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Ultimate Guide to Bases and Headquarters 
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Contact Information & Disclaimers: 

This unofficial resource was created for use with the Marvel Super Heroes Adventure 

Game™ SAGA Rules. While every effort has been made to make these statistics as 

accurate as possible, the statistics contained herein are unofficial and represent only one 

man’s opinion on the characters and their capabilities. Although the game is currently out 

of print, I do encourage you to make every effort to locate and utilize any official 

materials that you can. For the most part, they are first-rate materials. 

 

Disclaimer 1: I have no official connection with TSR, Wizards of the Coast, Hasbro, 

Marvel Comics, or any other company or entity that owns the intellectual property rights 

to the characters or game mechanics. No connection – either expressed or implied – is 

intended. 

Disclaimer 2: The Marvel Super Heroes Adventure Game™ SAGA Rules is Copyright © 

and Trademark ™ TSR, Property of Wizards of the Coast, a Hasbro Company. No 

official or copyrighted materials relating to the Marvel SAGA game are contained within 

this document. 

Disclaimer 3: Characters, Character Names, and the distinct likenesses thereof are 

Copyright © and Trademark ™ of their respective owners and are used without 

permission. 

Disclaimer 4: Although this document contains materials originally published elsewhere, 

it should be sufficiently different in both content and style as to constitute an original 

derivative work under copyright law. Every effort has been made to cite non-original 

parts. No infringement is intended. Source materials: Dragon magazine #252, The Reed 

Richards Guide to Everything, The Marvel Super Heroes Adventure Game (SAGA) 

Game Book, A Guide to Marvel Earth, and the Marvel Super Heroes Player’s Book (from 

Marvel Classic).  

 

For more information and game materials, or to share comments and request 

corrections, please see:  

• The Marvel Superheroes Yahoo Group 

(http://games.groups.yahoo.com/group/mshag/)  

• My Blog, the MSHAG Library (http://mshaglibrary.wordpress.com). 

 

Summary & Description: 

The Avengers' Mansion, Castle Doom, and Four Freedoms Plaza. All of these places are 

landmarks of the Marvel Universe. More importantly, they are the headquarters of heroes 

like the Avengers and the Fantastic Four or villains like Doctor Doom. Bases, 

installations and headquarters are a staple of the comics. This article talks about how to 

add bases to the Marvel Super Heroes Adventure Game, both heroic headquarters and 

villainous secret hideouts. 
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Location, Location, Location 

The first thing to consider in building a base is where is it located? A base might be in a 

city, like the Avengers' Mansion, or it might be located on the outskirts, a safe distance 

from the city, such as when the Avengers relocated to Hydrobase off the coast of 

Manhattan. The base could be some distance from major cities and towns, like Dr. 

Doom's castle in the Adirondack Mountains. Such a location provides more privacy, but 

makes the base less accessible. 

Of course, the base could be even more distant: deep underground or underwater, or 

hidden away in a distant place like Antarctica or Tibet. It might not even be on Earth, 

located in orbit, on another planet or even in a distant galaxy, like the Dyson sphere rock 

singer and mutant teleporter Lila Cheney used as a base for intergalactic piracy. 

Generally speaking, hero bases tend to be closer to the people the heroes work to protect, 

and are accessible to the public in some way. Some heroes (like the X-Men) prefer to 

keep a low-profile, and don't publicize the location of their base, but they remain close to 

places where they're likely to be needed (Salem Center isn't very far away from New 

York City). Villain bases are usually hidden or located in distant places where they can't 

easily be found or attacked. 

 

Structure 

Once the location of the base is chosen, ask what is its structure? Is it some fairly 

ordinary structure like a house, mansion or office building, or is it something more 

elaborate like a castle or underground complex, or even an orbiting satellite, moonbase or 

Dyson sphere? The base's Intensity can be used as the material strength of its walls and 

major components unless otherwise noted. 

The Narrator should consider the abilities and resources of the owners of the base. Could 

they create or acquire such a base? For example, the Avengers are funded by the Maria 

Stark Foundation, which provides for their mansion headquarters. If the Avengers wanted 

to set up shop on the Moon, they might have some difficulties, unless they could find an 

existing structure they could modify (like the ruins of the Blue Area). They would also 

need some means to get back to Earth quickly in case of emergency; even their quinjets 

wouldn't be nearly fast enough. On the other hand, an orbiting base formerly used by 

A.I.M. was perfect for Baron Zemo's plan to take over the Earth: isolated and hidden 

from Earth's heroes while Zemo's bio-modem did its work, taking over the minds of the 

world's military. The same is true of Magneto's Asteroid M, isolated from the dangers 

facing mutants on Earth. 

The designer of the base (the player or Narrator) may wish to draw a map of the base to 

get a better feel for the structure and layout, as well as what other features might go into 

the base. 

 

Features  
A base is assumed to come with all the normal amenities of a decent house or office: 

living room, dining room, office space, bedrooms, furniture, and so forth. It has utilities, 

heat, light, and such, and a reasonable amount of space. Everything else is considered a 

feature, and must be purchased separately. The different features are listed below. 
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Features 

 

Backup Power: A backup power system, able to take over if the main system is damaged 

in any way. 

Communications: The base can communicate via radio and TV waves (or one other 

means of the owner's choice). Each additional means of communication (like a 

hyperspace relay) is an additional feature. 

Computer: A computer capable of processing information from a library and running the 

base's systems. As an additional feature, the computer can be artificially intelligent, with 

an Intellect equal to the Intensity. 

Concealed: The base is hidden from casual sight by some kind of camouflage and/or its 

location is not generally known. Finding the base is a challenging Intellect action. A 

concealed base usually has its own power plant, to prevent people from locating the base 

by tracking its use of power and other utilities. 

Conference Room: The base has a room to hold conferences. These may be press 

conferences with the media or with each other to coordinate battle plans. 

Criminal Database: The base has detailed files on known criminals and enemies to aid 

in detection and identification of criminal threats. 

Danger Room: A room capable of creating various holographic threats and traps for 

training and testing purposes. 

Deathtrap: Automatic system geared toward puzzling and then killing intruders. The 

difference between a deathtrap and a defense system is generally that the deathtrap pulls 

no punches; it tries to kill you. Villain bases may have many different deathtraps as part 

of the defense system, or reserved for putting captured heroes in. 

Defense System: A defense system provides the base with weapons it can use to protect 

itself from intruders (missiles, electric fences, etc.). 

Dock: A facility for storing and maintaining water-vehicles like a boat or submarine. 

Firefighting: Automated systems for snuffing fires inside the base. 

EMP Protection: The base is protected against Electromagnetic Pulse (EMP) with anti-

magnetic shielding. 

Garage: A facility for storing and maintaining various ground-vehicles. 

Gym: A fully equipped gymnasium with weights, gymnastics equipment, sporting gear, 

track, and so forth. It includes weights or weight-simulators designed to test the Strength 

of any user of the base. 

Hangar: A facility for storing and maintaining air-vehicles of all kinds. 

Infirmary: A medical facility for treating injuries, illness, and other maladies. 

Isolated: The base is isolated from the rest of the world in some way, making it more 

difficult to reach. It may be deep underground, underwater, in a distant place (like 

Antarctica), in outer space, on the Moon or even in another dimension. An isolated base 

must have its own power plant and must be Sealed if it exists in a hostile environment. 

Lab: A facility for performing scientific tests and research. 

Library: A storehouse of information. This may be actual books and paper records or 

computer files (or both). 

Mobile: The base can move under its own power, like a vehicle. 

Power Plant: The base can generate its own power, rather than drawing on outside 

power. The power plant may supply all of the base's needs, or it might be kept in reserve, 



©2014 MSHAG Library 

in case outside power is cut off. 

Prison: A facility for holding people captive. It includes power-dampeners or other 

measures to hold super-powered prisoners. 

Sealed: The base is independent of the outside environment and has its own air, food and 

water resources. 

Security System: The base has alarms and sensors designed to detect intruders. 

Overriding the security system is a challenging Intellect action. 

Sensors: The base can visually detect things inside and outside (using closed-circuit 

cameras or something similar). Each additional sense is another feature. 

Sentience: The base can think for itself with an Intellect score equal to its intensity. 

Unlike an artificial computer intelligence, the base is truly sentient and can have unique 

thoughts and even experience emotions. 

Staff: The base has a staff of personnel to take care of it and the needs of its residents. 

This may be a single very efficient butler or housekeeper, or a full staff of specialized 

personnel. 

Vastness: The base is much larger than a mansion, castle or office building. It may be a 

tesseract, larger on the inside than it appears outside, or it might be a huge installation, 

perhaps even an entire world or dimension. 

Workshop: The base has facilities to manufacture equipment of some kind (items, 

equipment, weapons, vehicles, chemicals, etc.). 

 

Advanced Construction: Packages  

A base is assumed to come with all the normal amenities of a decent house or office, but 

sometimes a building will feature something extra. Both your home and Trump Towers 

will have enough bathrooms to satisfy its occupants, but unless you’re extremely wealthy 

you won’t have much 24k gold decorating the walls. Packages give you the optional 

ability to define and expand upon the basics listed above. 

The packages below detail the common equipment and furnishings that can be found in a 

building with that package. Any package can be made Deluxe for an additional +1 to 

cost. Deluxe packages add extra amenities and/or nicer versions of basic equipment. Such 

extra features are a major investment for many working class homes, but are pretty 

standard in the homes and offices of the wealthy. A wealthy person can make a 

challenging financial Willpower action (Average, if they have the Finance skill) to 

upgrade all packages to Deluxe for only 1 point in difficulty on the building action 

(instead of 1 point per package). 

No matter what skills or powers you have, buildings must be large enough to 

accommodate a number of rooms (and rooms of sufficient size) to hold the package. For 

example, a single hero with a 2-bedroom apartment might have a bedroom and either an 

office or a library, but he couldn’t have all three. Anyone with a dwelling smaller than a 

manor home probably shouldn’t try to squeeze in a danger room or a deluxe gym 

package. 

 

Communications Room  

Base Cost: +1 – Occupies one room.  

Includes chair, short-wave monitor, and tap-in for computer networks and police band.  

Deluxe package includes national security alert equipment and visual display screens. 
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Computer Room 

Base Cost: +1 – Occupies one room.  

Includes computer itself and a terminal for access, or terminal and communication 

equipment for access to computers outside the building. This computer is capable of 

performing simple tasks (calculation, information retrieval, monitoring) with Intellect 6.  

Deluxe package includes a computer with Intellect 8. 

Note: Computers with higher forecasting and processing abilities, such as the one running 

the old Baxter Building and computers with artificial intelligence (AI) are unique 

designs.
 1
 

Conference Room Package  

Base Cost: +1 – Occupies one room.  

Contains material for assembling of heroes, or alternately for news conferences and 

presentations. Contains large table and up to 10 normal chairs, or platform, speaker, and 

30 ordinary chairs. 

Deluxe package includes full multimedia projection and holographic display. 

Crime Files Room a.k.a. Criminal Database 

Base Cost: +1 – Occupies one room.  

Room cost includes computer terminal, hard copy backups, chairs, and lights. 

Basically a separate computer with a specialized task at information processing and 

retrieval. Used by large groups to keep track of former villains and the modus operandi of 

each. Performs its task with Intellect 8. (Example: Buildings are disappearing, leaving 

large holes in the ground. A check with the crime files computer indicates this has been a 

previous tactic of the Mole Man.) Super hero groups on good terms often share their 

crime files.  

Danger Room  

Base Cost: +1 – Occupies 3 or more rooms. 

Duplicates the deluxe Gym package with additional active dangers and security systems. 

"Threats" may be of any general type, but no "threat" may exceed 14 intensity.  

Deluxe package increases all abilities to 16 intensity, and grants limited holographic 

generation (Illusion 8). This represents the danger room of the type originally possessed 

by the X-Men and now used by the Hellions.  

Note: The X-Men’s Shi'ar hybrid danger room is a unique design using alien technology, 

and had full holographic and robotic abilities (all powers at intensity 20).
 1
 

Defense Package  

Base Cost: +1 – Will protect one or more areas.  

Pre-set Defenses consisting of one or more of the following: entangling tentacles, nets, 

lasers, stun rifles, concussive rifles, or pit traps at a maximum of intensity 12. 

(Ensnarement, Energy Blast, Stun Blast, Spikes +2, or Kinetic Control: Blast Only) 

Deluxe package is as above, but at intensity 16.  

Multiple defense mechanisms may protect the same establishment (example, one 

compound may have nets, stun rifle, and lasers). 

Note: Specialized defense packages may be designed, but powers that exceed those 

outlined here must be purchased separately.
 1
 

Dining Room Package  

Base Cost: Free – Occupies one room.  

Consists of table, four chairs, and a ceiling lamp.  
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Deluxe package adds larger table, a bureau or china cabinet, a set of good china, sterling 

tableware, and additional seating. 

Dock Package  

Base Cost: +1 – Occupies three areas per sea vehicle.  

Servicing and storage for up to three subs or sea vehicles, including dry-dock facilities 

for one vehicle at a time.  

The deluxe package has servicing and storage for up to nine subs or sea vehicles, 

including dry-dock facilities for up to three vehicles at a time. 

Fire Protection Package a.k.a. Firefighting 

Base Cost: +1 – Occupies no additional space.  

Sprinkler system that covers the entire building and provides intensity 6 protection from 

fire. Deluxe package adds foam projectors that provide intensity 8 protection from fire.  

Note: Fire Protection Packages automatically activate on detection of heat or smoke, and 

must be modified to avoid extinguishing flaming heroes.
 1
 

Garage Package  

Base Cost: Free – Occupies one room.  

All buildings are assumed to have enough parking spaces to accommodate its typical 

occupants, but such parking is often outside.  

The Garage package indicates more of a mechanic’s garage (where cars are repaired), 

rather than a residential garage (where cars are parked).  

The Basic package has facilities to park and maintain up to four ground vehicles, 

including repair facilities and a fire extinguisher.  

The Deluxe package includes facilities that may service up to twelve ground vehicles. A 

Garage that is capable of servicing unusual ground vehicles (tanks, for example) is 

always considered Deluxe. 

Gym Package  

Base Cost: +1 – Occupies one or more rooms.  

Consists of typical weight-lifting equipment, all-purpose gymnasium, lockers, and select 

gymnastics equipment (mats, rings, even and uneven parallel bars, and pommel horse).  

Deluxe package includes separate locker and steam rooms (two additional rooms), 

computer-assisted diagnostic displays, boxing area, robotic opponents, and electronic-

based weights capable of reaching 100 tons. 

Hangar Package  

Base Cost: +1 – Occupies one area per vehicle using that hangar.  

Servicing and storage for up to two air vehicles, including repair facilities for a single air 

vehicle. 

Deluxe package includes facilities for multiple aircraft, up to a maximum of five.  

Imprisonment Package a.k.a. Prison 

Base Cost: +1 – Occupies one room.  

Contains standard restraining devices, including walls, bars, and restraints of material 

strength 14.  

Deluxe package upgrades materials to material strength 16 and adds a power-inhibiting 

field that suppresses superhuman powers and abilities (Nullification 12).  

Note: Facilities used to house super-powered criminals long term may be constructed 

from sturdier materials (Material Strength 18+) and are typically more effective at 

reducing (Resistance +8 or more) or negating (Force Field, Power Theft, and 
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Nullification at 15+ intensity) powers. 

Kitchen Package  

Base Cost: Free – Occupies one room.  

Consists of sink, stove (gas or electric), four cabinets, basic cookware, stainless 

tableware, average counter space, and a refrigerator. 

Deluxe package adds dishwasher, microwave, fire extinguisher, and a freezer. 

Laboratory Package a.k.a. Lab 

Base Cost: +1 – Occupies one or more rooms.  

Basic lab equipment: scales, sinks, common chemicals, a microscope, and a computer 

capable of analysis at Intellect 6.  

Deluxe package includes computer capable of analysis at Intellect 8, a clean room 

(prevents germs from escaping the lab), plus a poison analysis and serum dispenser (acts 

as an antidote against known poisons and toxins at intensity 8).  

Note: Certain pieces of equipment, such as electron microprobes, stellar mass detectors, 

and particle accelerators must be purchased separately.
1
 

Library Package  

Base Cost: +1 – Occupies one room.  

Consists of two easy chairs, table, desk, straight chair, and up to five bookcases on 

general subjects (texts readily available, and including encyclopedias, world histories, 

and atlases). 

Deluxe package adds globe, microfiche or microfilm reader, and a computer terminal 

(only useful if building has computer room or is linked up to computer).  

Note: Special or rare volumes, such as the Book of the Vishanti, the Necronomicon, or 

Amazing Fantasy #15 would have to be obtained separately.
 1
 

Living Room Package  

Base Cost: Free – Occupies one room.  

Consists of sofa, two easy chairs, two end tables, a set of coffee tables, two lamps (ceiling 

table or floor), and a television.  

Deluxe Package adds a stereo set-up, fireplace, piano, or any other optional amenity. 

Some listed equipment may be specialized versions of the basic package (Plasma Screen 

or Projection TV). 

Medical Package a.k.a. Infirmary 

Base Cost: +1 – Occupies one room.  

The basic package provides the equivalent of emergency room care; no heavy equipment, 

access to standard antidotes and medication, and basic X-rays. 

Deluxe package includes all of the above, plus heavy equipment (MRI, full radiology, life 

support, etc.), a clean room, an operating room, advanced pathology, and cryogenics. 

Note: The “auto-doc” and other life-saving devices are generally experimental on Earth. 

The one in the X-Men's possession is of Shi'ar hybrid technology, is one of the most 

powerful available, and effectively grants Regeneration 8 to its patients.
 1
 

Multiple Rooms  

Base Cost: As original – Occupies as original 

Different rooms of the same type must be bought separately. For example, heroes may 

have back-up systems of the same type to take over in case of damage (example: a back-

up crime file in the basement in case the one upstairs gets wiped out in a hurricane). 

Having two libraries, offices, or even swimming pools is not uncommon. 
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Office Package  

Base Cost: Free – Occupies one or more rooms.  

Includes desk, three chairs, two lamps, file cabinet, and a typewriter or word processor.  

Deluxe package includes computer terminal (Intellect 4), decorations (art, hanging 

plants), and additional furniture. 

Pool Package  

Base Cost: +1 – Occupies 2 or more areas and extends 1 floor downward. 

Consists of a standard outdoor Olympic sized swimming pool, diving boards, and sun 

room. 

Deluxe package includes heated water, waterslides, and automatic pool cover. Indoor 

pools are always considered deluxe (retractable sunroof is optional). 

Porches, storage, bathrooms, and closets  

These are assumed in the cost of the building, according to its design. These rooms cost 

nothing and no packages or extras exist, other than what the heroes decide to stuff into 

them. 

Power Room  

Base Cost: +1 – Occupies one room.  

Buildings are generally assumed to draw their power from outside sources, and may do 

so for free. The downside of the equation is the resulting danger of blackouts and power 

overloads. All buildings are assumed to have enough power to run emergency exit lights 

for an hour but cannot function as normal. Heroes who wish a back-up or alternate power 

source must install their own power supply.  

At the basic level the generator purchased will provide a 24-hour supply of electrical 

power at intensity 20 and automatically cuts in on the exchange after power fails. 

The Deluxe package upgrades this to intensity 30. This generator is assumed to be self-

sufficient, removing need of external power in normal situations. These generators tend 

to be powered by a nuclear reactor, solar cells, or some other alternative fuel source. 

Rec. Room Package  

Base Cost: +1 – Occupies one or more rooms.  

Consists of comfortable sofa and easy chairs, pool table or Ping-Pong table, and TV.  

Deluxe package includes all of the above, plus video and/or pinball machines, and hot tub 

(optional).  

Note: Advanced entertainment rooms, such as a computer-assisted holographic 

entertainment projector (a “HoloDeck”) must be purchased separately. 

Security Packages  

Base Cost: +1 – Occupies no space.  

One Security package covers all doors and windows of one building. All buildings are 

assumed to have mechanical locks and a manually set burglar alarm for free. When 

tripped, this type of burglar alarm makes a loud noise to alert the owner and frighten 

away intruders. 

The Security package includes burglar alarms with a computer pass-code or card-swipe 

identification system and an electronically set (self-arming) burglar alarm. When armed, 

this package includes basic motion sensors. When tripped, this type of burglar alarm 

makes a loud noise unless in silent mode; the police are notified in either mode. 

Deluxe package includes self-arming burglar alarms with automatic computer-assisted 

security features (palm/fingerprint scan, voice scan, retinal scan, fingerprint scan, facial 
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recognition scan, etc.). This package includes laser grids, heat sensors, and motion 

sensors and can activate defense systems. When tripped, this type of burglar alarm may 

make a loud noise, may speak with a voice modulator, or may operate in silent mode; 

regardless of mode, the authorities are alerted to the break-in.  

Note: Futuristic systems contain all above features and may perform a full body scan with 

an advanced biometrics identification program to determine if a target is projected to be 

benign or hostile. These systems are extremely ahead of the times and equally as 

expensive, so they go beyond the scope of a normal package.
 1
 

Trophy Room Package  

Base Cost: +1 – Occupies one room.  

Contains showcase, lighting, and frames to display mementos. Instead of a private trophy 

room, this room may be used as a reception hall or gallery. 

Deluxe package contains the capability to handle potentially dangerous exhibits of up to 

intensity 12. 

Workshop Package  

Base Cost: +1 – Occupies one or more rooms.  

Basic equipment for metal and woodworking: lathes, drills, saws and fire extinguisher.  

Deluxe package includes laser-guided instruments and automatic processing materials (in 

effect, an automatic factory for producing simple goods). 
1 
Unique or special items, powers, and abilities must be purchased separately from the 

basic components listed in the packages. Narrators may allow you to purchase the more 

commonplace of these with +1 difficulty each or they may be purchased at a later time 

with a response bonus. Extremely rare or one-of-a-kind items (like the mystic tome, The 

Darkhold) usually cannot be purchased through finances alone, but the acquisition of 

such items makes a great story hook. 

 

Powers 

Bases may also have powers of their own, above and beyond the base's features. A base 

has the same intensity for all powers unless otherwise noted. Base powers are controlled 

by the base's computer or security system, but may be under the direct control of the 

base's owners or may be an inherent property of the base itself. The base can usually have 

any power listed in the Game Book, but the Narrator has final say about any powers 

given to the base. 

 

Paying the Cost 

When players design a base, the cost is calculated just like the cost of equipment: the 

Intensity of the base, plus the total number of features and powers the base has. Heroes 

can use their response bonus to build a base, with each hero contributing some of the 

initial cost. The Narrator may allow a base to be built in pieces; with the heroes donating 

response bonus for the basic features of their new headquarters, then adding new features 

and/or increasing Intensity as time goes on. Adding to or repairing an existing base is a 

good use of response bonus for a team of heroes; the heroes donating their response 

bonus should help work on the repairs or upgrades in some way, even if it's only moving 

and lifting the heavy stuff. 

Of course, the Narrator can ignore or modify this cost as desired. A Narrator may wish to 

provide a base to the Heroes free of cost at the start of a series, and many established 
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heroes and teams already have bases of their own. Villains and other characters, of 

course, don't have to worry about the cost of a base. If the Narrator wants them to have it, 

they do, with whatever features are needed. 

The monetary cost of a base is entirely up to the Narrator. If the builder doesn't have the 

money to afford a base, he or she may be able to acquire the base by some other means, 

such as assistance from the government or a wealthy patron. Of course, villains can 

always try and steal the funds they need to construct a new base: that’s what villains do. 

 

Base Hooks 

Many different adventures can be built around a base, either a hero's or a villain's. Here 

are a few possibilities: 

• The heroes' base is taken over by an outside force, turning it into a giant deathtrap 

to be used against them. Security and defense systems are turned against the 

heroes, who must find a way of regaining control of the base.  

• The base is stolen by another party, either seized and taken over or literally 

removed from its former location and transported somewhere else (like another 

planet or dimension).  

• The base contains something desired by another character, which then breaks into 

the base to steal the item in question.  

• Enemies of the inhabitants assault the base; this might be heroes trying to capture 

a villain or villains making a strike against the heroes (perhaps to rescue a 

captured villain).  

• The base contains secrets unknown to the current owners or inhabitants, like when 

X-Factor took possession of Apocalypse's Ship, unaware that it was a Celestial 

construct.  

• The base contains a portal or means of entry for invaders from another planet or 

dimension, such as the Negative Zone portal in Four Freedoms plaza, or the 

dimensional portals in Dr. Strange's mansion.  

• The patron who helped provide the base has some strings attached. For example, a 

government-provided base might require the heroes using it to have a government 

liaison and work as government operatives.  

 

Base Roster 

Provided here are some examples of bases in the Marvel Universe and their features 

according to this system.  

 

Area 51 

Intensity 15. Backup Power, Communications, Computer, Defense System, Firefighting, 

Garage, Hangar, Infirmary, Isolated, Lab, Power Plant, Sealed, Security System, 

Sensors, Staff, Vastness 

The United States government has denied the existence of Area 51 for as long as it has 

operated the base. Located near Groom Lake, Nevada, the mysterious desert facility has 

the highest possible security. Little enough is known about the base, but unconfirmed 

reports abound: experiments with alien biology and technology, chemical weapons 

testing, and advanced aircraft design are just a few of the more popular rumors. What is 

known is that whatever they are up to is top secret and cutting edge. 



©2014 MSHAG Library 

 

Asteroid M 

Intensity 18. Backup Power, Communications, Computer, Concealed, Hangar, Infirmary, 

Isolated, Lab, Library, Power Plant, Sealed, Security System, Sensors 

Asteroid M is an orbiting base used by Magneto. It has been destroyed and reconstructed 

by the Master of Magnetism many times over the years. The base is built in and on a 

hollowed-out asteroid in orbit above the Earth, concealed by various sensor-baffling 

systems. For a time, Asteroid M was renamed "Avalon" and used as a base by Magneto's 

Acolytes, brought there by Exodus' teleportation power.  

 

Avenger's Mansion 

Intensity 14. Backup Power, Communications, Computer, Defense System, Firefighting, 

Garage, Gym, Hangar, Infirmary, Lab, Library, Prison, Security System, Staff 

One of the most famous headquarters in the Marvel Universe is the Avengers' Mansion, 

located on Fifth Avenue in Manhattan. The mansion originally belonged to the Stark 

family and was donated to the Avengers by Tony Stark (alias Iron Man). It contains the 

Avengers' sophisticated computer and communications systems, as well as housing the 

team's quinjets and the active Avengers who choose to live there. The mansion is ably 

cared for by Jarvis, the Avengers' faithful butler. 

 

Dr. Doom's Castle (America) 

Intensity 15. Backup Power, Communications, Computer, Deathtrap, Defense System, 

Hangar, Isolated, Lab, Power Plant, Prison, Security System 

Built along the lines of Castle Doom in Latveria, Doom's castle is hidden away in the 

Adirondack Mountains of upstate New York. Doom used it in his first attack on the 

Fantastic Four and in many subsequent plots. In Dr. Doom's absence, the castle was taken 

over by the criminal geneticist Arnim Zola, who was defeated by the Thunderbolts. 

 

Dr. Strange's Mansion 

Intensity 16. Concealed, Library, Staff, Vastness 

Located on Bleeker Street in Greenwich Village, Doctor Strange's mansion is an 

unassuming three-story house built over an ancient power-site. The interior of the 

mansion is much larger than the outside dimensions would suggest, and features 

strangely shifting rooms that seem to appear and disappear at random. The mansion 

houses the Sorcerer Supreme's collection of mystical artifacts and once served as the ad-

hoc headquarters of the Defenders. 

 

Professor Xavier's Institute for Higher Learning (the X-Mansion) 

Intensity 15. Backup Power, Communications, Computer, Concealed, Danger Room, 

Defense System, Firefighting, Garage, Gym, Hangar, Infirmary, Lab, Library, Prison, 

Power Plant, Security System 

Located on a large private estate near the town of Salem Center in New York State, the 

mansion operates under the guise of a private school run by Professor Charles Xavier. 

The mansion conceals the headquarters of the infamous X-Men, with several secret 

underground levels holding the team's facilities, including the famous Danger Room and 
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a hangar for their super-sonic jet, the Blackbird. The X-Mansion still serves as a school 

as well, training the young mutants of Generation X. 

 

Professor Xavier's School for Gifted Youngsters (the Massachusetts Academy) 

Intensity 14. Backup Power, Communications, Computer, Concealed, Danger Room, 

Defense System, Firefighting, Garage, Gym, Hangar, Infirmary, Lab, Library, Prison, 

Power Plant, Security System 

Like its partner school in New York, the Massachusetts Academy is located on a large 

private estate; this one in Snow Valley, Massachusetts. Formerly home of the White 

Queen and her Hellions, this school now conceals the headquarters of the X-Men’s junior 

team: Generation X. Mimicking the X-Mansion in many ways, the Massachusetts 

Academy also features underground levels and even has its own version of the Danger 

Room, affectionately dubbed the Danger Grotto. The School for Gifted Youngsters now 

serves as the primary school for younger mutants, with the X-Mansion becoming more of 

a college. 

 

The Vault 

Intensity 12. Backup Power, Communications, Computer, Defense System, Hangar, 

Isolated, Power Plant, Prison, Security System, Sensors, Staff, Vastness 

The United States Special Penitentiary (known as "the Vault") is secretly located in the 

Rocky Mountains of Colorado. The prison is specially built to contain super-powered 

criminals, and was once able to hold the members of the East and West Coast Avengers. 

Prison break-outs are common, and heroes may be called in to help contain them. Heroes 

accused or convicted of a crime may face time in the Vault, which is not as easy to 

escape from as the number of breakouts suggests. 

 

United States Military Base 

Intensity 12. Backup Power, Communications, Computer, Defense System, Garage, Gym, 

Hangar, Infirmary, Power Plant, Security System, Sensors, Staff 

Certain facilities may have one or more of the following features in addition to those 

listed above: Concealed, Dock, Isolated, Lab, Sealed, Vastness. 

The United States government maintains many military bases both at home and around 

the world (in allied countries, US territories and properties, and in defeated enemy 

territories). The above statistics are for an average generic military base. Some of the 

more prestigious military bases may have more features, better intensities, etc. 


