hey you guys got tims
for a picture?"

Wy not, you think, as you quick-
ly pose with Fury and the men
kncwn as the “"Howling Comman-
dos,” and then head off toward your
captured time machine.

As you leave, it suddenly occurs
to you: You've seen the picture
that man just tock. It was hanging
on the wall of Fury’s office back in
Albugquerquel
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