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You've been houndad by jack-
baotad, white-shired vigilantes.
You've been hunted by killer robots,
You'va lived like an animal

You've had enough.

Maw it’s time for mutants 1o fight
back, time for the hunted to become

the hunter. You'va learned to survive,

to thriv, by striking from the
shadows. A thrust here. A blow
there.

MNow ward has begun 1o circulate
of a mutant with pawer enough to
frighten the sentinels . . _ of
machines which can give mutants a
fighting chance against their oppras-
0rs . . . of a man with a vision, a
vigian of a mutant army capakble of
overwhelming any foe.

You'll strika like & whirlwind and
reap what you can. Yaur lives will
never be the same. The thought
appeals o you.

Walcomea fo the future and a world
gone mad.

Yours is a warld where bigotry,
hatred, and paranoia ara tha norm.
Tha America of the 20th century is
goneg, in its place, a dividad country

larn apart by fear,

Mutants are systematically round-
ad up and imprisoned in intermment
centers, Sentinels, robots designed
for one purpase — to hunt and, if
necessary, Kill mutants — hold the
country in a grip of terror unmatched
in humzn histary,

Thare is no freedom for mutants or
their sympathizers. All mutants are
regiztered with the sentinels, in hid-
ing, or part of a growing mutant
underground. The major cities of the
LI.Z. have been reduced fo rubble
and ashas in the fighting between
mutants and sentinels,

In the world of the "Dark Futura”
mutants are the lowast af the low,
They are not allawed constitutional
rights, their homes have bean confis-
catad, thair families torn apart.
Mutant children are forbiddan o
attand schaol with human children.
Mutants are not allowed 1o hold jobs.
Thay must wear identifying marks on
their clothes as well as inhibitor caol-
lars to prevent the use of thair
BawWers.

Ancmalous humans (those
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humans who have na mutant abilities
but whose genes make it likely thay
will produce mutant offspring) are
forbiddan 1o reproduce, and havea
been made to undergo sterilization 1o
gea that they don't, Forced into ghat-
tos, anomalous humans are slowly
dyimg cutl.

The anti-mutant effarts are sup-
pored by the government and coor-
dir-ted by a secral commission
called Projact Wideawake. Project
Wideawake decidad o deal with the
mutant preblem by eliminating the
mutanis, To that end, the members
of the commission contacted indus-
trialist Sebastian Shaw and had him
begin construction of the sentinels.

Bafare long, the factorias of Shaw
Industries weare churning out senti-
nels — Mark Vs, Mark Vg, Mark Vs,
Alphas, Omegas . ., The sentinals
had great power and they soon real-
ized that human intarvention was
preventing them from fulfilling their
prime directive:

Protect humanity from the thraat of
mutantkind no matter what the cost.

The sentinals immediately went o
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work rounding up all unragisterad
mutants. In order keep aut of the
clutches of the sentinels, mutants
learned 10 usa various devices, like
jamimars, wild weasels, masking
devicas, and minutemen, to hide
from or destroy them. These devices
are axplained in MX1,

Thiz is the third in & series of four
modules dealing with the dark future.
MX1: Nightmares of Fufures Fast and
MXZ2. The X-Potantial set up the world
and palitical climate af tha early- to
mid-21st century, All the heroes and
villains of the current Marvel
univarse ara eithar dead ar very old.
Mast of the heroes were killed
fighting the santinels during the latter
part of the 20th century. Those that
weran't killed ara in internment
centers (eithar because they weare
mutants or mutant sympathizers).

This module allows your
characters to raleplay in this future.
In the following pages, you'll find
three minl-adventures. Thase can bea
uzad separately or a5 part of an
ongoing campalgn. The action
begins in yvour PCs™ hometown (or
wherever thay wera whan thair last
adventure ended. In the natural
course of avaryday lita, they'll hear
several rumors — rumors they can
act on of ignore, as they choose.

il you want fo run just aone of the
mini-adventures that follow, only give
tham clues about that advaniure,

If you want to begin a campaign,
give them clues about all af tha
mimi-adventures in this book and let
them choose which leads thay'll
follew up. Each mini-adventure the
players complete makes the next
one a bit easier:

They may decide to rescue a
powerful mutant — a potential ally —
from the sentinals,

They may follow-up an an
undergraund myth about'a suit of
armor designed by the late Tony
Stark which gives the wearer powers
camparable to the sentinels.

Theay may join & mutant ammy and
take partin an attack on the factory

in which all sentinels are buil.

Encourage players to craate new
mutants rather than using the ones
in the current Marval unlversa. If they
really want to play current charac-
tars, increase each character's age
by 25-50 years, and imposa a -105
an all dia rolls dealing with the senti-
nels because tha pawars and tactics
of any hera that old will be well
known to the santinels. Try to keep
playars from using favorite charac-
ters, The 21st century is deadly, and
characters who den't die may well
end up crippled orin an internment
Camp.

If your players are set on playing
their current favorite Marval charac-
ters, concoct same kind of “time
warp,” zap them into this dark future,
let them have their adventuras, and
zap tham back hame, hopafully a
little wiser far their experience.

Remember that the fulure
describad hare is an alternate future
— just one of many possible timea-
lines. The “history” describad in the
pages that follow may not mirrcr
pracisaly the future history of the
Marvel universe, If this concerns
you, change the stary o suit yvour
neads,

Remember, alza, that these are
mini-adwaniures — there's enaugh
detail to get vou stared, but you'll
have 1o flash things out a little bif,
Complete statistics are provided for
impartant MPCs; bit players are
described in as much detail as nec-
essary, and no mare. If you want 1o
invalve these secondary MPCs in the
action, give them whatever stals vau
derm apprapriata.

If you haven't playved MX1 or M2,
you shauld prabably da sq. Then,
read this adventure through before
altermpting to run 1. The advaniure
can ba played in more than one way,
50 pay particular attention o the
Judge’s sections, This will give you
the background you nead, especially
if you haven't played MX1 or MX2,
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| THAT SOUND !
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FOH JUDGES ONLY
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This is a brief overview aof tha
events in MX1: Nightmares of Future
Past and MX2: Tha X-Paotential and a
brief summary of what's in MX3.

In 1980, the Second Brotherhood
of Evil Mutantzs assassinated Senator
Rabert Kelly, the driving force behind
antl-mutant aclivity in the Unitad
States. With his murder, a wave of
anti-mutant hysteria was unleashed.

Five years later tha Mutant Alfairs
Cantrol Act was passed. Although it
was struck down as unconstitutional
by the Suprema Court, the president
mavead ahead, establishing Project
Wideawake, the sentinel soluticn to
the mutant problam,.

Projact Wideawake was not sup-
parted by all members of govern-
ment — Mick Fury and S H.ILE.L.D.
refused to deal with Henry Peter
Gyrich (head of operations, Mational
Security Council) or Project
Wideawake.

A sarias of confrontations between
Fury and Gyrich led to 5. H.LE L.D.s
last stand against the santinels.
Fury's gorganization was nearly
destroved — only 15% of
S.H.L.E.L.D.'s force escaped to Cana-
da, there to become the backbone of
the Canadian Resistance Army.

Meanwhile, the sentinels ousted all
humans invelvad with Project
Wideawake — the robols were left
with complete aulonomy. Project
Wideawake adopted Program
Roundup.

Roundup called for the mandatory
registration of all citizens. Regular
humans were simply given identity
cards. Mutants and anomalous
humans wera given identity cards
and forced to wear an identifying
mark on their clathing. In addition,
mutanis wera forced to weaar inhibitor
collars which prevented them Trom
using their powears. Tha inhibitor
collars also drained the enargy of the
wearer, lowenng resistance to dis-
ease.

Mutants wera forbidden to bear
children ar to live in dwellings inhab-
ited by *normal” humangz. They were

forced to show thelr IDs whenever
they purchased food, clothing, elec-
tronics, liguor, cigareties, ools, or
radios.

Mutants wera forbidden the use of
public parks and museums {unlass
sal asida for mutant usa). They were
banned from all farms of public
transpartation. They wera barred
from medical facllitles not set asids
for mutants. All mutant organizations
were declared illegal.

Anomalous humans fared little
better: They too, were forbldden 1o
bear children. Due to tha hoskility
towards mutants (and those associ-
ated with them), mast anamalous
humans weare forced out of business
and herded into ghettos, Unable to
reproducea, thay are slowly dying out,
as planned.

Az the sentinels rounded up more
and more mutants, the violent
encounters of the late 20th cantury
began ta die down. There wernz sim-
ply notl enough mutants to “fight the
good fight.'*

Most mutants ended up in intern-
mant camps. In the camps, mutants
werg forced to live in dormitories with
na privacy, no protection from the
elements, and poaor food. Thay wera
danied reading material, bathing
facilities, and communication with
the outskde world. Thay wera guard-
ad every mament of the day and
night.

Attached to each camp, but out-
side the camp proper, was a
research facility. Here, axperimeants
on the ¥X-Factor took place. (Tha X-
Factar is the ganetic mutation that
makes fomo-superiar different from
homo-sapians.] Althaugh mutants
were not harmed here, inmates
feared the laboratories and resisted
baing sent.

Free mutants were forced to go
undergraund, rather than live in
internment camps. Should tha mem-
bars of your party be "free mutants,”
on the cutside, they will have to deal
with hostile police, suspicious
humans, and rogue packs of

mutant “bashars.”’

In MX2, the playars were intro-
duced to the McGrafton FPlot. Joseph
MeGrafton was the ad hoc leader of
the NASI Party (National Amarican
Saocial Improvement Party). The
MASIs began as a band of mutant
bashers, bul MeGrafton set about
arganizing this rabble into a political
power.

In order to gain popular approsal,
ha organized efforts ta round-up
mutants before the sentinels
Involved thamsalves in the action.
The public feared sentinels, and
lpoked favorably on the NASIS when
it bacames clear they could get rid of
mutants while keeping their homes
from baing smashed by giant robots,

McGrafton used his apparent
power aver the sentinels o increase
his power and to solicit donations
from the middle-class. Still, many
Americans had qualms about the
whiolesale violation of mutant rights,
=0 McGrafton split the NASI party in
two: One branch operated through
conventional political means; the
others, the Knights of Genetic Purity
(KGP), batter known as “"White
Shirts,” were thugs, responsibla lor
rutant hunting.

The MNASIs started a subtle cam-
paign of fear against their oppo-
nents. Demanstrations and accidents
invelving non-NASI shops and busi-
nesses led many business owners to
join the MASI party 10 protact their
invastmanis.

By the end of the 20th century tha
MASH party had wormed its way into
paoweer at the municipal and state
levels. In 1897, MeGraftan took g
major atep on the road to world domi-
mation — ha was eleciad to the Unit-
ed States Senate, just in time o take
advantage of a changing world silua-
tion.

America's economic basa was
crippled whean the sentinels’ mutant
round-ups caused the destruction of
much of the west and east coasts,
America bacame a second-rata
industrial power, forced to compete




with more advancad nations intha
world market. Foreign investors
prayed an failing Amarican
corporations, This, caombined with
tha devaluation of the dollar, lad 1o
crippling inflation.

And then the sentinels forced
Congress to approva the massiva
funds they needed to continue
rebuilding thamsalvas. Manay that
might have gone to aid industry was
diverted to Amarica’s war against
mutants.

Meanwhils, the USSR bagan a
campaign of attrition. As America
fought the mutant menace, the
Soviet Union began to pluck
countries off the American tree.
Withowt L3, support, NATO
dizzolved, and with America out of
the piclure, there was no ana country
to oppose the Soviel takeover of
Central America.

The Soviets seeing themselves
unapposed, moved into Iran and
Irag, lzaving lsrael unprotectad. The
OPEC nations, sesing which way the
wind was blawing, quickly alignad
with the USSR, The flow of Arab oil
to the U.5. was cut off, causing
further economic problems.

This was-the Amearica MaGraftan
found himself in. And he wasted no
time indoctrinating U.S. citizans into
his three point platiorm: One
People, One Blood, One Nation,
Although reminding some Amaricans
of the horrors visited upon Germany
bafore and during Warld War I,
many accepted McGrafton's
simplistic idaology, ramembering the
Mazi hysteria as scmething in history
books, nat samething that could
happen in the United States.

MoGrafton's twisted philosophy
encouraged Americans to think of
themselves as world saviors. The
anly paople MceGrafton felt couldn't
be saved were the Communists,

He used Soviet expansion to stir
up anti-Communist furcr the likes of
which hadn’t been sean in this
country since the Red Scare of the
B0s. MeGrafton explainad tha

Soviets” ability ta staal Amarica's
allies by saying the mutants had
made Amarica waak by diluting the
"One Blood ™

In his warped view. mutants and
communists wera flip sides af a
single coin: Both were "mutations"
af tha natural order. In ordar to
“cleanse’” the One People and One
Mation, MoGrafion and the NaSls
came up with their final soluticn,
Under tha quise of rasattlamant the
MASls began to systematically
murder mutants. Thair ultimate goal
was the extermination of all mutants.

The NAS|s instituted their
“resattiement’’ program with the
assistance of the American people.
hany felt this program provad the
MASIs were committed to a humane
solution to the mutant problem. The
MNAS|s even establizshed Mutant
Alfairs Committess staffed by
mutants whao would screen all
applicants for resattlameant.

The sentinels approved of tha
resettlement program because they
ware awara of its trua nature. The
mutants felt safe because fellow
mutants ware running tha
resettlement boards. None of the
mutants raalized they ware sending
their fellows to extermination camps.
MoGrafton's ultimate plan was 1o
seiza control af the U 5. govarnment
by manufacturing a mutant panic. He
hapad to force the Senate into
suspending the Constitution,

Iri ki research facilities, MoGral-
ton Industries employees worked on
a “wvirus'' ta alfect sanlinel program-
ming and bring the robots under his
contral. With the sentinels to do his
bidding, with na constilufion, with
popular support — and with no
mutants ta oppose him — America
would belong to MoGrafton, The
world would come later.

McGrafton did have an Achilles
hesl, howewver: He was, himsell, a
mutant. His powers wera maskead
from sentinal datection by a device
dizguised as a ring. Eventually, his
truer nalure was revealed, ensuring

his dawnfall.

Just how McGrafton fell was deter-
minad by the playars” actions in
MX2: All his plotting was sat to come
to a head at a political rally in the
playars' hometown. Several potential
outcomes were presented, One saw
McGrafton revealed as a mutant and
hiz plot to destroy the mutants
exposed. Ancther saw MoGrafton
succesd in hiz plot, for a time — just
a few months after he came to
power, however, the sentinels saw
through his deception and he was
ousted.

The eventz in MX3 begin shortly
after the McGrafton affair dies dawn,
and after the sentinels reassert their
[OWET

Getting Started

If you're picking up from MX1 or
MXZ, just continue your campaign,
adding the fallowing scenarios as
appropriate,

If your players are starting out
cold, you may choose to place them
in an internmant camp, latting tham
know they've been hare for several
months, letting them find out the
necessary information through the
camp gossip. Thay will have to
escape from the camp to pursue the
Varnous rumors,

As an alternative, you can hava
your imprisoned PCs coarced into
taking par in a research study. Thay'll
he taken fairly fraquently to the ax-
McoGraflon research facility near their
hometown. Thare, thay can pick up
all the necessary rumors. Thay may
even be able to enginaer an escape
from the slightly less security-
conscious lab. Once they're on the
outside, they can follow up on any
FUMOrs you gave tham.

Finally, yvou can start your playear
characters on the outside and let
them recaive the information through
anather mutant cell or from the town
gossip. From thara, the course af the
adventure iz largaly up to the play-
8rg,




Judge's Overview

This adventure gats the players
inte a more offensive frame of mind
than thay may be used to. Instead of
running and hiding (the sensible
thing to do in the dark futura present-
ed in MX1 and MXZ), the player char-
acters must find and fraa a mutant,
one whose power masks her and any
othar mutan within a 4 area radius!
The players should be given a rumor
sourca (if thay don't already have
ana) wha will tell them the latest
information on the grapavine.

Thea ward on the rumer milf is that
a mutant is being shipped to the
leeCal internment camp. The nature of
this mutant's power is unknown to
tha local gossip.

If the PCs are free, they can try to
access the Mutant Affairs Commi-
iee's computers to learn more about
lhe myslerious mutant. Thay can
alsa investigate the train station
andfor the station master's house to
detearmina when tha mutant is due
for delivery.

Who is Gilda Ginsel?

The myslery mutant’s namea is
Gilda Ginsel, Her parents, Martin
and Harriat Ginsel, wera & mixed
couple: Martin was an anomalous
human, his wife, a “normal "
Although most anomalaus humans
were rounded up in the late 20th
century, Martin's racassive gana
didn't show up on the standard tests.
It wazn't until many yvaars latar that
his dactor discovered the “X-Factor”
in Martins blood.

Being an ald family friend, the
doctor didn’t turn Martin in to the
autharities. He did warn Martin that
having a child would endangear him-
sell as wall as his wife. But Harriet
Ginsel wanted a child — unlike many
of her friends, she wasn't impressed
by anti-mutant rhetoric.

She told har husband that the like-
lihood of producing a mutant child
wias small, and even if tha child was
a mutant, she wouldn't love L any
le=s. |t was into this libaral house-

hold that Gilda was born,

She showed no obvious signs of
mutation at birth. Her hair was blond,
her eves blue, Qutwardly, she was
just anather narmal child. At the age
of 10 sha developed a fascination
with horses, By 12, she was a com-
patant agquastrian.

Dne day, whila aut riding ina
remote section of a neighbor’s prop-
erty, she camea upon a mutant call.
Coincidantally, a sentinal was in the
ared searching for tha same cell. In
tha moment of shack at finding these
mutants and seeing the sentinel, her
power manifested itsell lor the first
time. The sentinel flew right over the
cell without even a glanca!

It landed in a copse of trees near-
by and the mutants could hear its
repart to the group leader; The
mutant cell, it =aid, had disappearad
and thers was na trace of tham in tha
area.

Thea santinel left, and Gilda was
approached by the mutant cell lead-
&l He asked if she was carrying a
mazsking davica. When she told him
she wasn'l, thay bagan 1o suspect
that she had mutant powers, She
toak the mutants 10 her home.

Althaugh the Ginsels were con-
cermed that they would ba punishad
as mutant sympathizers, thay
abhorred the anti-mutant hysteria
and they kept the mutant cell hidden
in their home. They soon found that
hiding was unnecassary — as long
as Gilda was within a 4 area radius
of the mutants, neither the mutants
nor Gilda could be detected. Gilda
was a perfact mutant mask whoss
powers seemad o grow with each
passing day.

With this new situation, the Gin-
sels became involved with the
mutant underground, kesping
mutants in their heme and transport-
ing them ta safe locations. By the
fime Gilda was sixteen she had a
greal daal of contral avar her powear.
She was able to project a masking
ligld of any shapa or siza sha chaosa,
as weall as create an omni-directional

field,

Everything was going well for the
Ginsels until a neighbor became
susplcious of their many visitors and
reponed the suspicious activity to the
Iocal Mutant Affairs Committes. Tha
santinels bagan constant monitoring
of the Ginsel farm, but untll recently
they never found a trace of mutants.

The Ginzels ware caught when a
mutant wandered out of Gilda's
masking field. A sentinel happanad
to be scanning the area at the lime.,
It zaw the mutant Blink in and cut of
the masking field and tracked dawn
its source. Other sentinels were
alerted and sent to the Ginsel farm
wheare thay rounded up everyone
there. Mo masking device was dis-
coverad and it didn't take long for
the sentinels o determine that one of
the party they rounded up was a
mutant with the ability to mask other
mutants.

Mone of the captives would
reveal the idantity of tha maskear to
the sentinals so the antire party is
being =ent to a research facility
naar yaur town for further study.
This is the point at which your party
will encounter Gilda Ginsel and her
Famnily.

Gilda Ginzel

F PR{4) Health = 50

A TY(E)

) TY{S) Karma = 35

E TY{7}

R GO{10} Resources = 0
[ G015}

F M) FPopularity = 0

Known Powers:

Gilda has two powers, both of
which makea her difficult to detect
and, thersfore, & threat o sentinels,
These same powers make her an
invaluable ally for any mutant team,
turant Masking: Gilda has Unearthly
ability 1o mask mutants within-a 4
area range. She is able to focus this
fiald in any shape gr size needead,
She will use this power to profact any




mutant in danger. Thare is no limit 1o
tha number of mutanis she can hida
using her power,

Mutant Mocking: Sha can also make
mutant-sensing devices think they va
detected a mutant in a location of her
chaosing {within 4 areas of har cwn
lpzation). She can’t use bath of her
ponmars simultansowshy.

Talents: Gilda iz an accomplished
Buestrian.

Contacts: Gilda has many contacts
in tha mutant underground. She also
has contacts with her family (obvi-
ously), as weall as other mutant sym-
pathizers,

Background: See abava.

And Away We Go

The PCs go about their usual rou-
tine — scrounging for food, seaking
shelter {or providing ith, and s0 on. In
order to survive, they must have the
mitest accurate infarmation about
anti-mutant acitivity possible,

If they don't already have a source
of reliable information, introduce
them to Rudy — just Audy, nolast
names, Na questions. Ha's the most
accurate gosslp around.

Rudy is overweight and nearsight-
ed. He wears overalls to hide the first
{it dogsn’t work), and glasses o car-
rect the latter. As the adventure
begins, he tells the PCs aboul Lhe
usual round ups, interragations, and
mutant bashings. Then his volce
drops, and he reveals something
quite cut of the ordinary:

"I was working in tha computer
room at the Mutant Affairs Commit-
tag office when | heard them talking
about this mutant they're shipping in
naxt week. It looks like this mutant
has some kind of haawvy duty power,
because they won't say when the
train is due. Also, thay're being vary
secreflive about what power this
mutant has, Cops, someone's
lookin’, gotta gol"'

If the PCs are in an internmeani
camp, Rudy’ll be there, oo, so he
can still tell them what's what. He'll
encourage them to break out of the

camg, assurnng them he’ll bust loose
with tham (he wan't, but thay don't
know that). Any mutant the sentingls
are guarding as heavily as they're
gquarding this ona has to be worth
helping out, he says.

If thie PCs can't come up with an
escape plan of thair awn, Rudy will
provida one (just maka something
up). Get the PCs out of the camp so
thay can gal on with the advanture.

Five days after the PCs first hear
about the mystery mutant, a train
rolls inta the station guarded by a
triad of Alpha sentinels. This is a
clacay train, maant to draw aut any
mutant sympathizers who might try
to rescue Gilda.

If the players try to stop this train,
thay'll encaunter and battla a tsam
of three Alpha sentinels. Even If the
party succeeds in avercoming the
sentinels in this encounter, it will be
a wasted sffort — Gilda isn'l on this
train and the security will be dou-
bled on the train that does bring her
in. A5 the week progressas your
players should be made aware that
there has been an increases in the
number of trains rolling in and out of
the station.

If your players want ta find gut

mare about tha mutant belora spring-

ing inte action (& very goad idea),
they can go back to Hudy to learn
mora, but he's already told tham
everything he knows, (Of course,
he'll gladly take whatever payment
they offer before revealing his lack of
infarmation — it's a dog-aal-dog
world . ).

He will tall tha playars whare ha'd
g0 1o pick up more info if he were
inclingd o take the risk {(which he's
nat}, directing them to the train sta-
tion-and the nearby station master's
hausa.

The players can alse use the com-
putars st the Mutant Affairs Commit-
tee office to discover more about
Gilda. The computar will raveal har
name and the nature of her power
(saa above). If your players are hav-
ing difficulties getting information

about the train schedule, they can
accass this infarmation fram the
camputer, as well,

The Train Station

The train staticn is a good place to
find clues. The station is entared
through two glass doors, The interiar
of the station has a large waiting
raam with several rows of plastic
benches. Alang one side of the sta-
tion there is a long countern This is
wheare you buy tickals and claim any
missing items, or luggage. The sta-
tion master's office is located behind
this counter,

The office contains a free-standing
safe. During the day, this safe is
unlocked. After & p.m., the safe is
lockad, The safe contains the sched-
ules for the arrival of all trains as well
as the arrival time af tha myslary
mutant rain.

If thie PCs can get inta the station
mastar's affice, they will find a tele-
gram in the safe (see above). In addi-
tion, they'll find a message on a
bulletin board behind the station
mastar’s dask. This nola is
addressed to the station master from
santinel HQ. It revaals the fact thal a
new high-security train car will be
uzad to deliver the mutants to the
station.

There are also doors leading inta
dressing rooms for station parsonnal
and train crews. The dressing rooms
canslst of rows of lockers and a laun-
dry rogm where uniforms are picked
up lor cleaning. Thare is a door lead-
ing out the back of the laundry room
for easy pick-up. The lockers don't
hava built-in locks — employees
bring thelr own locks i thay' re wor-
ried about security.

The side opposite the counter has
men's and wamen's restraoms, a sal
of lockers travellers can rent, a gift
shop whare visitors can buy candy,
magazines, newspapers, and grest-
ing cards with such pithy sayings as
"Wisit Scenic Austin, home of the
sentinals” and “They'll pry my gun
from my cold, dead hands after I've



kKilled the last mutie.™

A colfee shop naxt to the gift shop
sells bad, overpriced food. It has an
open-air counter that extands inka
tha waiting area so the patrons can
people-watch, A loudspeaker broad-
casts train arrivals and deparures at
about fiftzen minute intervals.

The train platform is located
behind the station. It 1= accessed by
twa glass daors lacated in the far
wall of the station. The platform can
also be accessed by cargo doors
which lead from the counter side of
the station. The platiorm has a sarias
of posts which hold up a large awn-
ing. One =et of raln fracks continues
past tha station, A second set of
tracks, behind the first, ends here.
This is used for repair and for swap-
ping cars from train 1o train.

A sacurity guard watches the
unloading of the luggage compart-
menl whenever a train amrives. He
then checks all cars and compart-
ments for non-paying passangars.

The station is never particularly
crowded, but it is sure 10 ba deserted
{except for the guards who are on
duly 24 hours a day) — and locked
tighter than a drum — after 9 p.m. It
apens up again at 8 a.m. During the
waeak, tha PCs ara likely to encounter
at maost half a dozen people (plus the
guards). During the waakand, thay
rmight meet as many as a dozen trav-
ellers. If your players dacida o
attack the office directly, Gilda will be
brought to town on a differant train
than originally scheduled, A direct
assault will lead to a ussla with a
toam of zix SWATAM NPCs — one at
the front door, one at the back door,
and one at each corner of the build-

ing.

The Station Master’s House
MNext door 1o the train station is tha
station masters house, Thisis a
simple, one-story private home. (A
map of this houss is included with
thiz adventure). The station maskar
will be found here betwean 5 p.m.
and 8 a.m. The rest of the tima, ha's

at the station, His wife will be hera
70% of the time. Thair two childran
{both little girls) will be here B0 of
the time, and will never be out past B
[,

Thera iz little to interest the PCs
here, but what little thera is could ba
crucial. If tha playars investigate the
statlon mastar's house, they’ll find a
telegram revealing the mutant’s
nama, backgraund, and power, This
telegram iz in plain sight on the desk
in the station master's home affice. A
scriobled nate in the upper desk
drawer reveals that a triad of Alpha
santinels and half a dozen SWAT AM
team members will take the captives
from the train station directly to the
internment camp nearby. This means
Gilda will have to be rescusd before
she’s taken to the camp — onca
shie's inside, a rescus operatian
woauld be futile,

The Rescue

Theare are several methods tha
PCs can use 1o rescus Gilda and her
family:

They can discavar the train the
caplives are being shipped in on,
lzarn about the mulant containment
car attached to the rain, and board
a5 passangers, hoping to free Gilda
and the athers while the train iz en
route, This approach, whila not with-
aut risk, may be a goad way 10 free
Gilda, her family, and the other pris-
oners. The biggest prablem confront-
ing the PCs will be boarding the train
in the first place, and passing for
human once aboard.

They can farca the train to stop
and try a direct assault, This will
require a clever ruse — trains don't
slop for just anybody, And once they
slop the train, every security guard
on board will be an tha alert. Sec-
onds after the least disturbancea,
those guards will be on the horn to
sentinel central, making the PCs" job
that mueh hardar.

They can allow tha train ta reach the
station and attack the sentinels en
rodite from the station to the Intern-

mant camp. This has a cerain appeal.
Dnce the muties are out of tha mutant
contalnment cars, the risk to them will
be lassenad. In addition, the PCs
won'l hawve b warry about masguearad-
ing as humans abaard a train, or stop-
ping the speading train from the
tside — all in all, a good plan.

The Train

The train = comprizsed of an
anging, a coach car, a sleeper car, a
baggage car, and two mutant con-
tainmeant cars.

The train rides on the standard wo
track rail, reaching speads up 1090
miles per hour. Mormal cruising
speed is about 60 mph in tha country
and 40 in urban areas,

Security

Securily on board frains differs
depanding upon the cargo: For
instance, a shipment ol high-tach
electranics, out of seasoen fruits and
vagetables, and dangerous mutants
rate sentinel sacurity. Ragular pas-
senger frains rarely rate sentinal
security, but thers will often ba police
or private security teams, depending
on who's on board. If there are no
special passengers or ilems of equip-
ment on beard, sacurity will be mini-
mal to nan-existent.

SWATAM teams often ride shotgun
on trains, particulary if the cargo
includes people ar items known 10 be
of interest to the undargraund
mutant community. These combat
teams are stationed in the enclosad
entryways at either end of each train
car. When the train arrives at a stop-
ping paint, the gquards get off and
protect the outsida of the train. The
train carrying Gilda and the others
has SWAT.AM teams aboard.

The Mutant Containment Car
A recantly-intraducad train car
designed far the transportation of
mutants is attached to the train the
FCs must discover and, perhaps,
intercepl. This car is tha last line of
defense against mutant attack. From




the oulside, the mutant holding car
lnoks little different from an ordinary
baggage car, but attackers will quick=
Iy learn how decaiving looks can be.

The car is fully-armaored with
Remarkable armor. The axterior of
the caris electrified. A sliding door
on either side of the car allows
access o the interiar, These doors
can only be openad by entering the
praper code inte & hand-hald remote
contrd unit. This control unit ks In the
possession of Willie Graff, the chief
security guard on tha raln (soe
below].

If the exterior door is breached
without usa of the compuler code, a
laser grid in the interior of the car is
activaled. These lasers are mounted
abaut three feet off the floar on the
two long sidas of tha car. Thay'ra
powerful enaugh ta cut through any-
thing up to and including Exceallent
armor (which maans thay can cul
through human flesh — and that of
mast mutants — with ease, but thay
are not poweriul enaugh to damage
the walls of the car). The lasers can
only be deactivated from the guard
posts located at either end of the car,

In addition to containing the man-
ual pverrides for the automatic laser
system, these quard posts, manned
al all times, feature human-operated
lasers capable of targeting any part
af the mutant containment car, These
weapons are more potent than the
autormatic lasers — they're capabla
of slicing through the equivalent of
Incredible strangth body armor. Tha
guard station itsall has Remarkabla
sirength armor,

Heavy, flexible cables with
mandible-like ands snake fram Lha
ceiling of the car. These are used to
restrain mutants and lower tham 1o
holding tables balow.

There are six tables in the car.
Each is about three fest tall — just
tall encugh to put anyona on the
tables in position to be fried by lazar-
fire. Heavy metal straps attached to
the tables hold the mutants down.

Inhibltor collars attached o the

tables fit tighlly araund tha prisoners’
necks. In addition to preventing
mutants from using thelr powers,
theses special callars ara fitted with
twa LY. needles. One administers a
slrong dose of tranguilizar, the other
& solution providing all the calories,
vitaming, and nutrients required 1o
keep a prisoner alive during trans-
port.

Other Train Cars

The train pulls three other cars —
a sleeper car, a baggage car, and a
coach car. The coach car and the
dining car both have restrooms at
aither and, Maps of these train cars
can be found on the inside cover of
thiz adveniure.

The coach car has several rows of
seats, divided down the middla of the
car, The seats altermate forward,
back, forward, back, and so on, so
hall of the passengers rida facing
forward and the other hall ride facing
back.

The sleeper car has several com-
partments, each with its own lavalo-
ry, Each compartment sleeps wo
comfortably, with a fald down bed
bahind the seats in each compar-
menl The aisle allowing passage
through the sleeper car runs down
one side of the car,

The Train Crew

The train is crawed by an engineer
and his assistant, bath of wham will
be found in the engine at all imes.
Cina sleeps whila the athar drives.
Two conductors wandar from car to
car, checking tickals, responding to
problems, keeping kids under con-
trol, and so on. The sleaper car is
manned by two poners, one of whom
iz on duly at all times. The diner car
is staffed by a cook, an assistant/
dizhwasher/bus boy, and a waiter,

The train crew can help the PCs
find out what's going on aboard the
train — thay knaw abaut tha twao
brand-new, off=-limits cars (though not
about the specifics of itz security
systam): they know why there ara

axtra sacurity agents on board; thay
know what the soup de jour is,

The train staff is very gossipy,
ance their confidanca is gained,
They will tell all they know, but only If
tha players draw tham out with some
subtlety (or a reasonable bribe). Any
direct guestions will result in no infor-
miation and lang waits for dinner. The
staff will be mora inclined to help
anyane wha gives the guards a hard
time — there |s guite a kit of tenslon
between the guards and the crew
bacausa the guards push the staff
around,

The Mutant Prisoners

The mystery mutant will be
brought into the players’ homealown
via the special mutant holding car
She will be sedated and tied down
on & restraining table, The POs will
have to learn which of the two
mutant holding cars contains Gilda,
and which contains the other
mutants — aight suspected mutanis
are being brought in on this run, and
they're split inlo two groups of four.

Two humans, Gilda’s parents, arg
being held in the mutant containment
car at the very rear of the train, Gilda
and another young mutant — Bill
Gregson {(sea balaw) — ara in this
car as well.

The second mutie car, just |0 front
of the first, contains four miscellane-
ous mutants whose powers ane negll-
gibile and who hava no significant
rale in this adventure except, possi-
bly, to cause tha PCs grief — if the
PCs attack the wrong car, the secu-
rity guards (and a triad of Omaga
sentinels) will descend upon them
with a vangaanca.

Bill Gregson

TY{(7}
TY{5}
GD{E)
TY{7}
GO{10)
GO{10)
TYi35)

Haalth = 40
Karma = 20

Resourcas = 0
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Popularity = 4



Known Powers:

Offensive Body Odar: Bill has an
Incredible ability to create awful
smells. Under ordinary eircumstanc-
as, he smells like someone who just
hasn’t laken a bath for a weak or
o, when he really uses his power,
hea can knock people out with the
ooors he creates. Any prganic crea-
ture within one area must make an
Endurance FEAT roll or swoon for
1d6 turns. During the swooning peri-
ad, thosa affectad can't da anything
but gag and cough.

Animal Commuilcation and Confroi;
Bill has a Good ability to communi-
cate with and control skunks. This
power oriy applies to skunks (so Bill
gets a +2 C3).

Talents: Animal Training

Contacts: As few as possible (lor
which everyoena is grateful).
Sackground: Bill was a farm boy who
lived pratty much in isolation. His
folks — both mutants — ware round-
ed up by santinels nat long ago. Eill
fled into the woods near his home

and evantuslly ended up with the
Ginsels.

The captive mutants will ba on the
Irain for four days. Remember, they
will be under sedation during this
lime and it will take tham thirty tums
bafora thay're able to walk, much
less fight. Becausa the prisonars ara
s0 heavily sedated, anly human
guards have been assigned 1o guard
thiz train. The guards are in constant
communication with sentinel basas
along the train's noute, and any
attack will be reported immediately.

The Irain will make four scheduled
stops along its route. If the raln Is
breached using farce, the computer
which manitors the trangualizers
being administered to the prisoners
will go to red alert and begin to
administer a polzon 1o the prisoners.,

In 1d10 tums, the poison causes
vomiting and hallucinations. Within
4d10 turns after that, paranoia sels
in, along with gradual stiffening of
the limbs, and, ultimately, paralysis

10

af the central narmous system, caus-
ing daath through suffocation and
hieart failure.

An antidote can be administerad
through the hypodermics attached to
the inhibitor collars. The controls for
the computer which administers bath
pison and antidote are found in the
guard stations at either end of the
mutant containment cars.

Non-Player Characters

The player characters can encountar
savaral MPCs on the train, Passen-
gers and crew may halp or hinder
them In their attermpt ta free Gilda
and the others:

Robbie and Mike Babhbit

Robbie (age 10) and Mike (aga 8)
are brathers on their way to visit their
grandparants in (your hometown).
They arg insatiably curicus, and
have vivid imaginations. The broth-
ers spend a lot of time watching TV,
learning all about mutants. Their




favorite video program is Rex Hamin-
gar: Mufant Hunter. They like playing
Hex Harbinger and will dash through
the traln accusing people of being
mutants, They ara carrying Rex Har-
binger Mutant Hunter Stun Pisiols,
which look axactly like the weapons
carried by SWAT.AM teams.

If & player character dossn’t go
dlong with their game, they will go to
a security guard and accuse the PC
of being a mutant. The first tima this
happans, tha sacurity guard will
investigate, After the initial tattling,
the guard will Ignore the boys,

There is a 50% chance tha boys
will pick on your PCs. If one of the
player characters loaks really aut ol
the ordinary (blue skin, fucia hair,
gtr.) the boys will go right for that
charactar.

Amella Pendergrast

Amelia is a profasser of sociology
at {your hometown university or ana
nearby). She |z returning from a sab-
batical in Europa, and is dismayed at
tha difference between the western
European prosperity and the eco-
nomic depression she sees in har
own country. In Europa sha saw
miutants and humans working togeth-
er, helping sach other. Tha America
she sees around her sickens har
soul.

She iz by nature a timid parson
and will not come to anyona’s aid
directly. However, If she can help
indirectly, she will try to do so. If she
figures out that the PCs are mutants,
she will not turn them in. She will
lend aid in the lorm of information
about the area. She will also provide
maney and food, if pressed. She will
nat hide ar shelter the party — that's
too Fisky

Willie Graff

Willie is the main security guard on
this train. He gat ta his position by
brown-nasing the appropriate par-
ties. He is self-serving and conceit-
ad. His main pleasura in lile s
lording his position ower the guards

he's in caommand of. He has becoma
soft and fiabby.

He carries a small electronlc
device that looks like a8 packet caleuw-
lator Actually, this Is the computer
coding device that apans the doors
te the mutant containment car with-
out frying the occupants. The device
is attached to one of his belt loops
with a stout chain.

Graff is suspicious by nature and
doaszn't like baing approached by
strangers. He tends to shoot first and
ask guestians later.

Sammy Beckerford

Sammy is a guard under Willie.
This is his firsl assignment and he's
feeling very gung ho. He's vigilant,
very alerl, and unbribable. He will
imvestigate any unusual acourance
brought to his attention. The playvers
can outsmart him, thaugh — ha's not
too bright. Keeping a cool head and
vaicing the right amount of indigna-
tion will allow the players ta biuff
their way out of an encounter with
hirm.

Rupert Little

Aupert Little is a B0-year-old,
black, businessman travelling to
yyour hometown USA) to check up on
his company’s plant located there.,
He is inclinad to stand up far whal ha
believes in and will generally help
aut a persen in trouble.

FAupert i= the president of his com-
pany — a pasitian {ar which he had
to fight long and hard. He will not be
pushed around by anyone. He sees
the mutants” plight as similar to that
af the black peaple of America, He'll
provide any aid ha can.

Mildred Bierce

Mildred is a confused young wom-
an who 2eas commies under every
bush and mutias in every closat. Har
greatest fantasy is o catch a mutant
single-handedly, She often dreams
aboul her image on a magazing cov-
ar, with the caption reading, “Great-
ost Mutant Catch Ever — Mildred
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Bierce is OUR GAL!™

Mildrad loves tha sound of har own
voice and will regale anyong who will
listen with tales of mutant activity
gleaned from the august pages of
the naticn's stillthriving supermarket
chackout lina tabloids. She is suspi-
cicus of everyone and a busybody 1o
oat. The player characters will have
to be very careful around her,

All of the NPCs described above
are normal humans — they have
average statistics and no talents,
skills, or powars warthy of note.

Gilda Gotten

Once the players have Gilda, thay
nead to take her to a secure place ta
let her recover from the alfacts of tha
tranguilizers (and poison if the hold-
ing oar was forceably anterad). Thay
will also need o shake any tails that
might be fallawing them after the
battle.

After the PCs are in a safe place
and Gilda has recoverad, she will 12l
them of her powers and demonstrata
them. The players should remembear
that there are cther mutants on
board the train, as well as the two
humans (Gilda’s parents). Failure fo
brirg har parants along (or al least
attempt a rescue) will result in Gilda
leaving the party at the first opportu-
mity.

If your players have gone 1o one of
the athar sections before Lhis
encounter, you can madify this sce-
naria.

If they went and found Tony Stark's
armor, they can still approach this
adventurs as abawva, but, santinals
will travvel with all trains.

If the players havae contacted
Sebastian Shaw and his undar-
ground mutant army, they will find
that the time isn't right for the factorny
attack, and they'll be instructed to
return at a later data. Play this sca-
nario out with no changes.



Judge’s Overview

Your players have haard threa
rurmars. One of theam has to do with a
miraculous swit of armor The legend-
ary armar has bean talked abaut in
the mutant underground for many
years.

it iz said that Teny Stark, the Iron
Man of tha late 20th century,
designed this armar in secret, as a
direct response to tha threat of the
sentinels. Most people — mutant and
human — don't balieve the armar
really exists. It's generally consid-
ered a fable bom of mutant despera-
tion. The PCs will have a chance
encounter that leads them to believe
the langend may be fact after all.

They will track the armor to Cana-
da, haok up with the Canadian
Hesistance Army, and decide how
best to use the armar ance they
find it.

Tony Stark’s Story

After a long battle with alcohol,
Tony Stark created Stark Enterprises.
Ag he reqained control of his own life
and of his company, Stark began to
notice the changes going on in the
world around him. Ta his horror, the
wiorld he had loved and protecled as
Iron Man, was slowly turning into a
hata-filled community of mutant-
hating racists,

Things came ta a head for Tony
tark when the government “asked"
him to fire his girl Triday — Mrs.
Arbogest. She had been uncovered
as an anomalous human. Canour-
rently, Iron Man was asked to use all
means at his disposal to put an end
o the “menace”™ of super-powered
crime-fighters == mutant and non-
mutant alike.

Guiltridden over his awn part in
the anti-mutant hysteria (Stark had
dasigned the anti-mutant Mantine
armr) and realizing that the political
foreas at wark in America weare
bevond his ability to change, Stark
moved his corporate headguarters (o
canada. It was here that Stark had
hi= firct laca-lo-faca ancountar with g

santinel — tha santinel had bean
defeated by the Canadian Resist-
ance Army (though not without great
cost). Tha CRA contacted Stark and
asked if he would study the “dead"
sentinel and come up with a way ta
put the CRA on an equal footing with
the mutant-hunters,

Stark accepted their offer, Thus
began Project Parity, the CRA's
answar to the sentingl problem. Test-
ing was carried out in great secrecy
by Stark and a few trusted employ-
ee3, The work progressed slowly and
was vary draining on Stark, whosa
age was beginning to catch up with
him, and whose health was naver the
best,

After ten years of t&stlng. Project
Parity bore its first fruit — the AS-1
anti-sentinal armor prototype. The
AS5-1 was little more than a souped-
up Mantinel suit — the primary modi-
fication baing a built in jamming
device of Incredible rank {range 20
rmiles), a masking device of Remark-
able rank {range 1 area, up to eight
characters), and an automatic radio
signal seeker which could alart the
waarar to the presence of sentinels,

In order to test the AS-1, Stark
doennad the armor and reactivated
the downed sentinel. There followed
a long and arduous battle which
Stark avantually won. But the victary
was hollow — the suit was barely a
match for an ardinary sentingl and
wouldn’t stand a chance against
more advancad models.

tark went inta isolation, working
doggedly o improve the armor. In tha
end, the struggle proved too much
for the aging hera. When he died, co-
workers and assocciatas could find no
indication that he had been able to
creale a suit of armar equal to the
task of besting the Omega sentinels
then coming off the assambly-line,
let alone one capable of doing battle
with Nimrod, the deadiiest of senti-
neals.

In the wake of Tony Stark’s death,
the board of directors of Stark Enter-
prises shut down Project Parity —
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they felt it was an unneccasary drain
on the company's rasources.

The company headquarers were
moved back to the United Statas and
thie Canadian plant was sold. Unbe-
knownst to the Stark Enterprizes
board of directors, howewer, Stark
had made provisions for the contin-
ued operaticn af tha Canadian
rasearch facility — before his death,
he channalad funds ta frusted
friends and assaciates who used
thosa funds to buy the Canadian
plant. Their instructions were to use
it as a front to help the CARA and o
employ mulants.

Using the old Stark facility as a
base, the CAA has baen abla to
keep up its neadling of sentinel
bases In tha U.5. Though not big
encugh o make a massiva assault,
the CRA will help any mutant it can.

| Heard It Through the
Grapevine

The mutant underground repors
that there has been an increase in
santinel activity in the northarn part of
the LS. In conjunction with SYWAT AM
teams, sentinels have bean making
raids into Canada. The Canadian
officials are less than pleased by
thesa actions. Tha sentinel behavior
is threatening to trigger an interna-
tional incidenl. Tensions continue o
rmaunt.

Your players should hear about
Isolated incidants that ars escalating
in intensity, The first few encounters
result in damage but no loss of lives.
Then, waord filters down (o them of a
couple of encounters resulting in
serious injuries. Finally, the death toll
from these ralds beding to mount.

Than, ana day, an old black man
stumbles into town. The guy looks
like a derelict — ripped clothes,
ratty shoes, dirty as can be. He
clutches a paper sack in ana hand,
clutches it so tightly his knuckles
ook ready to pop.

Ignoraed by most, shunned by all,
he goes door o door asking for food.
He's always tumad away. Then, he is



jumped by some young punks —
mutia activity has baan low arcund
hers recently, and they're antsy for
someone to beal up. The newoomer
to tawn looks just defensaless
enough to fit the kill. (Make sure the
player characters are in a position to
witness this assault.)

It your players laap to the old
man's defense, they’ll arrive on the
scana to find him anything but
defenseless — for an old guy, ha
fighls like a champ. If thay do noth-
ing to help the stranger, he'll dis-
patch his attackers not with ease, but
with surprising skill. Ha'll then spot
the PCs and head toward them.

One way or anothear, tha old black
man will meet the PCs, intraducing
himself as Jim (*“You can call me
'Bhodey’”) Rhodes, He'll turn a criti-
cal eye on the PCs, judging them,
his gaze making them uncomfarta-
ble. Having determined they're rust-
worthy, he'll tell tham his story;

Rhodey's Story

Rhodey was Tony Stark’s right-
hand man, his aca pilot — ha evan
subbed as Iron Man during Stark’s
worst bout with alcoholism. He was
with Stark during the move to Cana-
da; he was thera when Stark worked
om the AS-1; he was thera when
Stark died. At that time, he resigned,
but he took a secred with him.

The secret is this: Stark didn't die
& failure — he created a suil of armar
capable of putting the wearer on
eqgual focting with an Omega senti-
nell His death prevented him from
testing it. and Rhoday wouldn’t pul it
on far reasans ha doesn’t cars to
divulge. Wracked by quilt over his
inability to put tha armar on (lat alona
uge it as Stark intended) Rhoday
became a wanderer, looking for
those who could put tha armar [o
best usa.

Mow, Rhaday's grawing ald and
time is running out. Providence
brought him fo this town; fata lad to
the meeting between Rhodey and
thae PCs. Ha asks them to accompa-

ny him o Canada, to help him find
the armor, 1o wear il inte battie
against the sentinels and all who
would oppress the American pecple
— whether human ar mutant.

If they hesitate, he will reveal
whal's in his cherished bag — it's
Tony Stark's jaurnal, in which the
invanlar describes his struggle to
create the AS-1A armor, armar capa-
ble of besting the sentinels. By the
tima thay finish reading this, the PCs
should be champing at the bil 1o
follow Rhodey back to Canada.

If vaur players do decide to go with
Rhodey, they need to find a way (o
get o Canada. Rhodey had little
trouble gelling here because ha's a
normal human — he was harassed,
but not arrested simply for being on
the streetsl

Trawel is more difficull Tor mutanis,
however. Not anly is it impassible far
them to use any form of mass trans-
partation openly, but, as strangers,
they'll b2 suspect wherever they go.

They might commandeer a car, but
they will nead funds for gas, ail, and
repairs.

If they don't like the idea of car
travel, they might decide to try travel-
ling the nation’s waterways. This is
considerably safer than road travel,
particularly if they traval at night and
commandeer a sail- or rowboat,

Plane and train travel will require
serious subterfuge. Commandesring
eithar of these modes af travel will
bring in the army andlor air force
and, of course, a horde of sentinels.

The safest way 1o travel is on foot,
There are, however, problems inher-
ent in cross-country traval: Thera is
the usual sentinel activity to deal with
(whatever is standard In your Dark
Future campaign). Encountars with
other mutant cells could prove inter-
gsting as well.

The player characters’ journey can
be as aasy ar as tough as yau like.

The Underground Railroad

The simplest way to get to Canada
is 1o hook up with the mutant under-
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ground railroad. Thiz works much
like tha underground railroad for
slaves during the Civil War, Mutants
inn hiding or smuggled oul of inlaern-
meant camps ara relocated in Maxico
or Canada — mutant “free siates.”

The undergreund railroad is oper-
atad by sympathetic humans in con-
junction with mutant bands in
Canada and Mexico. Mutants are
smuggled into Mexico over the Ric
Girande and into CGanada in various
wilderness areas.

The mutanis are given falsa [.0.
papers identifying them as human,
They're given new clothing (sans the
mutant markings). They are also
Issued minature masking devices
that are used during their time with
the underground. These are Feeble
devices — able to mask just a bwo
loot area and one character — but
they get the job dona. Onca across
the border they are relieved of this
device =0 it rmay ba usad by othar
escaping mutants,

The underground railroad is net-
wiarkad in much tha same way as tha
mutant underground. Small groups
of mutant sympathizers maintain
contact with other small units, Ifone
call is capturad, the rast of the nat-
work remains fairly safe. Mutants are
transparted under cover af darkness
by whatever means available —
truck, boat, on foal, etc. They are
told nething of the route thay'll be
taking beyond thelr next rendezvous
paoint — if they'ra captured, thay
Ccant compromise the entire railroad.

Playars wha chaose this route
must find and contact members of
the underground railroad. Oncea
they've made contact, they will be
shown a slgn that only members of
tha railroad know — tha indax and
second fingers of the right hand ars
crossed and pointed toward the
ground; then, the person giving the
sign spits on the ground. In every
meeting of the underground, the sign
i% given before any business is con-
ducted. The sign changes at iregu-
lar Intervals.



If the players dacide to take this
route, they must first contact the
underground railroad — the town
gessip can help them here. Once
contact is established. they will ba
asked what sort of help they need by
an underground representative. Thay
will then be passad from one undar-
ground contact to another until thay
reach thair destination (assuming
they’re nat caught along the way).

Non-Player Characters

The players may come inta contact
with the fallowing NPCs on their trek
through the underground rallroad.

Brent Albert

Brent will ba the PCs' first under-
ground railroad contact. He has been
working with the underground far
savaral vears. It is his responsibility
to find mutants who are in need of
the railroad’s help. He is in charge of
issuing the hand signal, as well as
checking out the mambers of the
group to make sure they're not
SWATAM or palice plants.

Onice Brent is convinced the party
is safe, he will izsus the PCs mina-
turized masking devices disguised
as various piacas of jewalry. The
party will start out towards Canada at
nighifall.

Brent iz not a mutant. His involve-
mant with the railroad is due o a
relaticnship he has with the founder
of tha URR — Messelina Schwartz,

Messelina Schwartz

Mes=elina is a mutant whose
pawar allows her to rearrange tran-
sistorized components Into any form
she chooses. Tha extreme effort she
must make in order to rearrange the
transistors limits her to one rear-
rangement par month, Har power
created the miniaturized masking
davices tha player characters will be
wearning. The power also allowed har
to escapa from an intermment camp
and helped her start the LRR:

She was baing studied by the
research lab autside of the Houston

internment canter. One day, she was
able to steal & pocket calculator from
& lab technician. Whan her inhibitor
collar was remaved for the perform:
ance of tests, she changed the cir-
cuitry of the calculator, creafing 8
masking devica. Later, she escaped
in & laundry truck, using her davice
to prevent detection by the sentineals.

Dnce she was frae, she raalized
thera was no one she could trust 1o
help her travel Irom onea part of the
country to another — and she had 1o
get out of the Houston area. It was
then that she ramembered reading
about the underground railroad that
was used by slaves during the Civil
Yar. Massalina set about trying to
establish a similar route for mutants,
&0 o ane else would know the terror
of being totally alona.

She met Brent on a back road one
night during her escapa. He halped
her out, and she tald him abaut her
plan for the LRA. Posing as newly-
weds, they bought an old farm and
bagan making plans to establish the
railroad. Messelina made several
masking devices aver the course of
their first year togather. They haoked
inta the mutant underground netwark
and got word out about thair idea.

In the five yaars since the start of
the URR more tham 1,500 mutants
have been spirited aut of the LS. to
Mexica and Canada, Many of these
rmutants have joined tha Canadian
Resistance Army. Some have
become males for the CRA and hava
voluntarily returnad fo the L5,
allowing themzealves to ba recap-
turad.

Masselina has contacts with many
of the underground railroad hasts
{se8 balow) as well as the CRA, She
is willing to assist gung-ho mutanis
who are willing ta valuntaar for the
CALSE.

John and Mary Doe

John and Mary Doe are URR
hiosks. A host is 8 person or family
with a safe house on the route of tha
URA. Hosts are usually human,
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though some ara anomalous humans
who have nathing left to lose. Occa-
gionally, a host may ba a mutant
uging a masking device to hide him-
ar harself and any guests from santi-
nel detection. Mutant hosis are few
and far betwaan — theirs are the
most dangerous locations along the
URR — but they often provide vital
links in the chain of freedom.

dehn and Mary Doe are friendly
but cautious aboul the information
they reveal to guests. They under-
stand all oo well the risks involved in
running a safe housa but will never
remind guests of the danger they
present.

Many hasts have had a friend ar
loved ane killed by a sentinal attack,
but Jahn and Mary are motivated by
a simple sansa of justica.

John and Mary are just two of the
hosts the PCs will meet on their jour-
ney. (You can stratch the trip out as
long as you want simply by increas-
ing the number of sata houses).

In addition to thelr URR hosts, tha
PCs will have to deal with the natural
suspicion the locals on their rouls
have for any group of people "just
travelling through” Bedow, yau will
find descriptions of several "locals”
Incorparate these into the adventura
ANy way you want:

Jack Sonju

Jack is your basic unthinking jerk.
He is convinead that everything he
says |s right and everyone who dis-
agrees with him is a subversiva. Ha
Is extramaly paranoid and dangerous
— af the slightest provocation he will
call the authorities and tum in hig
neighbors, strangers, even his own
wife. {In fact, he turned her cver to
the authorlties the instant he discow-
ared that she was an anomalous
human!)

Harry Morton

Harry is an ex-Marine sergeant.
His idea of a good tima is cleaning
his gun and threataning the local



taenagers with it. Harry isn't loo
thrilled with the state of affairs in the
L.&. these days. He will protect his
praperty from trespassers but will
akso listen 1o a reasonable explana-
tion. There is a 50% chanca thal ha
will alert the authorities. If the piay-
ars roleplay their encounter with
Harry well, dacraasa the chance that
he will report them. If they botch the
ancauniar, increass the chanca.

Albert Rollings

Albert is the son of a survivar of
the Mazi concentration camp at
Buchenwald. He is very hastile
towards the hysterical antl-mutant
hardeas that havea taken over the
country over the last few decades.
He is quite voaal in his stand, much
to the consternation of his nelghbors.
Most people (including the authari-
ties) leave him pretty much alone,
thinking ha's just a harmlass ald
coot. They're wrong:

If wour players encounter him and
reveal their identity, he will be mast

halpful, providing food, clathing, and
shelter. The local palice suspect him
of alding the mutant underground.
Thiz isn’t tha case — he has only
been able to help individual mutants
=0 far — bul the PCs might be able
1o haok him into the mutant under-
ground or the URR to be used later
a5 a contact.

George Barmmens

George is a town gossip, He is
tapped inta everything happening in
and around his town. The arrival of
Lthe PCs provides him with a fleld
day, He is indiscriminate about whio
he blabs 1.

He is apt to ask the palice if they
have seen the strangers in town. If
iha police haven't noticad the play-
ers, they will by the time Gearge gots
through with them.

In Canada

Cinge in Ganada, the PCs can
braathe a little easler — the sentinels
raid hera occasionally, but thera's

nowhare naar tha anti-mutant hyste-
ria they’re used to deallng with.

Rhodey's whole dameanar seems
ta change once they cross the bor-
der, He says they're not far from the
spol where he hid the helmeat — the
last bit of pract that he's bean telling
the truth about the anti-sentinel
armar,

The party travels through thickly-
waadad, hilly terrain for several
hours until, finally, Rhodey leads
them to a small cave at the base of a
hill. Here, he =zays, is where they'll
find the helmet. Ahodey lived hera
for same time before leaving Cana-
da, and he buried tha halmat
beneath the ashes of his campfire
before setting off an his jourmey o
seek aid.

Ha rushes ahead of the PCs into
the cave, looking happier than tha
PCs have ever seen him, Then, from
within, the player characters hear a
muffled cry and the thud of a body
hitting the ground.

If they rush inside ta find out
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what's gaing an, they see Marco
Pene — the hound who (unbe-
knownst ta the PCs) has been on
their tail for some time. Ha's standing
over the fallen Jim Rhodes. Blood
drips from the knife in Pena’s hand.
{If the PC= don’t ga in tha cave,

Pane emarges from the inky dark-
nass, cleaning his knifa.) Pene tells
the players their trip is over.

The Hunter or the Hunted?

Hounds are psychic mutanis
whose abiltias allow them o “read”
the thaughts and emotions of those
around them. In many casas, hounds
are used o override masking
devices. (Pene is so powearful, and
his power s0 unusual, he can even
detect Gilda, bul only when she lets
har guard down — when she sleeps,
for instance.)

Often times, prospective hounds
ara tortured untll they agree to assist
in the tracking of their own kind.
Sometimes hounds come forward In
the hope that they will gain the good
will of humans, in the lang run,
improving their own lot and the ot of
all mutants. Ocecasionally, hounds
valunteer because they're plain nas-
ty, and want to destray ather
mutants, That iz the case with Marca
Pene.

Marco Pene

F EX(18) Health = 55

A EXi{20)

5 GO{10) Karma = 10

E GD(15)

R GO0 HResourcas = 0
I EX{16}

P Ex(20) Popularity = D

Known Powers:
Mutant Vizion: Pene can spol a
mutant simply by loaking at him or
her. His vision allows him o see an
odd aura arcund mutants. Marmal
humans give off no such aura (at
least not that Marce can saa).

In additian to seging this aura him-
seli, Marco can maka tha glaw visi-

ble to others.

This power's range is limitad only
by haw far conditions and terrain
allow Marco to see.

Mutarnt Flash: When allowing othars
to see 8 mutant’s aura, Pene con-
trols the intensity of the vision. By
maximizing the intensity of the
vizlon, he ean blind anyone in a one
areg range for 1ds turns. Hais
immune to the blinding effect.
Talents: Marco has the Sharp Weap-
ans takent and the Languages talent.
Contacts: Marco has contacts with
various Law Enforcemant agencies
— notably the SWAT-AM teams that
trained him to be a hound.
Background: Marco Pene was barn
to waalthy parents and raised as an
elitist snob. He was taught to believe
he was better than the teaming
masses, the unwashed, the poar, He
and his parants, like many wealthy
paaple, chose to leave tha Unitad
States and live abroad when it was
discovared they were anomalous
humans. Although they never again
lived in the U.S., Marco's parents
didn’t give up their citizanship. When
they ware tragically killed in a boal-
ing accident, Marco returned ta live
with relativas in the 1.5,

Lipon reentering the U.S., Marco
was discoverad 1o be a mutant. His
inheritance was confiscated and he
was sent 1o an intermment camp.

Marco went instantly from a life of
sacurity and privilege. The barran
existenca of the internment camps
was too much for him to bear. He
Caime to resent other mutants.

&t 18, his powers manifestad
themselves: He could tell whather
anathear parson was a8 mutant simply
by looking at him or her. This proved
lo be his ticket aut of the internment
CAMmA.

His caplors, Seeing how usaful a
mutant with this sart of power could
be, played on Marco’s anger and
frustration — he had gone from vast
wealth 1o impavarished prisoner,
from spoiled rich kid to humble cap-
tive. His captors promisad him his
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old life back. They'd do something
for him, if he’d do somathing for
them . ..

Mareo jumped at the chance.

He was placed in a special hous-
ing unit for cooperative mutants and
trained to hunt muties by SWAT AR
teams. Because a hound has to be
sharp and alert, Marco wasn't farced
to wear an inhibitor collar,

Although he was more cooperalive
than most hounds, he was still con-
sidered an "untouchable.” In the
eyes of the police, it was bad enough
10 be a mulant; to turm on one's own
kind was even worse, Marca's
powers made him learad among the
mulants in his housing project, as
well. Reviled by his own kind and
treated with contempt by the authori-
tieg, Marco became mare and more
alienated and hostile, His sole plea-
sure is in the hunt, and he 5 relant-
less in pursulng his pray.

Under Attack

Just moments after the PCs meet
Marco Pene, a pair of Omega class
sentinels appears, as if from
nowhare, Let the players fight for a
while. After ten tums, or lass, if the
PCs ara in serious trouble, the caval-
ry arrives in the form of the CRA (ar,
at least, a part of it), led by Nick Fury
himsalf, with ex-xX-Man, Wolvaring
along as well. The relatively fresh
traops turn the tide, and the santi-
nels are soon sent packing, though
not withaut great cost — nearly the
antire CRA treop should ba lost in
the battla (though Fury and Wolver-
ine will, of course, survive).

Fury and Wolverine are obviously
rmuch older than they are in our limea,
though age deesn't seem to have
affected them as much as one might
aexpect: Waolverina's ability ta heal
himsall has also slowed the rate at
which he ages. Fury is ona of those
paopla wha live forever (or 2o it
saems),

The CRA leaders send the remain-
ing fighters back to their hidden base
camp nearby. Fury and Wolverine
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remain to talk 10 the newcomers,

They infarm the PCs that the santi-
nels have been raiding across the
korder into Canada with increasing
frequancy. They were out in the field
investigating reports of increased
sentinal activity when CRA spotters
reportad incoming sentinels. Wolver-
ine, Fury. and as many men as could
ba spared rushed to the scane and,
luckily, were able to halp out.

“Have to maove oul fast, though”
Fury orders. “We c'n chase 'em aff,
but they always come back far
mare.”

He will wait if the PCs want to dig
up the helmat and tand to Rhodey.
The old guy's in a bad way. Death iz
elosing in. Just before ha expires,
however, he manages to gasp oul
"The helmet . . . it'll take you to the
armor. Go. Quick.” With that, he
slumps to the ground, dead.

Any playar character who puts on
the helmet will gain some of the abill-
ties of the armor — heightenad san-
SOry pawers, mutant dataction,

santinel detection, and so on (see
below). As Rhoday promised, wear-
ing the halmet can also lead the
wearer to the armor.

AS-1A Armor (halmet anly)

Known Powers:

Body (Head) Armor: This gives the
wearer Incredible protection against
all attacks — physical, electrical, and
50 on — to the head.

Mutant Detection: A uni-spectrum
arganic anahyzer allows the wearer to
detect all living things within 10 miles
and determine whether each is ani-
mal, human, mutant, or samething
elsa,

Santinel Detection: Sensors in the
helmet detact the unigue enargy
amissions of the robotic sentinels,
Distance, direction af movement,
closing speed, number, and type can
be determinad. In addition, the hal-
mial can idantify individual sentinels
and record in memory any encount-
ers the wearer may have had with a
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givan santingl in the past.
FProtected Senses; The helmet pro-
vides Amazing protection anainst
sonic and light-intansity attacks.

Fury and Wolverine will gladhy point
the party in the direction of Stark
Enterprises (which just happens to
be in the same direction as the
armor). They can’t come alang, hay-
ing wounded men ta tend to, but they
tell the PCs to ask for O Carroll
when they get lo the Stark facility.

Stark Enterprises Canada
The PCs have finally made it all
the way here. Stark Enterprises Can-
ada looks much as it did when Tony
Stark was here, except the parking

lat {which was laid out for 200 or
more cars] anly holds about 10. The
cars belong to the regular research
stall.

The research facility employs ten
aging humans — ex-associatas of
Tony Stark — and 20 mutants, The
mutants handle menial chores. (The



staff is pro-mutant but full equality is
analher story.)

The humans conduct research
here but the place is mare a haven
for mutants and anomalous humans
than a working research facility.

Non-Player Characters

DOr. Martin Carroll

Dr. Carroll is the current head of
the Stark Enterprises facility, He
dacides who will be invited to stay
and wha will be asked o leave. Ha
dacides what research will be carriad
out and for what purposes. He's very
miuch in charge.

Carroll is a Kindly man, howaver,
not much given to flaunting his
pawer or wislding it capriciously.
He’ll spend as much tlime as necas-
sary with the PCs, getting tham accli-
mated to the facility and introducing
thiem to tha staff,

Dr. Irving Pritchard

Dr. Pritchard is the facility's X-
Factor specialist, Lika all ather
resaarchers in this field, he hopes 10
dizscover tha secret of mutations,
Unlike his fallow reserchears, who
hope to end human mutation, Dr
Pritchard realizes that mutation is
inevitable; without it, the humean race
would ceasa o evolva and would,
eventually bacome extinct.

He's a tired old man in his saven-
tias, much given lo reminiscing
about the good old days when man
and mutant worked together in har-
mony. He conducts his ressarch for
the purpose of furthering hurnan
kmowledge,

His office is littered with papars,
baakers, test tubes, computer equip-
ment, chamicals, and other itams
associated with a biology lab. There
i lithe here to intarast PCs in search
of powered armaor.

Ms. Pamela Carlisle

Carlisle Is the Plant Manager. Her
|ob is to make sure burnad out light
bulbs are changed, malfunctioning

equipment is repaired, building madi-
fications are done proparly, office
furniture is arrangad 1o each par-
=on's speciflcations, and so on,

She's performed this function at
Stark Enterprises for many years
{being & gray-haired woman of some
&0 years). She, alane, of all the peo-
ple at Stark Enterprises knows about
the sacral entrance to Tony Stark's
lab (see below). He mada her swear
never o say & ward about this, even
to the other employees. Someday,
Stark sald, Rhodey would shaw up
and lead her right ta a secret doar he
had installed. Until then, she must
keep mum. And she has kept mum
about it — only if the PCs tell her
what happened ta Rhodey and con-
yvince her that Rhoday is dead and
will nevar come will she reveal the
axistence of the secret doar. She will
have 1o be firmly convinced thal the
PCs speak for Ahadeay and have
came in his stead.

Carlisle is loyal, sharp-witted,
sharp-tongued, and tough as nails.
Sha has no graat love of mutants but
she's violently opposed to discrimi-
nation of any kind.

Her affice is clean as a whistle —
well-organized files, a computer ter-
minal {in which players can find infor-
rmation about Stark's office and the
secret modifications), and a desk,

Charles Goldberg and Miriam
Johnzon

Goldberg and Johnsan are the
facility's administrative types. They
handle whatever paperwork needs
doing and they grease the palms of
whatever officialz nead greasing in
arder o assure thal the Canadian
government doesn’t give the mutant-
hawven any trouble.

Thair offices are neat and orderly
— like tha people wha oceupy them.
The duc performs like a well-oilad
machine bath on the job and off. It's
no sacret that these two, both in their
mid-forties, are lovers. I ong is
threatened or harmed, the othar will
do evarything in his or her power to
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create trouble far whoever did the
harming or threatening.

Gioldberg and Johnson can pro-
vide zafe Iransit inte ar out of the
United States {glven enough time
and money). They can also provide
any kind of 1.0, papers, official docu-
ments, plane or train tickets, and so
on,

Dr. Nelson Ishihara

Izhihara, a Japanese-American
Just 25 years old is the most recent
addition to the Stark Enferprses
ctaff. His field is chemistry, his spea-
cialty, corrosives.

Entering his lab, one finds the
required computer terminal and sav-
aral racks af chemicals. There is a
=mall shower set in the ceiling of the
roam, in the corner farthest from the
door, This Is 1o wash off any caustic
substances one comes in contact
with.

The smell in here is averpowearing,
as one might expect in a lab devoted
to the study of substances capable of
slicing through sentinal armor as if it
were buller, |shihara has several
liguids which are capable of eating
through any substance of Amazing
strength or less in a single turn|

At present, these liquids are stored
in tiny (but heavy) containers made
of Monstrous strength material,
There are threa such containers and
he will give PCs twao of them if they
think 10 ask and they can assure him
the chemicals will ba put to goad
-1

Dr. Herbert Crane

Cranse, in his mid-Thiries, is the
facility's doctor — he's an ace physk
cian, surgeon, psychologist, and
medical jack=of-all-trades,

He has no affection for mutants at
all, and Is the only persen hare who
spems ill-at-ease around all these
non-humans. He treats them, but
with a8 much disdain as medicine,
Allin all, a disagresable fellow who is
only tolerated because he's such a
good dactorn. He keaps o himsailf,



and evaryone 2lse at Stark Enter-
prises iz glad of it

Hiz office [ooks like a doctor's
offica of teday. There's nothing much
to interast playvers hare, unlass
they're injurad.

Drs. Kyle Grant and Candia Lee

These two are all that's lsit of
Stark Enterprises’ powered armor
research team. They're both incradi-
bly competent, but varying personal
sivies put them at odds with one
anather over virtually everything.
Grant is meticulous, orderly, and
methadical; Lee iz spontanaous,
miassy, and always in a hurmy, Grant’s
office contains several racks ol pros-
thetic limbs and piecas of powered
armar; Lee's office contalns similar
iterns, but thay're spread all over
everything in the room.

Good as they are, neither Grant
nor Lee has come up with any suit of
armor that's any better than Tany
Stark's old Iran Man armar. There
was only ang Tany Stark, after all!

Here, the PCs can cobbla together
a suit of armor that’s about as good
as Iren Man’s old armor — not too
shabby, but hardly & match for the
more advanced sentinel models. (If
tha playars choose this route, they’ll
find enough pieces to construct a
single suit of armor — use tha Iron
Man statistics in the Advanced
Marvel Superheroes Roeleplaying
gama rules and add the powers of
the new A3-1A helmet, if thay usa it.)

Whit Bullock

Bullock is the Stark Enterprises
finmncial wizard. Actually, he's a
countarfeitar. He does handle some
legitimate duties (bookkeeping, deal-
ing with Canadian banks, stc.) but
his primary function is to create vast
amounts of counterieit Amarican
manay. The quality of his work is
quite good, and only the mast vigi-
lant ohserver can spat the fakery.

Hiz office is small and naarly filled
by & desk and a small printing press.
Tha PCs can have as much fake

Amarican maney as they want simply
by asking {once they assure Bullock
I will be used for good purposes and
not ta satisfy the characters' greed).

Bullock is a mousy littla man with
vellow teath and bad breath. His
body odor is almost a5 bad az the
chemical smell in Ishihara's lab. He
always seems to have a half-day's
growth of beard. He labars in isola-
tian and likes it. His co-workers like
it, toa.

Tony Stark's Office

Stark is dead, but his opulent
offica is untouched and unusad — a
varitable shrine to the man. There is
plenty to interest the PCs hara If tha
MNPCs will allow them ta loak around
— N ang ever goes into the office
and the staff will have fo be con-
vinced that entry is necessary.
They're not anxlous o have stran-
gers traipsing around here,

Agzsuming they can win the trust of
the MPCs {which should ba a difficult
but not impessible, raleplaying chal
lenge), they can Invastigate to thair
hearts’ content, as long as they don't
tear the office up.

The humans {with the exception of
Mzs. Carisle) and mutants at the faecil-
Ity know nothing sbout Stark’s super
armar — they make mocking refer-
ences o "that old foal, Rhodey,”
wha's always chasing rainbows and
making up stories aboul his old boss,
Tony Stark . ..

If the PCs have the helmet, Drs.
Grant and Les will examina it and
the NPCs will come 1o believe that
maybe — just maybe — Tany Stark
did invent a killer suit armor. They'll
gladly help the PCs search tha pram-
isEs.

There are three ways to find the
AZ18 armor (which is, of caurse,
hiddan hera). The first is by making a
very difficult Intuition FEAT roll, This
will allow the PCs to find the secrat
entrance to Stark's lab, hidden
banaath the bar.

The second way ta find this is 1o
belriend Ms. Carlisle, She knows
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about the enfrance, and can reveal
itz secrats,

The third way ta find the secret
entrancea is to fet the AS-14 helmet
lead the PCs there. The AS-1A hel-
mel's sensors can locate the rest of
the suit of armor, but only if a difficult
Psyche FEAT roll is made. A suc-
cessiul check activates the halmet's
homing device. If the FEAT roll is
made autside Stark Enterprises, il
will lead PCs directly there. A red
light blinks slowdy inside the halmet.
Az the PCs approach, it blinks faster
and faster. Once inside, it leads the
pary directly ta the bar in Tomy
Stark's office. Then, it blinks madly,
but can't tell the wearer anything
frore,

One way or another, chances are
good that the PCs will find the secret
antrance to Stark’s lab. Next, they
miust figure out how Lo opan the daor
and gel inside.

A brute force approach will open
the door — if any of the PCs can lift
the equivalant of an eight ton weight.
[This requires a Strength FEAT rall.)
A succassful roll rips the bar right out
of the floar, reviealing a passageway
to the lab bBalaw.

Stark entered the lab in a mora
subtle manner — simply turning the
hat and cold water on full-blast In the
built-in sink and then lifting the fau-
cet straight up (=0 it appaars the
watar will spray whoever does this
right in the facea), causeas the bar to
rall fo one side, revealing the
entrance. (The water shuts itself off
befare the person opening the doar
gets a shol of water in the facel)

Stark's lab is dust-covered, but no
1ess impressive for the thin film of
dirt. Thera ara saveral smashed suits
of armar — almost as if old Iron Man
armor had been used to tast the
offensive firepower of later models.
This Iz, of coursea, just what hap-
penad. The very latest model, look-
ing new and unscratched, stands in
a glass cass in the canter of the
room, This is the AS-1A armar.

Only the PC waaring the helmet
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can touch the armor — anyane else
who tries gels a savare electric
shock. {Apparently, the helmat forms
8 psychic bond with its wearer, and
the armar is instantly attuned 1o his
ar her brain waves,

The MPCs, particularly Lee and
Grant, ara content to investigate this
Ireasura trove. The pieces of armor
here will keep them busy for months.
If the PCs have convinced the NPCs
they're warthy of the armaor, thay'll ba
allowed to keep it — none of the
MPCs qualifies as the warrior lype. If
the PCs haven't bean balrianded by
the NPCs, there will be a heated
discussion over custady af the suit.
The NPGs wan't fight over it, but if
tha PCs take it without the blessing
of the Stark Entarprises staff, they’ll
have acquired a new enamy {as i
they don't have enough alreadyl)

AS-1A Iron Man Armor

This was Tony Stark’s last crealion.
Though not quite capabla of putfing
the wearer in the same league as
Mimrod, it nevertheless makes s
wearer among the mast potant
human beings (or mutants!) on earth.

Known Powers:

The AS-14 armor has all the
powers of the halmet (described
above) plus those of lron Man (as
described in the Advanced Marvel
Suparheroes Game Judge’s Boak).
The armor doesn’t change the wear-
ar's Reason, Intuition, Paycha, Kar-
ma. Resources, ar Popularity scores,
Tha wearer gets an Amazing Flght-
ing score (50), Heaith of 200, Incradi-
ble Agility (40), Amazing Strength
(500, and Maonstrous Endurance (75).

Back To QOur Story

Ta tired, hunted mutants like the
PCs, tha old Stark Enterprizes facility
seems like heaven on earth, a place
where they can live in peace and
maybe even be treated with some
raspact.

Whether they find the armor or
not, Dr. Cardisle will invite the PCs to

remain in this seamingly safa haven,
If they choose to stay, give them a
couple of idyllic days, free from the
worry of sentinel attack and general
parsacution.

After those few days, however,
Wolverine, Nick Fury, and a band of
rag-tag CRA members appear. Hard
on their heels is a triad of Omega
santinels, ied by the hound, Marco
Penhe.

If the PCs haven't found the armor
yol, now's the time to lead them to il
—hava a wall callapse during the
attack, revealing the secrat passage-
way leading to Stark's private lab.

If one of the Stark Enterprises staff
mambers has the AS-14 ammor, that
MNP will be gravely injured, and
none of the NPCas is willing to put the
armar on. It's up to ana of the PCs to
don the armor and fight the good
fight.

If your playars decidad fo decline
the kind affer to remain at Stark
Enterprizes, Wolvie, Fury, the CHA,
and the sentinels show up right
bafare they're et lo leave [with or
without the armar). Na matter what,
yaur players are going 1o end up in
the middle of one big slugfest.

Thera are two ways to deal with
the sentinels: First, the PCs can mix
It up with the santinels and hope they
can defeat thair robot foes (Stark’s
arrnor will make this task much eas-
ier); second, they can try 1o ascapa.
In this casa, CRA reinforcements will
come ta the rescue. Either way, they
will meet the head honchos of the
CHA — Mick Fury and Woalvering —
ORce again.

After the dust of battle settles
[assuming the good guys wan), CRA
rascue crews checking out Stark’s
private lab discover a set of blue-
prints for the super armor

Fury and Wolvering wera so
impressad by tha fighting ability of
whichever PC wore the amor during
the battle just over, they urgs that
character to keep it. Fury’s plan is to
stay here al Stark Enterprizas where
he can bagin putting togsther more
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suits of armor, using the blusprints
discowverad in the lab. From the look
of those blueprints, Fury guasses it
could take a year or maore before the
first suit comes off the assembly-ling
but, as he paints aut, the sentinels
don't seem to be going anywhera.

Waolverine says ha's heading for
Texas ta valunteer for duty with a
mutant army. He urges tha PCs to
coma alang. Something big's com-
ing, he says, something that won't
wait until extra suits of armor are
ready, The PCs should be primed o
go with hirm.

It yaur players hawve followed up
other leads befare reaching this point
irn the adventure, you may want to
modify things slightly:

If they have the mystery mutant,
Gilda Ginsel, the trip up to Canada
will be much easier and they may not
have as much of a problem with the
senlinels. In every athar respect, this
adventura is unchanged.

There will still ba a fight with the
sontinels at Stark Enterprises, but it
will be due to the suddan appear-
ance of Fury, Wolverine, and the
CAA, nat the player characters.

If your players have contacted and
jeinad up with the mutant army, they
will be sent to Canada to follaw up
an rumoars of the armor’s existence.
The army will assist the players with
disguises, money, and maskers,
making the trip to Canada much
easier and safer.

The attack on the sentinel tactory
{see "“You'ra in tha Army Mow,"
below) will take place aftar tha PCs
return 1o Texas. There sfill won't be
lime ta outfit maore than one PC with
super armor before the factory
assault, however,




Judge's Overview:

In this mini-adventurg, tha PCs will
iravel to Kerrvilla, Texas. There,
they’ll join & mutant army — a super-
powarful force capable, they hope, of
overwhelming the santinel oppras-
BOFS.

Kerrville is abaut an hour and a
hall outside of Austin, Texas and
about 45 minutes narth of San Anto-
nio. This puts it in the heart of the
Texas "'Hill Country.” Befora the
MaSl party got out of control, Ker-
rville was a resort community, now
it’s a haven for renegadas.

Liberal handgun laws enacted in
Texas in the 1980 practically forced
everyans in tha state to bear arms.
Kemville and Kerr county had mora
handguns par capita than any other
place in the world, Good hunting in
the area maant a plethora of rifles
and shotguns as well.

Thare are many summer homes
nestled in the hills around Kerrville,
some quite palatial, some mare rus-
tic. Almost all are hidden from view
during the summer by mesguite and
cedar trees and tall brush. It is in and
around these old summer hameas
that the mystericus mutant army is
being housed and trainad,

The players journay to Kerrville to
Join up with this army. Thare they will
be trained, their powers honad to the
highast level possibla. If you want,
you can even increase each PC's
Fighting skill by a few percentage
points (or even a full levall). Oncea
trained, the PCs will lead Sebastian
Shaw's assault on the main sanlinel
factary.

Getting PCs Into the
Adventure

The word is spread thraugh the
mutant underground that a mutani
army iz being formed in Texas.
Mutants from all parts of the country
as well as from Mexico and Canada
are flocking there,

If your players already contacted
the CRA while looking fiar Tony
Stark's armor, Waolverine will insist an

going to Texas and will encourage
the PCs 1o go, oo,

Cince the PCs have dacided to join
up, the CRA will offer to help tham
get to Karrvilla. (Il they haven't made
contact with the CRA, a messenger
from Sabastian Shaw will give them
instructions.) In gither casa, they will
receiva instructions to go to an open
but deserted area near Stark Enter-
prizas Canada {or near their homa-
town).

The night selected for departure is
moonless and dark. As the PCs wait
in the dark, they hear the normal (but
aaria) night sounds — frogs croak-
ing, owls hoating, etc. Than, their
blood runs cold as decidely unnatu-
ral sounds intrude — a snapping
twig, rustiing leaves, the sound of
muffied breathing. 1s this a friend ar
an enemy? The players have but
moments to decida.

If they attack, they'll quickly learn
they've madea a mistake, for this is a
massenger from Shaw's army. In
fact, it's Rudy. the town gossip from
the first mini-adventura in this book.
Hes bean on Shaw's payroll all
along, guiding the Pls toward thair
destiny as freedom fighters. Just in
case they're nervous, Rudy givas
them tha famillar mutant under-
ground railroed hand signal.

Once all parties agrea they're an
the same side, Rudy leads the PCs
to a nearby waterway and than
gboard what appears 1o be a luxury
yacht. The ship's markings identify it
as an official vehicle of an American
hutant Affairs Committes — a yacht
isn't the mast easily-concealed thing
in the world, so the thinking is it's
better to hide it in plain sight and
hope you can Blull your way out of
trouble. So far, the rusa has worked.
Mot many people are willing to mass
with the Mutant Alfairs Committees!

Onca inside, the PCs find that the
interior of the craft is outfitted like a
ficating armory and barracks. There
are cots along the walls, arms,
rations, and explosives in crates, A
batlary of computer consales covers
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one wall. There are larga masking
devices located in the enging rgam
af the craft.

As with the trip to Canada, the thp
from Canada 1o Texas can be a3
frought with peril or as uneventiul as
wou want. You can use the NPCs
provided in the previous section or
maka up yaur awn, creating what-
ever new and intarasting challenges
you want.

The yacht fallaws the Mississippi
River, travelling mostly at night, until
it enters the Gull of Mexico, Then,
hugging the coastline, the yacht
heads west to Galveston, Texas.
There the ship pulls into a protected
inlet. Nearby the PCs can hear the
thwup-thwup-thwup of halicopter
blades. Rudy says, "There's our
ticket to paradise, Let's maval!” And
he leads the group to a waiting heli-
copter, This takes tham to Kerrville
— zlte of Sebastian Shaw's head-
guartars.

Cince the PCs arrive in Kearrville,
they lind themselves in a scene oul
of an ald west shaw: Everyone s
armead. Straw cowboy hats, kicker
boots, and faded jeans comprisa the
lacal uniform. There are pickup
trucks everywhere, many with
miaching guns mounted in the bad.
The feeling is fastive desplie all the
armament. This is Taxas al its mosl
radical, the way the natives like it

The sentinals may run the country,
but they dom’t run Texas, not yet,
anyway, and if the good ol* boys of
Kerr County have their way, no durn
robot' |l set faot within a hundred
miles of the place. Thare's an all-out
war going on hera batwaen the senti-
nels and the muties — and heare, at
least, the humans are on the side of
the mutants. Far the first time in
manths, the PCs should feel pratly
goad about their country's chances.

The PCs, feeling surprisingly at
homea amang these faisty, indepen-
dent falk, are taken to a small group
of summer hames atop a hill over-
looking the Guadalups River, about
six miles outslde of Kerrvilla. Thay



are usherad into the largest housa,
It's & stone house, built in the 1920s,
and it fits tha rustic nature of this
ared. Inside, the players come face
to face with the haad honcho of this
operation — Sebastian Shaw.

Sabastian Shaw

F RM(30) Health = 100
A GO{10)

5 GD{10) Karma = 70

E AM(S0)

R EX(z0) Resources =

IN{40)
I EX{20)
P RM(30) Popularity = 15

Krwn Powers:

Kimatic Absarption: Shaw is able to
absorb kinetic energy and convert it
to physical Strength, Agility, and
Health. He must be in contact with
the enargy to absorb Il He can even
sfrike a surface himself to absorb the
enardy. Whaenever Shaw is attacked
physically or by snergy attacks that
must strike him to hurt him, the
appropriate amount of "damaga™ |s
added to his Health, not deducted.
Hiz Health can be boosted as high
a5 400 in this manner. For every 50
additicnal points over 100 Health
points he gains, Shaw shifts his
Strength and Agility ranks by +1 C5,
Aftar 10 tumns, thess bonuses begin
o fade at a rate of 100 Health par
turn.

Talents: Shaw has Incredibla Rea-
=0n in matters of business and

Remarkable Resson in the area of
dafansafarmament dasign.
Contacts: Shaw has males in nearly
all law enforcement agencles and
maintains a network of “gossips" 1o
keep him infermed. His old businass
and political contacts abandonad
him long ago.

Background: Everyons knows about
Sebastian Shaw —he was quite a
calebrity for 8 while — and most
people heard about his unmasking
as a mutant, When the players get
over the shock of seaing Sebastian
Shaw alive aftar all this fime (ha's
been rumaored dead for vears), he will
tell them the following story:

In the latter part of the 20th centu-
ry, the illustricus Hellfire Club was
sacratly controlled by a group of
extremealy powerful and wealthy
mutants. Thelr goal was nothing less
than world demination. To show their
contempt for modern mores, they
affected the drass and mannerisms
of the late 18th century.

The Hellfire Club counted among
itz membears many af the world's
wealthiest industrialists and most
powerful poditicians. An invitation to
Jin the Hellfire Club was seldom
turned down, for it meant acceptance
amang the world's elite. One of the
benefits of membarship was true
power, powar of a8 sort most can only
draam of,

The real pawer within the Helifire
Club itself, howewear, lay with its
“Inner Clrcle This gircle, dominated
by mutants, was ruled by a King —
either White ar Black, like a chess
sel. At times, a black and whita king
would co-rule, bul such alliances
were usually shart-lived,

Sahastian Shaw, an industrialist of
some note, was, for many years, the
Club's Black King and unquesticnad
leader. That he was a mutant was a
closely-guarded secret.

Hastility toward mutants mounted
in tha 1280s. In this uneasy atmo-
&sphere, Shaw, the industrialist, was
asked to rastart production of tha
sentinels. His motives foar agreeing
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are obscure: He may have feft that
the sentinels would be more of a
threat to mutant-kind if they were
under anyone's cantrol but his own;
he may have felt that sentinels under
his control could ba used to bring
previously unknown mutants inta the
Hellfire Club's clutches; he may have
telt control of the powerful sentinels
would lead to political power and,
maybe even the conquest of America
and then the woerld. In any event, he
rose ta national prominence as the
builder of the sentinels — magazines
ran articles about him, and he
became a fixture on TV talk shows,

For many years, he managed to
hide the fact that ha was a mutant
fram the public and from the santi-
nels. For a while, Shaw was content
simply o be the power behind the
sentinels, but then, and he admits
this frealy now, he got too greedy. In
order to preserve the secrats of senti-
nel construction, Shaw devised a
competely automated factory localed
in an abandoned factory complex in
Austin, Texas. But greed and para-
naia Ieft him vulnerabla, and proved
to be his undaing: The factory ha had
craated was so totally avtomated that
the sentinels no langer needed their
creatar. Shaw’s creations barred him
fram his own facton!

From that day on, the sentinals
ware fully self-replicating, needing na
human agent. (Humans were allowed
1o sarve by delivering supplies and
specialized materials from outside
suppliars, however )

Suddenly powerless, Shaw saw
that the anly way to defeat the senti-
nels was 1o allack the sentinel facto-
ry and shut it down . . . permanently,
He explains that sentinels have lim-
ited self-repair capahilities, and aven
the smallest sentinel bases are
stocked with parts to rapair all but
thi most haavily-damaged robats,
but construction, that’s ancther story.
Parts fabrication and construction
are centralized. Shut down the Aus-
tin factory and it could be years
befora sentinel constructian begins



again. Shut down the factory, and
exigting sentinels would have a
tough time repairing themselves.
Shut dewn the factary, in other
words, and mutantkind might stand a
ehance of surviving!

An overwhelming assault on the
factory would leave existing sanlingls
yulnarable, unablea to rabuild them-
selves or increase their number,
Weakaned and limited In numbears,
they could be picked off one al a
tirme,

Coardinated strikes against intern-
ment camps across the country
wiould release prisoners and
increase the numbers af the mutant
army. Shaw envislons a warld where
mutants — led by himsell, of course
— would rule.

As Shaw ends his tale, he telis the
players that they have bean brought
here 1o be trained for the upcoming
assault. He has special knowledge ot
santinel programming and construc-
tion. He has a training course spe-
cially designed to help the players
defeal the sentinels and destroy the
factony.

This Ain't No Summer Camp

The PCs will be involved in the
fallewing training saquence. They
are supposed to gain shkills and
knowledge that will enable tham o
fight and defeat sentinels. Like the
Danger Room at Charles Xavier's
schaal for mutants (home of the X-
Men and MNew Mutants), the prob-
lems are very real and the PCs can
get hurt or killed — just how deadly
these encountars are is up to you.

The PCs are allowead to rest up for
a few days — some fun in the sumn.
swimming in the Guadalupe River, a
few gamas of softball, and lots of
deacent food for a changa. By the end
of all this, they should have back any
Health points they may have lost,
and be raring to ga.

They are lad to an opan area on
the shore of the Guadalupe River.
There's plenty of cactus, mesquite
Irees, tumblewaeds, and dust. The

terrain is uneven and rocky, and
there are disturbing numbers of scor-
piong and rattlesnakes, so the play-
ers will have to deal with tha
elements as well as whatever Shaw
has in store for them.

They will be instructed te astablish
g camp and wait until they’re told to
return to base. The first day goes
well enough — nothing out of the
ordinary happens. That night, a ter-
tific thunderstarm hits, It rains for
two days and nights stralght, causing
terrible flooding. When the storm is
at Its peak (the second night), a triad
of Omega sentinels strikes!

These aren't real sentinals, but
replicas controlied by computer {rom
the mutant army camp. They act like
sentinels in evary way, but thay can
be urned off by the oparator. These
raplicas can spot an opponent's
weaknass n three turns and laarn
from each ancounter, Linless the
players vary thair mode of attack,
they will be defeated quite quickly.

Defeat will lead to immediate recall
and a blizstering lecture from Sebas-
tian Shaw, who makes the worst
Marine drill sergsant look like Mother
GHoose.

“You may have defeated a lone
gentingl or two,” ha says. “You may
even hava gotten lucky and taken
out a triad, But uniess you listen to
what | have to say, your luck ig sura
to run out before oo long: You must
doubla-taam the sentinels, switch
opponents suddenly so thay can't
take advantage of anything they
leam about you during a fight. Never
giva them time to react”

He goes on in this vein for some
time, teaching the PCs how to deal
with the sentinels. (Il you wish, you
can increase each PC's Fighting skill
al this or any ather point in the train-
ing process.)

After this tirade, Shaw will sand
them aul into the wild again. Again,
the sentinal-clones will attack. This
will continue until the PCs defeat the
robots. Onee they accomplish this,
they'll be brought back to Shaw who
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will, at last, raveal his plan:

A Final Test

Several teams of mutants are
being rained for an assault against
the santinel factory in Austin. A full-
frontal attack would be suicide, 50
Shaw has a more devious battleplan
worked out. Only one band af
mutants — the team which performs
biest in training — will be loaded into
tha shell of one of his sentinel
clones. This replica will be loaded
anto a truck and a sympathetic
hurnan will drive to the factory, claim-
ing he came across this damaged
gentinel in the hills outside of town.
He's delivering it far rapair.

This should get the attack team
insida, where they can do serious
damage to the factory.

Shaw explains that the test the
PCs are aboul to undergo will detar-
mine whethar they or ancthar team
of mutants lead the attack which he
expects will be the first step toward
freeing all mutanls evenmwhers.

The PCs are led to a building
they've navar been in befare. A row
af hard, uncomfortable chairs faces
anather, similar row on the opposite
side of the building. Each PG is lold
to take a seal and a team of psychic
mutants —ona lor each PC — takes
a position in a chair on the other
side.

Before the PCs have a chance to
regct, the paychic mutanis begin an
assault which takes the PCs' braath
away. Instantly, the player charactars
arg plunged into a collectiva draam:

They sea themselves clambering
into an empty sentingl shall which is
then loaded onto a truck. Thay
approach a huge factory complex
which positively crawls with senti-
nals. They see themselves spilling
from the sentinel shall and scurnying
about planting small bombs here and
there. Thay split up, with some of
their number haading toward a
second-lloor control room and same
heading far an underground power
plant. Again, they lsave & faw bombs



whers they’ll do the most good.
Then, they scurry out and, seconds
tater, the factory blaws sky high.

Then, they awaken, Sebastian
Shaw stands over themn looking quite
pleasad, whether with himsalf or with
the PCs is opan to question,

"'Good! Viery Good!” Shaw says,
“Yours is the first group to achlove
complate success in this little dress
rahearsall The die is cast — you will
make history tomarrow, Rest wall
tanight” And with that he wheels and
leaves the stunned PCs to pandar
their fates,

The Briefing

The next morning, the PCs ara
usherad inte Shaw's headquarters.
He opens a drawer in his desk and
pulls aut a set of blueprints. Written
across the top are the wards, Shaw
Industries — Autemated Sentinel
Assembly Plant, Shaw points to tha
first skatch;

“This is the factory you assaulted
vesterday in a dream. Today, you
must put your bodies on thea line and
carry out the deed in the flesh.
Watch and listen carefully. This,” he
5RyS, pointing to a spot on the blue-
prints, “is the antry way to the facto-
ry's maln building. Sae this elevator?
It leads straight up to the contral
station. If, for some reason, you can't
get to the control station, or vou can't
shut the plant down from there,”
Shaw says, “head for the posrar
plant, here, on the lower laval, The
power plant has a design flaw (n it

He flips to anather plan.

*See this connection hera?” he
zays, circling a small area on the
plan. “Pull this secticn of wiring out
and the whale plant shuts down.
There are emergency backups, but
thay only run the communications
netwark and the computer-controlled
long-range scanning screens. Once
you're In the factory and have pulled
the plug, vou'll be able to plant these
charges

He gestures to one of his flunkies
wha brings a crate fllled with 24 plas-

tigue plugs.

"Half a dozen of these at the base
of the powerplant and a dozen scat-
tered about the first and second
floors of the central control reem
should ba enaugh,” he says. "Each
charge takes 10 10 15 seconds (bwo
turns) to place and set. Alter you've
placed the charges you'll have 10
minutes to get out, That will give you
&nough time to blow the place up,

aleng with any santinels still in there.

I you have any extra bombs, place
tham in and arcund the assembly-
line equipment or use them as you
sae fit"

“A brilliant plan if | say so mysalf.
We'll crush those mechanical bas-
lards beneath aur heels !

With this, the PCs are ushered aut
of Shaw’s housa with instructions to
rest up before the final confrontation
tomarraw.

The Showdown

The PCs are stuffed Into a sentinal
shell which is then loaded ahoard a
flat-bad truck. It's uncomfortable
inside the matal shell, and blistering-
ly hot, but the trip goaes fairly fuickly,
The truck arrives outside the Auto-
mated Sentinel Assambly Plant with-
out incident.

Approaching the axterior of the
sentinel factory, tha PCs can pesk
out through well-concealed ochearva-
tion parts and gat 2 look at their
ohjective.

The Automated Sentinel Assembly
Flant is surrounded on three sides by
thick forest. A four-lans road (twa in
each direction) passes in frant of the
building. A chain=link fence com-
pletely surrounds the facility.

Turning off the main road, the driv-
&r of the truck pulls up to the factary
pate. A Mark IV sentinel approaches



the cab and engages the driver in
canvarsation. Tha PCs can’t hear
what's going on, but they can claarly
sae that things are not going well,

tAll that's geing on is that the Mark
IV wanis 1o examine the sentinel
shell before allowing tha ruck o
anter the grounds. The driver, fearing
the PCs will be discoverad, wants to
drive all the way 1o the loading dock
first. The discussion seams o be
going badly for the driver)

The PCs must dacide whather 1o
help the driver cut of what is becom-
ing an increasingly tight spot, or
whether they shauld sit tight. Halping
the drivar will cnly reveal their pres-
ence, Sitting tight might lead to dis-
COVEY AnywWay.

Actually, sitting tight is tha way to
go — the santinel will @xaming the
PCs™ hiding place, but Shaw did his
work wall, and the Mark IV will dis-
cover nothing,

After this unnarving encounter with
the lone sentinal at tha gate in the
south-gast cormer of the compound,
the truck {or the PCs, if they're in the
open) must cross a 20° gap before
anather fance is raachead, with
another gate. The gap offers no cow-
ar to speak of, just low scrub. The
inner fence is electrified. Mation
detacting sensors dot the inner com-
pound. Any mavament will be repaort-
&d to a central computer in the
control raom inside {see below). Any
unauthorized movement will bea
grasted by a barrage of laser fire
from the turrets at each corner of tha
factory building.

A second Mark IV sentinel guards
the inner gate. This sentingl will pass
the truck without a second glance.
Pazsing through the inner fence,
puts visitars (or intruders) in sight of
twao of the three entrancas ta the
miain lactory building: There's a load-
ing dock ahead and ta the lalt of tha
gate and a small door directly ahead.

The lpading dock is et wide-open
to accept deliveries, A sloping sur-
face allows frucks to back up 1o the
opening while putting the bed of the




truck at the same height as the lacta-
ry floor. This provides easy access,
but, for this reasan, an Alpha senti-
nel stands guard here at all times.

The door straight ahaad of the
main gates leads to a small waiting
room where drivers (tha only humans
allowed on the pramises) can wall
whila their trucks ara unloadead.,
There is no way to reach the factory-
praper fram inside the waiting room
short of breaking through the walls.

[The third entrance is arcund back.
This is whare completed sentinels
axit — two doors, fifteen feat across
and forty feet high, are kept locked at
all times, not that any ordinany
human could open daors as heavy
as thesa, anyway.)

Once on the factory grounds, the
PCs can decide for themselves when
ta emerge from thair hiding place
and bagin their attack, The faclory is
dascribed below in enough detail so
the Judge should be able to handle
any evantuality;

The walls of the factory building
are steal-reinforced concrete. (Thasa
aren't particularly strang, but the
zantinels are arrogant enough to
think no one would be foolish
enough ta attack their home basa.)
Laszer wrrels al each comer of the
building shauld insure that all but the
most determined intrudars never
aven reach tha walls, The lasers
have Amazing range and da 50
points of Health damage when thay
hit {which they do with Amazing
accuracy on the Energy calumn of
tha Universal Table).

In the Factory

In tha northeast cornar of the
building there is a sentinel repair
facility. Thare are sentinel parts in
abundance here and a bank of com-
puters capable of accessing the fac-
tary’s information and intruder
scanning computers, though not the
factary contral sub-directaries. (This
computer bank, like all others in the
tactory, is set up for senfinels, or any
other beings thirty feet talll The con-

trols will be wall out of the reach of
any hurnan-sized characiar)

Alzo in the northaast cormer,
there's a patrolfrepair robat station.
Thera are dozens of smaill, tracked
robots with multipla arms roaming
here and alsewhere in the factory.
Their function is to rapair impropery
assambled sentlinels, pul out fires,
take care of pasis {animal, human, or
mutant) that slip through the cutar
defenses, and 50 on.

Maintenance Robols

F EOY15) Haalth = 35

A EX(20)

5 EX{20) Karma =

E MM(75)

R FRi4) Resources = @
I Shift {0}

P Shift Q{) Popularty = 0

Known Powers: Body Armor: These
robats have Excellent armor against
physical attacks, but the armor is
anly Good against energy and force
attacks.

Extra Arms: Each robol has six arms
with a reach up to six feet. Three of
these can be used for attack on each
turn.

Corrosive Touch: Each of tha rabat’s
arms can chew through non-organic
malarial at a Good level and can
inflict similar damage at powear level
-3 G5 against living targets.

Energy Teuch: The rabot can inflict
energy damage at Excellent power
lawal.

The Assembly-line

The automatad assembly-line is
unchangad from the day Sebastian
Shaw had it built. This daminates the
center of tha factary building. Parts
ara hoisted from undergreund stor-
age areas (sea balow) to 8 metal
baltway. This camles tha santinel-in-
progress from one assembly
machine to the next. All canstruction
takes place Inside the tunnel-like
machinary.

I’s possible to leap an the belt and
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maove inte an assembly maching, but
any character who doas this runs the
risk of being seriously injured. The
muktiple arms and part-fusing
devices inside each tunnsl are quite
dangeraus, Roll both a bunt and an
edped altack on the Unearthly
column of the Universal Table, Then
roll a grabhing attempt, using the
Remarkable column. Any charactar
caught by ana of the assembly
machines suffers an atlack each frn
urtil he or she breaks free. A charac-
ter held in the grip of ane of these
machines can't do anything that
invalves the hands, feal, arms, ar

legs.

And Now, a Few Surprises

Sa far, everything that's been
described is as Sebastian Shaw
ramembered, His briefing would
have covered all of this information.
Unfortunately, the sentinals made g
fiaw changes after they ousted him,
and the PCs are going to encounter
S0Me SUrprises:

For one thing, holographic imanes
of sentinel guards pace back and
ferth in random patterns about the
grounds and inside the factary. Your
players will learn that these
fearseme-looking robots are illusory
only if they try to contact the images.
There's no way ta tell which sentinels
ara real and which are not shart of
making conlact. Left to their own
davicas, the illusory sentinals will
simply pace and not acknowledge
the PCs" presence, There are a
dozen holographic sentinels wander-
ing about the factony and the
graunds, There are six real sentinels
on patrol at all times — four Mark
Vs, 8 Mark W, and a Mark VI, This is
in addition ta the sentinels assigned
lo the various pans of the factory
(s2e individual room and area
descriptions).

The major change since Shaw's
days hera iz in the elevator systam.
In the ald days, thare wera control
panels by each of the four elavators
in the factory, Those panels are still




thare, but they don't do anything by
themselves — the elevators now
have weight sanzars which must be
activated before the elevator will
wiark. It is nacessary 1o push tha
appropriate buttons an the control
panel and then put a weaight of at
least 2 tons on tha elavalor before i
will go up or down. If sufficlent
welght isn't detected, the alevator
platform won't move,

The Power Plant

Onee they figure cut how to get
the elevators waorking, they can make
their way o the upper and lawear
flaars. In the south-west corner of the
factory, an elevator platform leads
down o the power plant, the floor of
which is 100" below the main level.
Shaw told the players which circuits
te tear aut 1o shut this down. Then, a
few well-placed explosives will do the
trick. In addition to the plant tself,
there is a bank of computer lerminals
here, back-ups for the ones upstairs.
Thesa can't access the factory con-

trol sub-directories, but they can
aceess the factary’s scanning and
communications syslams.

If the PCs make it o the pawer
plant level, they'll encournter little
reslstance. Thera is ana Mark 1V
santinel hera, and just half a dozen
mini-robats,

The Storage Area

In the norh-west and north-east
corners of the main level, the PCs
will find elavator platforms leading
down to a storage level. Row upon
row of boxes filled with sentinel com-
panants (which maka dandy shields)
give this level a maze-like appear-
anca. Thare are dozens of mini-
robots down here, and a triad of
Mark IV sentinels, battar-equipped
for administrative duties than com-
bat.

The Control Room

Tha last elevator platform iz
Iocated in a controliobservation room
on the main factory leval. Hare, tha
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PATHETIC QREANIC BEING. ARE
YO SO ARRDGANT A5 TO BELIEVE
YOU COUL D EVEN APPROACH --
ALCH !_ES BENETRATE: - QLR INNER -

MODET SANCTUA UVDETECTED ¥

PCs will find three sanfinels — a
Mark IV, a Mark V. and a Mark V1.
There are alsa savaral computer
terminals here, These are not capa-
bla af running the factory if the main
system an the floar above iz shut
cdown, As with the other sub-systems,
these terminals run minor aspecis of
the plant’s operation and can access
the long-range scannars and com-
rmunications net, but can't run the
factory on their awn.

The elevatar platiorm in the centar
of this room offers the anly avenue of
access o the main contrel room on
the second floorn Entering the appra-
priata caode into the elevator's contral
panel and then putting enaugh
walght on the platform whisks PCs to
the sacond floar, The code can be
learmed by making an Intuition FEAT
rell and fiddling with any of the com-
puter terminals or elevator control
panels in the buillding. This takas
three turns. Characters can make as
rmany attampls 1o discover tha code
as they want. Entering the wrong




coda causes an elactric curent of
Amazing lorce to course through the
platform. (This is tha only elevator
with & defense mechanism like this, )

Once on the second floor, the PCs
find themselves in a room with many
computer terminals, sevaral win-
dows, and a couple of huge video
display terminals, These terminals
can be sat to show what's going on
in any sub-directory of any computer
terminal in the factory; they can be
hoaked into cameras hidden
throughout the factory and show
what's going on arywhere on the
grounds; they can be hooked to the
long-range scanners and reveal what
the system’s sensors show
approaching from the distance: and
&0 an. Windows set high in the walls
allow anyone In this room to watch
what's going on in the main factory
level first-hand,

Metal plates, like small man-hale
covers, sat in the floor are actually
defensive weapons — any unauthor-
ized activity in this room activates a

sensing system which analyzes the
mutant power (if any) of intruders,
The sehsors can then sand any sub-
stance, gas, of lorce (within reasan)
through small hales in the matal
plates. Whatever the computer dater-
mines is most likely to stop the
intruder jats out of the plate.

The sensors take three turns to
analyze the nature of the intruder
before activating the defenses.

The most striking feature of this
room is & large semi-circular protru-
sion from the wall opposite the eleva-
tor platform, This is the factory's
“brain,” the central computer that
runs the whole works, There's a
large, metallic "eye” sat high on the
convex face, a speaker grill just
balow the aye, and a viewscrean
belaw that, This wasn't here during
Shaw's day, and the PCs shouldn't
have any idea what it is,

This cantral control computer is
the key 1o the entire automated fac-
tory. Dastroy it (no sasy task, given
the fact that it is made of Monstrous

strength material) and the factory
shuts down. Only the scanners and
communication systems continue fo
functian.

The "eye" isn't for seeing — the
computer "sees” thraugh a varlety of
sensors throughout this room, the
rest of the factory, and the grounds.
The eye is a huge concussion can-
non (Amazing range, 40 damage,
Faorca weapon, capable of firing two
shats per turn).

Oddly enough, this weapon is the
computer’s weakest link. & wall-
placed enargy or force attack, or a
bemb in the slx-inch opening in the
eya-sockeat will blow the machine ta
kingdom come. And the deviee must
be destroyed or the factory will con-
tinue functioning {ar will quickly
repair iteelf),

The central computer can spaak,
its harsh metallic voice emanating
from the grill below its “eye.” It has a
sense of self-greservation — if it
appears the battle is lost, it will try to
make a deal with the PCs, olfering
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them their lives, richas, even a voice
In sentinel affairs,

It lies through Its electronic teeth,

The offers it makes in its chillingly
machanical voice are nothing mare
than attempts to galn time. Even-as it
speaks, it's sending emergancy mes-
sages to santinels everywhere, tell-
Ing them what's going on and
ordering them ta the lactory.

Directly below the speaker grill is
yat anothar video display terminal.
Az zoon a3 the central contral com-
puter has sent cut its distress 5ig-
nals, it will call up a radar screen, a
screen coverad with dots, all con-
verging on a caniral point.

"You are fools,” it cacklas. “Walch
the screen. Watch as a company of
santinels descends upon you — 31
Alphas! 16 Omegas! 13 Mark
models! Surrender naw, and your
daaths will be aasy. Hesitate and vau
will be torn limb from limb, and that
i% jusi the beginning. Death will
comea slawly and painfully 1o you,
Mow, choosea.”

(If tha screen on the central control
computer is destroyed, this vision
and these words will emanate from
ane of the factary’s athar terminals.)

At this point, the players have very
little fime to makea decisions. If they-
've planted any bombs, they have to
get out bafore those bombs go off.
And the company of sentinals will be
upon tham within five minutes.

They can, of course, try to fight,
but that iz sure 1o result in disaster
— don't avan play it out. Just
describa the heroic deaths of the
player characters as entertainingly
as possible. (If vou're feeling ganer-
aus, tha PGs could be captured for
questicning about the CRA, tha
underground rallroad, Shaw’s army,
or anything elsa thay may have
learned during the course of theair
adventuras.)

Escape

Escape is the order of the day, but
how? Anyithing really clewvar will
worke, but clever is the operative ward

— making 2 braezk far the road aul-
side the factory will bring the sentinal
hordes down upon tham.

Stealing a truck will maka life a
litlle gasier — a =ingle riad of
Omega sentinals will pursua tham,
but they might survive such an
altack.

The best way 1o get out is via the
rear daors. If they can gat the huge,
locked doars open, they have only to
get avar twa fencas (one electrified,
wou'll recall) and they'll be in thick
woods. The sentinels can blast their
way through tha forest with frighten-
ing ease, but if the players have
Gilda with them or any kind of mask-
ing device, they just might pull off an
escape this way.

Finalky, if they're complataly
stumped, Wolvering will appaar — he
was on another team which fared
lzss well in the pesychic raining
sequence, so he didn't take part in
the initial assault. Being a loner, how-
gver, he made hiz way hera on his
cown and will lead them 1o the raar
doors and out of tha laclory.

All of these escape routes arg
risky, but with half the sentinels in
the known world on theair tails [achu-
ally, it's only abaut 104, but who's
counting?}, the PGs would be wise to
take the risk.

The Aftermath

If tha PCs maka good their
escape, they will be grested at
Shaw's camp as heroes, From there,
their life choices are pratly clear:

They can ramain with Shaw's army
and continue the fight apainst the
sentingls. Mow that the sentinels’
ability to replaca losl units has been
compromised, Shaw is ready to
begin a major push against them.
With the suppart of radical Texans,
this could be the beginning of the
end for the sentinels, Anti-mutzant
fesling will still remain, but that's
anocther stary, and a balile far
another day.

They can return to thair hometowr.
This has the advantage of putting

them back in familiar {though still
sentinal-dominatad) t@rritony.

They can make tha trek back Io
Canada where they can link up with
the CRA or with Slark Enterprises.
Wolverine is heading for Canada
where he plans to push for a coordi-
nated strika against northern sentinal
bases. With Shaw pushing from the
south and the CRA pushing from tha
norih, the sentinels may be in trou-
bla. The PCs can accaompany him.

They can also head for Stark
Enterprises. Lile thera would be as
close to idyllic as they'ra going to
find until the anti-mutant hysteria
dies down, and who knows whan
that will ba?

Whatever coursa of action thay
choose, the PCs can sleep well
tonight, knowing thay'vea struck the
lirst significant blow against sentinal
tyranny.

The final batile is about to bagin.




The Sentinels

In the future, six types of santine
rebats operate In North America: tha
mark IV, mark W, mark V|, aipha, and
omeada sentinels. Tha marks 1V,
and Vi are obsalate, but still parferm
patrol dufies in quiet areas and serve
as headquarters functicnares. The
alpha type is the basic combat sentl-
nel and the type most commanly
encounterad. Omega sentinals act in
bath & combat and command capaci-

All sentinels shars several charae-
teristics. All are 20 feet tall, human-
oid, and contain thair sansory
apparatus in their heads. Thair
brainz, however, are in their chesis,
They are pragrammed 1o spaak any
naeded languaga, and can communi-
cate with each other silently over any
range by radio. They walk with Good
speed bul cannot run or Jump. They
hava slightly better sight and hearing
than humans, towch equivalent to
humans, and no sensa of taste or
smell. All are sealad against hostila
anvironmeants, extrams pressure,
and weather; they can travel into
cutar space or undear the acean with
no modifications,

Learming Program: All sentinels ara
equipped with an adaptive learning
program allowing them to learmn from
their mistakes. After three rounds of
combat with any charactar (mutant or
not] alf sentinels gain 2 +1 column
shift whenever they fight that charac-
lor This honus |s available to all san-
tinels evarywhere—the information s
instantly relayed across the sentinel
communication network. The bonus
applies aven if the sentinel is
destroyed in the third round of the
fighL. Further, any senlinels sent to
find that character can have special
equipment installed to counteract the
character's powers.

Auto-Repair: All sentinals can
repairthemselves under the follow-
ing conditions:

1. They must have at least 20 par-
cent of their eriginal Health points
remaining.

2. They must have accass o
approprigte repair materials.,

3, They must have sufficient time
to make the repairs.

Repair malerials are always availa-
ble at any sentinel basza. .ﬁwa}' from a
basa, a sentinel can repair itself only
o 75 percent of its original Health.

Repairs take 30 minutes per 10
Health points restored.

Mark IV Sentinel

F EX (20} Health = 185
A EX {20}

= AM (50) Karma = 0

E MM (75)

R T (B} Resources = 0
[ TY (6)

F T (&) Popularity = 0

Known Powears:

Fitght: Mark IV sentinels can fly nine
dareas per round using jets built inte
their boots.

Mutent Defection: Remarkable rank
with Monstrous range. The sentingl
Iz aquipped with a uni-spectrum
organic analyzar. This analyzer can
datect all living things within ona
mile and determine whethar each is
animal, human, mutant, or none of
the above.

Eody Armor: Mark Vs have Remark-
able body armor. The armaor lisalf is
Remarkable material,

Emargy Beam: Mark Vs mount
energy baams which fira through
their eyes, causing Incredible dam-
age. They can fire almost any type of
enargy beam: plasma, electrons,
heat, light, X-ray, etc.

Gas Jets: Mark Vs have gas jets in
their palms that can project various
Iypes of gases (knockout, tear,
smoke, elc.) of Remarkable potancy
up 1o wa areas away.

Caloh-Web: Remarkable strength
steel cables can be fired fram the
rmark [V's wrisls to entangle and
restrain mutants. These cables have
arange of iwo areas.

Search Lights: On their lowest ppssi-
bla saffing, the mark Vs energy
beams can be used as search lights.

a

Customization: Mark 1Vs are
extremaly flexible. Almost any type
of weaponry or special equipment
can be mounted on them, depending
upon their specific missicn. Details
ara left to the Judga.

Mark V Sentinel

F EX (20) Health = 130
A EX (20)

5 A (50 Karma = 0

E UM (100}

R GD [10) Rasaurces = 0
| TY {6}

P TY (8] Popularity = 0

Known Powers:

Hiight: As mark IV, but 10 areas per
o,

Mutant Detectlon: Remarkable rank,
Monstrous range, as mark [\,
Camputer Link: Each sentinel of
mark V' or superior type is tiad to &
base computer containing detailed
infarmation an all known mutants.
This allows the sentinel to instantly
identify any knawn mutant and ana-
Iyze how best to handle it. Mark v
sentinals maintain this link through
FM radio,

Bady Armor: Remarkable, as mark 1V
Energy Beam: As mark IV, but
cAuses Amazing damage.

Gas Jeis: As mark IV,

Cold Beams: Mark Vs can spray lig-
uid nitrogen from their eves to a
range of wo areas, Opponents hit by
this beam must make an Endurance
FEAT roll and chack the Stun
column. If stunned, the character Is
also encased in & sheath of lce
(Good material strength).
Customization: As mark IV,



Mark ¥l Sentinel

F RM (340) Health = 250
A EX {20)

5 AR (B0 Karma = 0

E Shift X (150)

R GO0 Resources = @
I GO0

P TY (B) Popularity = 0

Known Powers:

Flight: As mark IV, but 10 areas per
round.

Mutant Datecfion: Amazing rank, at
Shift X range. Otherwise as mark 1V
{but ranga i5 two milas).

Computer Link: As mark 'V, main-
tained by FM radia.

Body Armor; Remarkable, as mark
I

Erergy Beams: As mark IV, but
cause Amazing damage.

Gas Jets: As mark W
Customization: As mark 1V,

Alpha Sentinel

F AM (50) Health = 280
A I {40)

3 Al (50} Karma = 0

E Shift X (150)

R EX (20) Resourcas = 0
I GD (10}

E G0 {10) Popularity = 0

Known Powers:

Fiight: 12 areas per round, as mark
I

Mutant Detection; Unearthly rank,
with Shilt Z range. Otherwise as
mark I, {but range is 10 miles).
Computer Link' As mark Y, main-
tained by tight-baam lasar communi-
catlan.

Body Armor: Incradible, made of
Incredible strength material.

Erergy Beams: Range of sl areas,
cause Amazing damage, can also
fire pure concussive force, Other-
wize, as mark IV,

Etectrcal inswiation: Alphas are insu-
lated to provide Excellent resistance
against any sort of electrical attack.
Darts: Each alpha sentinel carrias 10
javalin-sized steel darts in its trunk.

Thess can be fired up to three areas,
causing Excallent edged attack dam-
age. They cannct penetrate any
material strengar than Remarkable,
Custormization: As Judge desires.

Omega Sentinel

F AM (50 Health = 290
& IM (40)

5 AM (50) Karma = 0

E Shift ¥ (1500

H R (30} Resourcas = 0
| EX {20)

P GO 10 Popularity = 0

Known Powars:

Fiighi: 12 areas par round, as rmark
IV,

Mutant Defaction: Unaarthly power at
Shift £ range. Further, tied into it
caomputer link, the omaga santinal's
organic analyzer has an extended
range af 100 milas.

Computer Link: As alpha sentinal, but
can fie into the entive sentineg com-
puter network.

Body Arrvor: Incredible, made of
Incredible strength material.

Energy Beams: Range ¥ areas,
cause Amazing damage, and can fire
pure concussive force. Qtherwise as
other sentinals.

Encephalo-scan; Omega sentinels
are aquipped with a sensory beam
that scans the brainwaves ol charac-
tars being interrogated 1o determine
whether they are lying. A characlar
who iz lying deliberately must make
a Payche FEAT roll. Any result other’
than red indicates that the sentinel
detects the lie and reacts accard-
irgly.

Etecirical Insulation: Remarkable
resistance to any sort of electrical
attack.

Darts: A= alpha sentinal, but range 15
4 areas and these cannot penetrate
any material stronger than Incredi-
ble.

Leaming Program: Omega sentinels
gain the combat Bonus (column shift)
after only two rounds instead of the
usual thres.

SWaT-AM
SWATAM stands for Special
Waapons and Tactics: Antl-Mutant.

These are alite police specially train-
ad and equipped to daal with

mutants.
F A & E R I P
EX GD GD T TY TY GD
Heaalth: 46
Karma: 22

Talants: Law Enforcement, Marks-
manship

Equipment: machina pistol, knife,
nightstick (same as club), fragment
grenade (1), knock-aut grenade—
Excellent (1), sonic grenade {1},
infra-red flashlight, infra-red geggles,
gas mask, mace canister, flak jacket,
inhibitar cuffs, two-way in-halmet
radie, hand-held arganic analyzer—
Good powar rank {1 area range)

SWATAM teams apearate in 10-man
sguads, two four-man combat teams
and a two-man command team. In
addition to perzanal equipment, the
first combat team carrias three stun
riflas and a grenade launcher loaded
with Excellant intensily krook-oul
grenades. The second leam camias
g machine gun, a LAW, and uses
armor piercing bullats in its machina
pigtels. The command team has an
organic analyzer of Goad powear with
Z-araa range.

In areas with haawy mutant activity,
ohiie member of the command team
may be armed with a mutant neutral-
izer. Tha neutralizer strips away a
miutant's powers for 1 §o 10 mounds.
Aange is 3 areas, The target gets to
make an Endurance FEAT roll 1o
avoid the effects, If this rall s failed,
the targel lo=as the use of all powers
for 1 1o 10 rounds and his abilities
drop ta Excellent (uniess they were
lower 1o start with). Talents are unaf-
fectad.

SWATAM teams typically traval in
armored carrigrs. Battle coplers ana
available when necassary.
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Reap g_m- Wﬁw %f»*rm“gg;:ﬁ

_by Caroline and _Warren Spector

You've been hourided i ngr ;a::k—hnnted Hi-ute.—gl'urrm wgimﬂu '!i:ru Wi BEn numm
oy kilier robots.

You've lived like an arnmai

You've had encugh. = o

Now it's time for mutamis 1o fight back, 'ﬂITIE'h:Il Ihe mmmmucnmﬂht !'u.|mm.
You've learmed to :unﬁlw. tl:r thrmi. by s-trihng frnm the ﬂﬂ:lum A thrust here. &
blow thera. .

Now ‘ﬁlm‘d has begun fo circuiate nf A rrl.llant with pnllmr nnm:gh o frighten the

santinals . uf ‘equipment which can give mutants a fightlng chance against their
nppmaanr& -'of a man wlth a vision, a vision of a mul.mt army capable of over-
whelming &n\r foe,

You'll a'trll:e like & whirlwind and reap whal you can. Your fives will never be the
same.

. The thowgni npp!-ua.m Vo
" REAP THE WHIRLWIND is the third mapter iry the Future in Flamea senies ﬁealgned
. for use with the MARVEL SUPER HEROES™ Advanced Setl. Itlmhuﬁaamtm
al'u:i ada’ 22'!:"' full-color map.
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. i el characIers and Ing dISTNCHVE IKEGRARAR TNAREDT  Thi nanes ol Gharackend wsed hereire are Hoblicus and do
are irademarks of (he Masos! Entertsinment Group Inc.  -nol refer o any persons Bving or dead. Aey descriplioes A
L MARVEL SUPER HEROES and MARVEL SUPER VILLAINS including similarities b parsans living or dead are merely _,--"'I
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